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Preface 


As I sit here writing this final entry in Swords & Chaos, I look 
back on the herculean feats, innumerable favors, and sheer 
dumb luck that it took to transform my hairbrained idea into a 
fully fledged game that you can own and play. I can recall clearly 
the day I thought to myself, “Hey, I’m sick of homebrewing 
roleplaying games! I should just make my own, and fill it with 
all the stuff I like!” If only I knew then how enormous a task 


that was. 


Thousands of hours of writing, editing, playtesting, and revising 
in a vicious cycle of refinement are represented between 

these covers. Thousands of hours more are represented in 

the wondrous art which fills this book. From art brief to initial 
sketch to revised sketch to final render, so the cycle of creation 
went, over and over for so many pieces. By my best estimate, 
Swords & Chaos is comprised of roughly 6,500 hours of 
creative work performed over the course of the last two years by 


ateam of people scattered over three continents. 


When I began, I had no idea what an undertaking this would be, 
though in hindsight I do not regret the effort for a moment. 
At the beginning, I had nothing but a vague idea. “Easy to learn 


sword & sorcery-style roleplay gaming that’s fast and fun.” 


I was very fortunate to find Troll Lord Games, Castles & 
Crusades, and the SIEGE Engine early on, as it was absolutely 
the sort of thing I was looking for. Not to mention, it would save 
me the massive effort of building a game engine from scratch— 
something I knew | was hardly qualified to do. So it was that I 
sent a letter to the Troll Lords asking permission to use their 


engine, and when I got the ‘OK,’ it was off to the races. 
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I sincerely hope you enjoy the game, and that it instills in 
you the same wonder and excitement that I derived from 

the well-worn paperbacks that first sparked my imagination 
many years ago. Those wondrous paperbacks which sent my 
mind wandering to the blasted landscape of Barsoom, or the 
savage wilderness of the Hyborian Age, or the misty alleys of 
Lankhmar, or under the flickering Sun of the Dying Earth. 

It was those books which started my obsession, and without 
names like Burroughs, Howard, Lieber, Moorcock, Wagner, 
Saunders, Carter, and others, Swords & Chaos simply 


wouldn’t be! 


So maybe read some of those books too! 


Jeremy Farkas 


June 2022 
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Introduction 


Sword & sorcery, action and adventure are at the heart of 
this game. What is sword & sorcery fantasy? It is a term that 
refers to a loosely identified genre of fantasy pioneered by the 
late Robert E. Howard. Themes of the corrupting influence 

of civilization, the bridging of the gap between mythology and 
history, and the obfuscation of the difference between good and 


evil abound. 


Swords clash with flying sparks, thieves climb towers of 
antiquity for long-forgotten glittering jewels, dark-hearted 
sorcerers call into the void to conjure unfathomable horrors, 
and barbarians tread the mantle of civilization under their 
sandaled feet. Men are morally gray, greedy, and are only 
bound by what morality they assign themselves. Sorcery and 
civilization both gnaw at the fabric of humanity, degrading 
it and infusing it with greed, madness, and the indulgent 


arrogance that men of power exude. 


Player characters are exclusively human, as are most enemies. 
Most foes are simply thieves and ruffians armed with knives and 
axes. Monsters and magic are rare, horrifying, and powerful. 
Their presence signals something disturbing and unnatural, 
which warps an otherwise very Earth-like world into something 
terrifying and unspeakable. 


There is little in the way of slow moments in such narratives. 
Characters are decisive and act quickly, taking the world by the 
throat and springing to action in an instant. Such a hero would 
not mull about wondering what to do or where to go. Instead, 
they would strike while the iron is hot. The result is a short 


narrative tightly packed with action, adventure, combat, heroics, 


monsters, and mayhem. 
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What You Deed to Play 


A set of polyhedral dice, pencils, paper, this book, one to 
five friends, one of you to play the role of the Game Master 


(Referee), and a bit of imagination are all you need to play. 


Character Creation 


Creating a character is achieved via the following steps: 


1. Roll for stats and assign them to your character’s various 
attributes. 


2. Assign Primary and Secondary attributes. 


3. Select a class and take note of any abilities the class confers 
to your character. 


4. Choose a homeland and take note of any relevant abilities 
or information that your character would possess. 


5. Choose additional languages. 


6. Decide ona background story and a physical description of 
the character. 


7. Name your character. 
8. Equip your character. 


9. Choose spells, ifany are awarded to your character. 


Attribute Scores 


In this game, numeric values are assigned to various physical 
and mental attributes and represent your relative ability 

and aptitude. The higher the number, the better you are 

at something. The lower the number, the worse you are. 
Numerical attribute scores range from a low of 3 to a high of 18. 


Consider the average man to have a ro in any given attribute. 


To begin, you will roll 4D6, choosing three of the numbers 
to add up. For example, if you rolled a 4, a1, a6, anda 3, you 
would choose three of these numbers to add together to get 
your attribute score value. Typically, you would want to choose 
the three highest numbers to generate the most powerful 
character possible, however, in the interest of diversifying 
characters and encouraging them to have weaknesses, you 

may elect to choose a suboptimal attribute score. Instead of 


choosing the highest three numbers for a score of 13, you could 
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instead choose the lowest three for a score of 8. This would 


represent a significant weakness for your character, but you 


would be incentivized to do so. 


Ifyou intentionally choose three numbers for your attribute 
score that results in an attribute score of 8 or lower, you will be 
awarded with a Boon—an automatic success that you can apply 
to any roll once per session—which, once spent, cannot be used 


again until the next session. 


You will repeat the process of rolling 4D6 and choosing three 
results a total of seven times, at which point, you will have 
atotal of seven attribute scores ranging from 3 to 18. These 
seven numbers will then be applied to your seven attributes in 


whatever way suits you. 


For each attribute score, there is an associated modifier. This 
is the number you will add to your D20 roll whenever you need 
to make a check (in addition to any bonuses conferred by class 


or level). 


Attributes are divided into Primary and Secondary, based on 
what the character is better or worse at. In general, Primary 


attributes represent things that the character is good at, and 
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Secondary attributes represent things the character is not so 
good at. When making a check, you will compare the result of 
your roll to a difficulty number. The base value for that difficulty 
is called the Challenge Base (CB), and is significantly lower 

for your Primary attributes, which makes passing those checks 
much easier. The CB for your Primary attributes is 12, while the 


CB for your Secondary attributes is 18. 


Primary Attribute Challenge Base (CB): 12 
Secondary Attribute Challenge Base (CB): 18 


PCs get three Primary attributes, selected by their player during 
character creation. All of the other four attributes are thus 


considered Secondary attributes. 


Attribute Score Modifier 
3 -3 
4-5 -2 
6-8 -1 
9-12 +0 
13-15 +1 
16-17 te 

18 +3 


NOTE: You can only receive a maximum of three Boons during character 
creation, by choosing to have attribute scores of 8 or less a total of three 
times. 


The attributes are as follows: 


Strength: A measure of your physical power. It can be used 
to determine how much you can lift or carry, how far you can 


throw, and how hard you hit. 


Dexterity: A measure of nimbleness of both body and hands. 
It can be used to determine how fast your reflexes are, your 


ability to tumble and roll, and how accurate you are with a bow. 


Constitution: A measure of your hardiness, resilience, and 
health. It can be used to determine how resistant you are to 
poisons and diseases, how long you can hold your breath, or 


how far you can push yourself physically. 


Intelligence: A measure of your raw intellect, be it obtained 


academically, or by general wit. It can be used to determine how 


many languages you can speak, your aptitude for mathematics, 


and your capacity for sorcery. 


Wisdom: A measure of your subtler mental capacity, life 
experience, and connection to the spiritual. It can be used 
to determine the sharpness of your senses, your ability to 
seize initiative, and your understanding of the wilds beyond 


civilization. 


Charisma: A measure of your personal magnetism. It can be 
used to determine a host of things such as likeability, sense of 


humor, force of presence, manipulation, and deception. 


Luck: A measure of how fortunate you are. Luck is fleeting 
and admittedly a bit of an abstract concept. Your luck score 
can be used to determine the outcome of any circumstance that 
calls for an attribute check that cannot be easily determined by 
any of the other attribute scores. This is your catch-all for the 
odd circumstantial needs ofa specific character in a specific 
situation. Locked in prison and need to see if there is a loose 
iron nail in the bottom of your cot that you could use to pick 
the lock? Luck check. Want to dive off a cliff into the water 
below, but want to avoid the shallows? Luck check. Want to 
find a horse for sale in a town of people who exclusively walk 
everywhere? Luck check. 

NOTE: There are circumstances wherein your Game Master may permit 
you to ‘burn’ a point of one of your attribute scores. Doing so will award 
a cumulative +1 to any roll that would otherwise fail. The more points you 


burn, the more you add to the roll. The most common attribute score to 
burn is Luck. Spent Luck regenerates at a rate of 1 point per day. 


Characters who reduce their Luck score below 3 suffer a 4 penalty on all 
Luck checks. Characters cannot reduce their Luck score lower than 1. 


On occasion, the Game Master may permit you to burn another attribute 
score, but this is typically only in the realm of sorcery, where the other 
attributes can be burned to fuel the power of a summoning spell. This is 
called soulburn and represents a physical or spiritual sacrifice of one’s 
being to create or conjure some force of the netherworld. Your Game 
Master will have more information on how to regain attribute points lost 
via Luck burn or soulburn. 


Advantage and Disadvantage 


Throughout this book, there will be instances where it says that 
adie roll should be made with advantage or disadvantage. In 


essence, this means that two d20s should be rolled for an attack, 
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attribute check, etc., instead of the normal one dao. If the roll 
has advantage, the higher of the two die rolls is used. If the roll 


has disadvantage, the lower of the two rolls is used. 


Advantages and disadvantages counteract one another. If 
aroll has both advantage and disadvantage due to myriad 
circumstances, only a single dao is rolled. Ifa roll calls for 
multiple advantages and multiple disadvantages, the dice are 


rolled in accordance with the table below. 


|The Roll Has: Roll With: 


| More advantages 


Advantage 


| More disadvantages 


Equal advantages and 
disadvantages 


Disadvantage | 
Roll normally 


Classes 


Once your attribute scores have been generated and assigned, it 
is time to choose a class. There are seven classes to choose from, 
representing a wide array of sword & sorcery archetypes. Each 
class has a suite of abilities, strengths, and weaknesses that 
serve to reinforce their respective archetypes. The classes you 


can choose from are as follows: 


Assassin (Requires Dexterity as a primary attribute): 
A specialized killer-for-hire who uses subtlety, patience, and 


potentially poison to take out their targets. 


Barbarian (Requires Constitution as a primary attribute): 
A mighty savage who prefers the stark wilderness to the decay 
of civilization, who was raised among the brooding hills of the 
remote wilds, and who can fend for themselves and eke out 
an existence despite the brutality of nature. They are seen as 
bogeymen in the civilized world, for their incredible tenacity 


and raw physical might. 


Fighter (Requires Strength as a primary attribute): 

A competent warrior who has honed their skills in combat to be 
unsurpassable. They are masters of their favored weapon and 
can use them to a degree unattainable by others. Additionally, 
they are trained in the use of all manner of arms and armor, 


making them a deadly opponent on the battlefield. 
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Knight (Requires Charisma as a primary attribute): 

A lesser noble trained in the craft of horsemanship and warfare. 
The knight can inspire men to great deeds while carrying out 
quests for glory and honor. Sat upon their noble steed, they 
can exert control over the sway of battle, galloping along and 


dispatching doom wherever their blade falls. 


Ranger (Requires Wisdom as a primary attribute): 

A specialized survivalist who roams the borderland between 

the wilds and civilization, ever watchful for the despoiling 
influences of Chaos and sorcery. They are experts in tracking 
and hunting and possess great knowledge of the sorcerous 
influences for which they watch. They are slayers of ghouls, 
demons, hideous monsters, and the other unspeakable spawn of 


sorcery borne in the dark places of the Earth. 


Rogue (Requires Dexterity as a primary attribute): 

A cutthroat thief who has a wide variety of skills useful in a wide 
variety of situations. They prefer dirty tricks to head-on combat, 
opting to stab someone in the back if the opportunity presents 


itself, often to devastating effect. 


Sorcerer (Requires Intelligence as a primary attribute): 

A powerful magic user who is in tune with the powers of the 
cosmos, invoking them to do their bidding. Able to conjure 
demons and horrors from beyond the night, sorcerers are 
foes to be reckoned with, but there is a catch. Those who 
tamper with sorcery invite it into themselves, and may become 


corrupted by it, changed by it, and consumed by it. 


Reading Class Descriptions 


All classes are introduced with their name and an attribute 

in parenthesis. This attribute is their Primary attribute. In 
order to select this class, you must make this attribute one of 
your two Primary attributes. What follows afterward is a short 
description of the ideals, archetypes, and core elements of the 


class in question. 


Prime Attribute: The prime attribute of a class is the most 
important attribute of all seven to the class in question. It is 
a requirement that this attribute be a Primary attribute of the 


character if they are to perform as this class. 
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Hit Die: In this game, all characters use hit points to 
determine how much damage they can sustain in combat. A 
class’s hit points are determined by rolling a designated die, 
called a Hit Die, which is then modified by their Constitution 
modifier. In general, when a character goes up in level, the 
player rolls a Hit Die and adds the character’s Constitution 
modifier to the roll to determine how many hit points they gain, 


adding the determined value to the previous total. 


Weapons: This lists the sorts of weapons permitted by the 
class in question. Some classes have restrictions of weapons put 
upon them, while others have none at all. Weapons are divided 
into melee weapons and ranged weapons. They are further 
divided into simple weapons (weapons anyone could use) and 
martial weapons (weapons which would require specialized 
training). Options for all sorts of weapons are detailed in the 


chapter on Equipment. 


Armor: This represents what armor can be worn by the class 
in question. Armors are broken down into three types: Light, 
Medium, and Heavy, with options for each being detailed in the 


chapter on Equipment. 


Abilities: This lists the names of the abilities and features of 
the class in question. Detailed breakdowns of each ability are 


included further down in the class entry. 


Level: This is a measure of how powerful a character is on 
ascale of 1 to 10. Characters start at level 1 under typical 
circumstances, regardless of class, and work their way up to 


higher levels by accumulating experience points. 
HD: An abbreviation of Hit Die. 


BtH: An abbreviation of bonus to hit. Each class has a basic 
bonus to hit that improves as they gain levels. This bonus is 
added to attack rolls and will be explained in greater detail in 
the chapter on combat. Other bonuses to hit will often be added 
in addition to this baseline bonus to hit but are not determined 


by character class. 


EXP: An abbreviation for experience points. These are the 


points used to measure progression from one level to another. 
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Experience points are gained by slaying monsters, finding 


treasure, getting into mischief, and going on daring adventures. 


Your Game Master will have further information on experience 


points and how they are earned. 


An Optional Rule Sor Hit Points 
at Ist Level 


Ifthe GM and the players are in agreement, characters may 


start their careers with a higher than typical number of hit NO \2 p LF) 
AN N (i) Ii Z a 


points. In such instances, when characters roll their Hit Dice 


to determines their starting hit points at first level, they are 
awarded DOUBLE the value of the dice roll. The Constitution 


modifier is added after, and not doubled. If anyone objects, dice 


are rolled normally. This is designed to serve as that little extra 
oomph that the party needs to get into the action, but it may not 


suit every table. 
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Assassin 


Assassins are killers typically spoken ofwith fear and 
distrust, though none would ever know an assassin if 

they’d met one. They are a subtle breed who make themselves 
difficult to identify, for their profession calls for guile, wit, and 
discretion. Often, they will hide their skill, craft, and mastery of 


death until the time is right. 


Assassins are cunning killers, often motivated by bounties 

and gold rather than any personal convictions tied to the 
individuals they kill. Some assassins kill for personal, political, 
or philosophical reasons, but as the saying of the ancient order 


goes “An angry assassin is a clumsy assassin.” 


Most assassins train in furtive and little-spoken-of orders, like 
the Brotherhood of the Silent Ones, and other secret societies. 
Naturally, distrust is rampant within such organizations, and 
identities are kept as hidden as possible. An assassin will not 
discuss their order with anyone who they aren’t confident is 


also a member of the same order. 


While their profession often seen as monstrous and 
disreputable, they are employed by rich and poor alike. They 
serve in the courts of high kings, in cults of mad sorcerers, and 


occasionally in the service of the downtrodden and oppressed. 


At the assassin’s disposal is an expansive arsenal of tools: catlike 
reflexes, incredible speed and dexterity, guile, wit, persistent 
patience and capacity to lie in waiting for hours or days on end, 
and a strong understanding of poisons and their application. 
Assassins are known for their use of poisons, which can be 
applied not merely to weapons, but also to food and drink, 
potentially allowing them to kill a target without ever even 
drawing a blade. 


Prime Attribute: Dexterity 

Hit Die: D6 

Weapons: Any 

Armor: Light Armor 

Abilities: Case Target, Climb, Death Attack, Disguise, Sneak, 
Keen Hearing, Poisoner, Sneak Attack 
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Assassin Levels 


Level HD BtH EXP 
1 Dó 0 0 
2 Dé +1 1,751 
3 Dó +1 3,501 
4 Dó +1 7,001 
5 Dó +2 14,001 
6 Dó +2 25,001 
7 Dó +2 50,001 
8 Dó Ag 90,001 
9 Dó +3 150,001 
10 Dó +3 200,001 


Case Target (Wisdom): Part of assassination is knowing 
one’s target. For the assassin, this means casing a target to 
geta good read on them. Ifan assassin spends 1d3xro minutes 
observing an individual, they can then make a Wisdom check to 
case their target. Success reveals knowledge of the target’s level 
or HD within 5% margin of error. The assassin will also notice 
any hidden weapons on the person of their target, including 
any other unusual or noteworthy items. This ability also allows 
the assassin to note any unique tics, habits, or mannerisms 


displayed by their mark. 


Climb (Dexterity): Assassins are adept climbers, often 
scurrying up the sides of buildings to gain a better vantage 
point, or climbing into bedrooms through unlocked windows, 
venom-dripping dagger in hand. This extraordinary ability 
allows an assassin to climb up, down, or across a slope, wall, 
steep incline (even a ceiling with handholds), or unusually 
angled natural or man-made slope or incline that others would 
find impossible to climb. While doing this, the assassin moves 
at 1⁄2 their normal movement speed. A failed climb check means 
the character makes no progress. A check that fails by 5 or more 
means that the character falls from the currently attained height 
and suffers falling damage. Assassins cannot carry anything 

in their hands while climbing but can hold a finesse weapon 
between their teeth. When climbing typical natural slopes and 
man-made inclines, such as cliff faces or steep steps, an assassin 


does not need to make an attribute check to climb the surface. 
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Death Attack: This wickedly brutal strike, the trademark of 
the assassin class, requires 3 rounds of study before making 
an attack roll. The target in question must be unaware of the 
assassin at the time of attack. When the time is right, the 
assassin performs a Sneak Attack, and the target is forced to 
make a Constitution saving throw (CB 12 + Assassin lvl). If 
the target fails, they are struck swiftly and brutally, being slain 
instantly. If the Constitution saving throw succeeds, treat 

the attack as a normal Sneak Attack. If the attack fails, and 

the target is made aware of the attacker, another death attack 


cannot be attempted in the same scene. 


Disguise (Charisma): Creating an effective disguise 
requires 1d3xro minutes of work. It requires props, 

clothing, makeup, etc. The assassin can disguise themself 

as anonspecific person, such as a scullery maid, a guard, a 
merchant, etc. They cannot, however, disguise themselves to 
look like a specific person, unless they are interacting with 
people who are very unfamiliar with the person in question. A 
cumulative -2 penalty is applied for impersonating someone 
of the opposite sex, different culture, or age of more than a 10- 
year difference. A -5 penalty is applied for impersonating some 
other sentient humanoid species (i.e., a mutant or a ghoul). 


This check is made secretly by the Game Master. 


Sneak (Dexterity): Assassins are unassuming and deathly 


quiet. Nothing can ruin an assassination attempt faster than by 


making lots of noise, naturally. When an assassin indicates that 


they wish to hide or creep along silently and unseen, the Game 


Master makes the Dexterity check secretly, only revealing to 


the player that they believe they are being stealthy. The assassin 


must move at 1⁄2 their movement speed to sneak. Movement 
greater than 12 their movement speed will result in a-5 check 
on all sneak attempts, as it is difficult to be discreet while 


moving quickly. 


Keen Hearing (Wisdom): Sharply honed senses allow 


the assassin to hear things others cannot. This translates to 


advantage on checks to detect sound up to 30 ft away, and even 


through doors and solid structures (though at a penalty: -5 
through especially thick doors, -10 through stone walls, etc.). 
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Poisoner (Intelligence): Poisons are the best friend of 
well-off and notorious assassins the world over. Assassins 
work with poisons regularly as they are effective at maiming 

or killing while being silent and usually easy to mask. Such 
familiarity with poisons allows the assassin to identify poisons 
and antitoxins on a successful Intelligence check. Assassins 
can also synthesize their own poisons and antitoxins, though 
they need alchemical equipment and raw materials costing 
one-third of the street value of the poison or antitoxin being 
made. Adept at their use and application, assassins are never at 
risk of accidental poisoning during the application of a drug to 
a weapon. Over time, exposure to various poisons and venoms 
has given the assassin some resistance to their effects. This is 
represented by a +1 bonus to saves versus poisons conferred 


every three levels, starting at level 3. 


Sneak Attack: This sort of attack 
can be described as a cheap shot or 

an underhanded attack against an 
unsuspecting target. The target can 
be aware of the character’s presence 
but cannot suspect that an attack is 
imminent. Additionally, the victim 
cannot roll initiative until after the 
sneak attack is performed. If they have 
already rolled initiative, it is assumed 


that they would suspect an attack. A 


ranged sneak attack can be performed 


within 30 ft. Sneak attacks receive a +2 
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bonus to hit, and a +4 bonus to damage 
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on a successful hit. 


This bonus increases to +3 to hit and +6 
to damage at 5th level, and again to +4 

to hit, +8 to damage at roth level. Sneak 
attacks can be performed out to a range 


of 30 ft, ifusing a ranged weapon. 
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Cypes of Poison 


Il: | Mild poisons that cause skin irritations, drowsiness, nausea, 
and similar effects. 


Il; | Mind altering concoctions that cause hallucinations, confusion, 
memory loss and similar effects. 


Ill: | Serious poisons that impair abilities and cause minor 
damage. 


IV: | Severe toxins that can incapacitate, cripple, or cause major 
damage. 


V: | Deadly poisons that cause permanent damage or can kill. 


Vl: | Rare potions or substances that cause massive permanent 
damage or can kill. 


Cost and Poison Effects 


Type | Cost* Successful Save** Duration Failed Save Duration 
I: 5 gp No effect N/A -1 to physical attributes, -1 to initiative 1-3 days 
Il: 15 gp No effect N/A -1 to mental attributes, -1 to initiative 1-3 days 
Ill: 45 gp 1d4 dmg, -1 to all secondary 1-2 days 1d8 dmg, -2 to all primary attributes 2—6 days 

attributes 
IV: 150 gp 1d8 dmg, -1 to all attribute 2-4 days 2d8 dmg, comatose 3-9 days 
checks 
V: 900 1d10 dmg, perm. lose 1 1—6 days Death*** or 2d12 dmg & perm. lose 2 14 days 
gp point from class’s secondary points from class’s prime attribute 
attribute 
VI: 1800 | 4d10 dmg, perm. lose 1 point Instant Death Permanent 
gp from all primary attributes 
and 2 points from all 
secondary attributes 


*Cost per dose. 


**Saves are made against Constitution; all attribute and level bonuses are added. 
***Requires second save against Constitution, failure means death, success means damage. 


Barbarian 


Barbarians are primal warriors, unwavering survivalists, 
and fearsome foes who dwell beyond the scope of 
civilization, in the vast wilderness of the world. They are 
quintessential outsiders, designated as “the other’ by civilized 


men who fear them and do not understand their ways. 


Barbarians are simple, though not unintelligent. They have a 
distrust of civilization, and the corrupting influences it has on 


those who dwell within it. To the barbarian, the luxuries of the 
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high-walled cities produce weak men who could not survive the 


harsh reality of the stark, uncompromising wilderness. 


These rugged outlanders know well how to survive, being 
reared among the dark forests, rocky crags, or ashy wastes 
where few men willingly tread. Most barbarians belong to a 
tribe, be it a small band, or a horde 10,000 members strong. 
Others belong to nomadic bands that wander with the seasons. 
Others still live a solitary life in the savage wild, knowing only 
the company of the snarling beasts with which they battle for 
survival. What unites all such barbarians is their connection to 


a primal way of living, a ferocious and unyielding tenacity, and 


separation from civilization and the decadence of man. Many 
(but not all) barbarians are also distrustful of the sciences, and 
especially of sorcery and alchemy, which they ascribe purely to 
the domain of deviltry. 


In survival situations, barbarians excel, being able to find food, 
water, and shelter, and build fire with ease. They can hunt 
beasts as does a panther, and their instincts are honed to a 
preternatural quickness. They can suffer blows that would slay 
lesser men and can learn to deal death to foes with terrifying 


efficiency. 


Prime Attribute: Constitution 

Hit Die: Dr2 

Weapons: Any 

Armor: Any 

Abilities: Primeval Senses, Deerstalker, Intimidate, Savage 
Resilience, Unarmored Defense, Death Dealer, Second Wind, 
Call of the Barbarian 


Barbarian Levels 


Level HD BtH EXP 
1 D12 o o 
2 D12 +1 2,101 
3 D12 +1 4,701 
4 D12 +2 9,401 
5 D12 +2 20,001 
6 D12 +3 40,001 
7 D12 +3 80,001 
8 D12 +4 170,001 
9 D12 +4 340,001 
10 D12 +5 600,001 


Primeval Senses: Barbarians have keen senses honed via 

life in the savage wastes, where life is balanced on the edge of a 
knife. Their reflexes and innate sense of danger are unmatched, 
and as such, they are awarded a +2 bonus versus surprise. 
Additionally, would-be attackers gain no bonus against the 
barbarian for flanking. Back and rear attacks against the 


barbarian only get 2 their normal bonus to hit, rounded down. 


Deerstalker: This ability comes naturally to all barbarians 


and covers a wide range of survival skills. In short, it is their 
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natural ability to endure environments that would cause lesser 


men to perish. 


The deerstalker is able to forage off the land, finding shelter, 
food, and water for themselves. As long as adequate food, water, 
and shelter sources are present in the environment, a barbarian 
can find these recourses without the need for an attribute check. 
This requires 1d6+2 hours of hunting, foraging, building, and 


gathering. They can only do this for themselves, however. 


Additionally, using twigs and kindling they can start a fire in dro 
minutes. They can find true north with the aid of the stars, the 


sun, the moon, and the wind. 


With the deerstalker ability, barbarians are also capable of 
climbing typical natural slopes and inclines, such as a steep, 
rocky hillside cliff, without the need to make an attribute 
check. Barbarians can ford and swim typical rivers and bodies 
of freshwater. When climbing or swimming, the barbarian 
moves at 2 their normal movement speed, although cannot be 


wearing Heavy Armor while undertaking these tasks. 


Intimidate (Charisma): Barbarians are regarded as 
fearsome, ferocious savages, and men give great pause before 
entering battle with them. Once per combat encounter, ona 
turn where the barbarian has already attacked, they can make 

a Charisma check to terrorize onlookers with their savage 
brutality. If successful, the barbarian intimidates a number of 
foes equal to their level. Such victims must be of equal or fewer 
HD to the barbarian, as foes mightier than the barbarian will 
likely be unimpressed. The gory display the barbarian makes 
on the battlefield is so startling, victims within 15 ft suffer a -2 
penalty to all rolls, including saving throws, which lasts until the 


barbarian misses an attack roll. 


Savage Resilience: Barbarians have a wellspring of 
herculean ability which erupts when they are pushed to the 
absolute limit of their physical ability. While invigorated with 
this savage resilience, the barbarian is awarded a +4 bonus to 
physical checks, saving throws, and damage dice. This can be 
done once per encounter and lasts as long as the barbarian stays 
in the heat of the action. The second that the barbarian wavers, 


delays in attacking, or flees, their resilience and tenacity fails 
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them. This bonus increases to +5 at 3rd level, +6 at 6th level, 


and +7 at gth level. 


To tap into the wellspring of savage energy, the barbarian 
must be unencumbered, uninhibited, and thus not be wearing 
Heavy Armor. Additionally, they cannot have already fled the 
combat, as the act is subconsciously seen by the barbarian as 


an act of cowardice. 


Savage resilience also awards the barbarian a few additional 
passive perks not enjoyed by civilized men. They can always 
hold their breath for a number of rounds equal to their 
Constitution score, can survive extreme conditions for a day 
longer than civilized folk, and can run twice the distance of a 


mundane man in a single day. 


Unarmored Defense: Barbarians are cut from a different 
cloth than civilized folk. Many go without armor, as they are 
just as adept in a fight in sandals and loincloth as some men 
are in suits of mail. While not wearing armor, the barbarian’s 
armor Class equals 10 + their Dexterity modifier + their 
Constitution modifier. The barbarian can use a shield and still 


maintain the benefits of this ability. 


Death Dealer (4" level): The barbarian has become a 
proficient, whirling slayer of men and beasts alike. This ability 
allows for a second attack against another target within 5 ft of 
the first target. This increases to 3 attacks at 6th level, and 4 


attacks at roth level. 


Second Wind (6" level): Barbarians have a second wind in 
combat, where they suddenly revitalize with renewed frenzy and 
ferocity. Once per day, whenever the barbarian falls below 12 
hit points, they immediately gain 12 temporary hit points back. 


These temporary hit points are deducted first if the barbarian 


takes damage, and any remaining temporary hit points disappear 


at the end of combat. The threshold for activation and bonus 
for second wind increases to 18 hit points at 8th level, and 24 hit 


points at roth level. 


Additionally, second wind can be used to pull a barbarian from 


the embrace of certain death. Ifthe barbarian suffers an attack 
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that would render them unconscious 

or outright slay them, the second wind 
automatically activates, regardless of 
current hit points. If the temporary hit 
points are enough to get the barbarian 
above o hit points, they can keep on 
fighting. Removal of these hit points at the 
end of combat cannot bring the barbarian 


below 1 hit point. 


Call of the Barbarian (10" level): 
The barbarian, a true eidolon of wild 
ferocity and raw barbarism, is able to let 
loose a fearsome battle cry, which instills 
all allies who hear it with the savage vitality 
of their barbarian ally. This awards 1 full hit 
die in temporary hit points to a number of 
allies equal to twice the barbarian’s level 


that can hear the barbarian. This bonus lasts for one day. 


Fighter 


Fighters come from every walk of life and represent a wide 
array of weapon-wielding warriors. They are archetypal in this 
sense, knowing inherently how to use whatever weapon finds 

its way into their hands, and having the ability to use it to brutal 
effect. In terms of sheer combative efficiency, the fighter is 


perhaps unmatched. 


Many fighters serve as mercenaries in the armies of warring 
kings and lords, but others make their way in life as bandits and 
bullies. They can be found at virtually every level of society, and 
in every culture in the world, from the lowliest of peasants to the 
warlords who drive armies before them as the earth trembles in 
the west. They can be the mightiest of heroes, the dastardliest of 


villains, or somewhere in between. 


Most low-level fighters are unsophisticated and rough, but those 
few who have the discipline and drive to attain higher levels 


become unopposed masters of combat. Fighters are unique in 
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that they train to master the use of a specific weapon, which 
becomes ingrained into their style of fighting. With this 
weapon, they become incredibly proficient and deal damage 


undreamed of by others. 


Additionally, fighters are mighty physical specimens, agile 
and tough, able to perform feats an ordinary person could not, 
through the aid of their Brutal Die mechanic. An ordinary 
fellow could not hope to lift their enemy and hurl them at 
another foe, but for the fighter this is child’s play. So too 
could a fighter disarm an opponent with a deft sword stroke, 
or knock an enemy out with a single punch, or even leap 


upon the back ofa slavering beast and brain it with an axe. 


Prime Attribute: Strength 

Hit Die: Dio 

Weapons: Any 

Armor: Any 

Abilities: Brutal Die, Act of Brutality, Weapon 


Specialization, Combat Dominance, Weapon Mastery 


Fighter Levels 


Level HD BtH EXP 
1 D10 1D4 o 
2 D10 1D4 2,001 
3 D10 1D6 4,001 
4 D10 1D6 8,501 
5 D10 1D8 17,001 
6 D10 1D8 34,001 
7 D10 1D10 68,001 
8 D10 1D10 136,001 
9 D10 1D10 272,001 
10 D10 1D12 500,001 


Brutal Die: A fighter’s bonus to hit is calculated as a1d4 
at rst level, rather than a static modifier. Each time an attack 
is made, the fighter rolls their d20 and their brutal die at the 


same time, adding the results together. 


Act of Brutality (Strength): The brutal die allows a 
fighter to perform stunts and acts of heroism beyond the skill 
of other classes. This is called an act of brutality. Fighters can 


declare an act of brutality prior to attacking, and if they roll 
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a 4 or higher on their brutal die, and the attack roll 
beats the target’s AC, they perform whatever act they 
described. Want to climb onto the back of a giant? 
Want to disarm your opponent? Want to kick a man 
in the chest and send him earthward? Want to pick 
up one man and throw him at another? Declare an 
act of brutality. 


If the brutal die rolls less than a four, fret not, for as 
long as the attack roll hits, the fighter carries on with 
anormal attack, and does not waste their turn on a 
fruitless effort. The brutal die increases to a d6 at 3rd 
level, a d8 at 5th level, a dro at 7th level, and a dra at 


roth level. 


Only one act of brutality may be performed on 

a fighter’s turn, even if they have more than one 
attack. The other attacks still use the brutal die for 
determining base to hit, but an act of brutality cannot 


be declared. 


Weapon Specialization: One weapon chosen 
by the fighter is one with which they are particularly 
well trained. This training translates to a +2 bonus 
to hit and damage. The bonus to hit does not count 
toward requirements to perform an act of brutality 
but still counts as a general bonus to attack. This 
bonus increases to +3 to hit and +3 damage at 7th 


level. 


Combat Dominance (4th level): This ability 
allows for a second attack during the same combat 
round. This goes up to 3 attacks at 6th level, and 4 


attacks at roth level. 


Weapon Mastery (roth level): At this stage in 
their career, the fighter is so practiced at the use of 
their specialized weapon, they are considered a true 
master. Such mastery increases their bonus from 
Weapon Specialization to a +4 bonus to hit, and +4 
bonus to damage. Alternatively, the fighter may elect 


to specialize in anew weapon. 


Knight 


Knights are lesser nobles fundamentally bound to the 
order and hierarchy of civilization. They are skilled warriors, 
masterful horseback riders, and great leaders of men who can 
turn the tide of battle. When a knight thunders across the 
battlefield in gleaming armor upon the back of their furious 
warhorse, they can break enemy ranks with but a glance, while 
rallying their own host with a single utterance. In this way, they 


make excellent tacticians and champions of morale. 


Most knights are members of circles, orders, or secret 
brotherhoods. These knightly orders are bound to a region, a 
feudal king or lord, a religion, or a set moral code of which 
they seek to protect and prolong through their actions. These 
brotherhoods embark on quests, serve the interests of their 
order, and uphold the tenants of their founding philosophy to 
their dying breath. Those few knights not of an order, or who 
do not serve under a king, or protect a given land are seen as 
suspect by their fellow knights, and are given the term “free 


lance’ to denote their lack of bonds. 


Knightly orders are full of secrecy and intrigue, the knowledge 


of which they try desperately to keep away from outsiders. Many 


will put on fronts of almost deific perfection, but on the inside, 
their orders are rife with corruption, plotting villains, and cults 


of personality. 


Any knight will tell you that their most important duty is to their 
oaths, which bind them not only to their order, but also to the 
ideology of knighthood. Regardless of homeland or civilization, 
all knights to some degree hold themselves to a code of conduct 
that dictates tenets such as bravery, honor, virtue, generosity, 
and courtesy—in the west they call it chivalry, in the east it is 
xia, and in the south it is uungwana. To adhere to these tenets 
is to do right by one’s order. To abandon them is to abandon 
one’s order, and ultimately knighthood itself. While there are 
no mechanical penalties for failing to adhere to one’s code, rest 
assured that those around the knight will take heed, and the 
more un-knightly a knight behaves, the more harshly others will 
treat them. 
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Next to a knight’s code of conduct, the next most important 
thing to them is their steed—a mighty warhorse whom they are 
expected to care for splendidly. Knights often grow to adore 
their horses, but not always. Sometimes a steed just has a 
difficult personality which makes it infuriating to deal with. In 
some rare and spectacular cases, a knight will have a ferocious 
beast or exotic animal for a mount instead of a traditional 
warhorse. This is always an extremely rare occurrence and 

has associated with it a litany of difficulties, but it can be done, 


Game Master permitting, of course. 


Prime Attribute: Charisma 

Hit Die: Dio 

Weapons: Any 

Armor: Any 

Abilities: Birthright Mount, Challenge, Horsemanship, 
Inspire, Embolden, Demoralize, Battlefield Dominance, 
Knights Brotherhood 


Knight Levels 


Level HD BtH EXP 
1 D10 0 0 
2 D10 m 2,251 
3 D10 +1 4,501 
4 D10 +2 9,001 
5 D10 +2 18,001 
6 D10 are) 36,001 
7 D10 +3 72,001 
8 D10 +4 150,001 
9 D10 +4 300,001 
10 D10 t5 600,001 

Birthright Mount: Knights start their career with a stout 


and well-trained riding horse which has 2d8+2 hp. This steed 
is fully outfitted with all the kit needed for a noble’s horse, such 
as blankets, saddle, saddlebags, bit and bridle, horseshoes, 
harness, and meal. 


Challenge (Charisma): Once per day, a knight can single 


out an opponent on the battlefield and challenge them. The 


target must make a Charisma saving throw or be compelled 
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by the magnitude of the knight’s presence to engage in single 
combat. The target of this challenge must be able to see, hear, 
and understand the knight. 


Language barriers aren’t always enough to prevent a target 
from understanding a knight’s challenge. Certain gestures, 
expressions, and actions are almost universally understood, and 
at the GM’s discretion, a creature that does not understand the 
knight may be compelled to make a Charisma saving throw just 


the same. 


Ona failed save, the target of the knight’s challenge feels as 
though they must rise to meet the knight in combat. No other 
opponent will do in a battle. Attacks made against opponents 
who are not the knight are made at disadvantage. Additionally, 
the target of the challenge cannot willingly move farther away 
from the knight, only closer. Special exceptions are made for 
navigating obstacles. Those subject to the knight’s challenge 
are entitled to a second saving throw if they ever break the line 
of sight with the knight. 


If the subject of the knight’s challenge succeeds on their initial 
save, they simply ignore the knight’s words. The knight retains 
their challenge for the day, however. Said challenge is only 


spent if an opponent is successfully goaded into single combat. 


Horsemanship (Dexterity): Knights are trained to 

deal death on horseback, and as such, they have the skills of 
amaster horseman. Without the need for a check, a knight 

can saddle, mount, ride, dismount, and direct their mount to 
perform simple leaps and maneuver obstacles up to around 3 ft 
high. Knights can fight from horseback using melee or ranged 
weapons handily and without penalty. They can expertly guide 
the horse into combat, control it with their knees, and stay in 
the saddle when it rears or bolts without issue. Knights can read 
horses and see the strengths and weaknesses of each mount, 
finding the best of a lineup of potential mounts. When on a war 
horse, a knight can direct the steed to attack and still perform 


his attack on the same round. 


With a successful Dexterity check, and by eschewing any other 


attack or action, the knight can direct the horse to perform one 
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of the following while mounted: Cover, Deflect, Fall Softly, 
Leap, Charge 


Cover: A knight can drop and hang alongside their mount, 
using itas three-quarters cover. This grants a +5 bonus to the 
knight’s armor class from those on the opposite side of the 
horse. The knight cannot attack or hold anything while using 
this ability. 


Deflect: This entails the mount being moved between the 
opponent and the knight or positioned to offer maximum cover 
for the knight, while at the same time allowing the mount to 
avoid blows. This maneuver gives a +4 bonus to the knight’s 


armor class and a +2 bonus to the mount’s armor class. 


Fall Softly: A knight can attempt to take no damage after falling 
from their mount, by rolling to the side or leaping off, including 
when the mount falls. A knight takes 1d6 points of falling 
damage on a failed Dexterity check. 


Leap: The knight may direct their mount to leap obstacles as 
part of the mount’s movement. Obstacles jumped can be no 


taller than two-thirds the height of the mount. 


Charge: A knight is well trained with lances and other weapons 
of horsemanship. When fighting from a mount and charging, a 
knight inflicts TRIPLE DAMAGE upon a successful hit when 
wielding a lance, tulwar, saber, mace, hammer, scimitar, or any 
axe wielded in one hand. A charging character is not subject 

to attacks of opportunity by his target, so long as the attack is 


successful. 


Inspire: Knights are inspiring figures when marching into 
battle alongside the common man. Allies of the knight gain 

a bonus to hit equal to the knight’s Charisma modifier. This 
ability can be used once per day and lasts a number of rounds 
equal to the knight’s level. The number of persons that are 
affected increases as the knight gains levels: 12 creatures at Ist 
level, 25 creatures at 3rd level, 50 creatures at 5th level, 250 
creatures at 7th level, and 1000 at gth level. This ability cannot 
be used in conjunction with Embolden or Demoralize until the 
knight reaches 8th level. 


Embolden (3 level): Knights can inspire courage and 
ferocity in their allies, instilling in them the bravery to stand 
up to their enemies with heads held high. Any companions 
or followers within 30 ft of the knight gain a bonus of +1 to 
Strength, Constitution, Dexterity, and Intelligence saving 
throws, and a +2 to Wisdom and Charisma saving throws. 
This ability can be used once per day and lasts a number of 
rounds equal to the knight’s level. This ability cannot be used 
in conjunction with Demoralize or Inspire until the knight 


reaches 8th level. 


Demoralize (5" level): To enemy forces, the view of 

a knight marching over the battlefield is a terrifying sight. 
Enemies suffer a-4 penalty to Charisma checks as their morale 
is shaken and their mettle tested. Enemies of the knight must 
also save vs Charisma at a -4 penalty or suffer a -1 to attack rolls. 
This ability can be used once per day for anumber of rounds 
equal to knight’s level. It affects 25 creatures at 5th level, roo at 
7th level, and 250 at gth level. This ability cannot be used with 
Embolden and Inspire until the knight reaches 8th level. 
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Battlefield 
Dominance (8% 
level): At this stage 
in the knight’s career, 
they are able to use 
Inspire, Embolden, 
and Demoralize all 

in the same round, 

or individually as 


described earlier. 


Knights 
Brotherhood 
(10" level): Once a 
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knight has mastered 
knighthood, and 
learned all they can 
of its craft, they can 
establish a stronghold 
(per the rules for 
strongholds described 
on page 129), which will attract 2d10 level o followers every 
month. One rst level knight arrives after 40 followers and 
seeks to be inducted into the player character’s halls. The 
player character can then form a Knights Brotherhood with the 
newcomer knight. A 5th level knight arrives after 80 followers, 
seeking to join the Knights Brotherhood. This cycle continues 
with a knight of ist level at 120 followers, a knight of 5th level 
at 160 followers, etc. This continues as long as the player 
character knight has enough money to pay their followers and 


retainers. 


Followers and fellow knights must be supported or else they 
will leave the keep and the brotherhood. Zero level followers 
require 2 gp per month, which roughly translates to a poor 
lifestyle. Knights require 100 gp per month per level, which 
indicates a comfortable, wealthy, or even kingly lifestyle. (too 


gp for rst level knight, 500 gp for 5th level knight). 
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Ranger 


Rangers, also sometimes called borderers, are hunters 

and woodsmen who stalk the border between civilization 
and the stark, animalistic wilderness. Some just enjoy the 
solitude and peace of the wild, while others choose to live away 
from the corrupting influences of the dense urban sprawl and 
its mad tyrants. Others guard civilization from what they see as 
a greater threat than its own evils—Chaos itself—which eternally 
broods in the primordial darkness of the unfathomably ancient 
wilds. Whatever their reason, rangers are marked not by a full 


embrace of either civilization or barbarism, but something in 


between. 


They are stout slayers, hunters, trackers, and 
survivalists, who can endure the harshness 

of almost any environment in the world. 
Rangers are generally a suspicious lot, slow 
to trust, and highly wary of the supernatural. 
In the mind ofa ranger, there is something 
inalienably true about nature, and anything 
that violates nature is hideous, vile, and 
fundamentally a lie told to reality itself. For 
this reason, rangers often swear oaths against 
sorcery, and slay sorcerers and the minions of 
the Court of Chaos out ofa sense of duty to 


maintain the natural order of the world. 


Rangers are especially proficient at reaving 


and butchering the wicked spawn of Chaos, 


for they study their passing in their time spent 
in the wilds. They know their enemies well, 
and be it demon, serpentman, ghoul, cannibal, 


or sorcerer, they know how best to find and dispatch them. 


In civilized society, rangers are seen as grim, harsh, and violent 
wanderers who are dangerous and not to be trusted. Their 

very occupation drives them to violence and adventure, both 

of which will get the average man killed very quickly. Among 
wicked sorcerers, they are seen as blood-mad savages who must 


be dealt with permanently! 
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Inevitably, a ranger and a sorcerer may find themselves in a 
party together. This is rare, but it does happen, especially 
when the sorcerer is clever, gentle, or not otherwise bound 
to the Court of Chaos. For the ranger, they simply mustn’t be 
dogmatic and obsessed with the slaying of chaotic beings. As 
denoted previously, not all rangers are driven by the desire to 
destroy minions of Chaos, even if they distrust sorcery, and 


prefer their simpler methods. 


Prime Attribute: Wisdom 

Hit Die: Dio 

Weapons: Any 

Armor: Light Armor and Medium Armor 

Abilities: Combat Marauder, Sneak, Delay/Neutralize Poison, 


Scale, Traps, Survival, Track, Favored Enemy 


Ranger Levels 


Level HD BtH EXP 
1 D10 (0) (0) 
2 D10 +] 225 
3 D10 +1 4,501 
4 D10 T2 9,001 
5 D10 +2 18,001 
6 D10 are) 40,001 
7 D10 +3 75,001 
8 D10 +4 150,001 
9 D10 +4 250,001 
10 D10 +5 500,001 


Combat Marauder: Rangers are a superstitious lot, who 
despise the corruption of Chaos and occultism. They hunt the 
wilds for incursions of such mutating power and are adept at 
dealing with it. As a result, rangers are awarded a +1 bonus to 
hit and a +1 bonus to damage against sorcerers, the magically 
corrupted, minions of Chaos, and the spawn of hell. This would 
include such creatures as demons, sorcerers, serpentmen, flesh 
golems, ghouls, cannibals, ape-men, necromancers, etc. This 


bonus increases by +1 every odd numbered level. 


Sneak (Dexterity): Rangers are prowlers adept at moving 
silently and unseen through the brush, scrub, and foliage of 


the wild. Whenever a ranger indicates that they wish to sneak, 
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the Game Master makes the Dexterity check for the ranger 
in behind the screen, only revealing to them that they believe 
they are being sneaky. While attempting to move silently 

and unseen, the ranger is limited to / their speed, or else 
they suffer a-5 penalty to their Dexterity check for sneaking. 
Rangers cannot effectively hide from someone who is actively 


observing them. 


Delay/Neutralize Poison (Wisdom): Rangers are well 
acquainted with a variety of naturally occurring poisons and 
venoms. As a result, rangers have knowledge of how to delay 
or even neutralize a venom, poison, or toxin. If the ranger 
has access to herbs, poultices, medicines, or antidotes, they 
can make a Wisdom check to attempt to counteract the 
effects of a naturally occurring toxin. Success indicates that 
the poison’s onset is delayed by 1 hour per level of ranger. 
This does not, however, cure any damage already dealt by 
poison. It takes 1 round to apply medical treatment and can 
only be attempted once. Ifthe ranger beats the CB of their 
Wisdom check by 6 or more, the poison is neutralized. All 
temporary effects of the poison end, and no more damage is 
dealt to the victim. Hit points and ability points lost due to 


the poisoning are not regained via the neutralizing antidote. 


Scale (Dexterity): With this ability, rangers can climb 
and scale natural slopes and inclines, such as steep but rocky 


hillsides. No attribute check is needed to scale such surfaces. 


Additionally, this extraordinary ability allows a ranger to climb 
up, down, or across a dangerous natural slope or inverted 
incline that others would find impossible to climb. While doing 
so, the ranger moves at 2 the character’s normal speed. A 
failed scale check means that the character makes no progress. 
A check that fails by 5 or more means that the character falls 
from the currently attained height and must suffer falling 


damage. 


In both situations above, nothing can be carried in the ranger’s 
hands while climbing. Also, this ability cannot be used if heavy 


armor is worn. 


Traps (Wisdom): Rangers have an innate sense for 


detecting man-made traps and snares in the wilderness, and this 
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sense allows the ranger to detect traps that they pass within 25 
ft of while in a wilderness setting. Whenever the ranger passes 
within range of a trap, the Game Master will secretly make 

a Wisdom check, so as to not inadvertently alert anyone to a 
trap’s presence. If the ranger is actively looking for traps, the 
player rolls the check, and gets a +2 bonus on their Wisdom 
check. It takes 1 round to search a 5x5) area, or 1 minute to 
search a 25x25" area. This ability does not allow the ranger to 


detect the presence of traps that function by sorcerous means. 


Rangers can also construct traps of their 
own in wilderness environments. With a 
successful Wisdom check, a ranger can 
build and obscure a snare, a pitfall, and 
similar devices. Rangers cannot build 
complex mechanical traps such as those 
found on treasure chests or in dungeon 
doorways. Snares can catch and trap a 
creature of up to Medium size, while 
pitfalls deal 1d4 damage, or half as much 
ona successful Dexterity save. Rangers 
do not need to make a check to disarm 
their own trap, or other wilderness traps 


of similar complexity. 


Survival (Wisdom): Rangers are expert survivalists, and 
can forage off the land to find food, water, and shelter for 
themself. Using twigs and kindling they can start a fire in dro 
minutes. They can find true north with the aid of the stars, the 
sun, the moon, and the wind. Rangers must spend 8 hours of 
hunting, foraging, building, or gathering to feed and shelter 
2d4 people. A check is required if the ranger is trying to care for 
more than the 2d4 people rolled, and another 8 hours of time 


will elapse. A ranger can only hunt and forage twice per day. 


Track (Wisdom): On a successful Wisdom check, a ranger 
can track discernable prints and evidence of the passing of 
quarry. They can easily follow a creature’s trail for up to 5 hours. 
Rangers can also obscure tracks on a successful Wisdom check. 
Ifthe ranger’s quarry is sorcerous or supernatural in nature, 

a +2 bonus is applied to the Wisdom check for tracking. A 


successful check can also reveal insightful information about 
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the quarry in question. A ranger might be able to tell the 
number of creatures who made the tracks, how quickly they 
were moving, what types of creatures were present, and so 

on. The ranger cannot determine exact numbers of individuals 


based on prints, but can estimate as follows: 


e Individual (1) 

e Party (2-6) 

e Band (7-30) 

e — Troop (31-100) 


e = Army (101+) 


The ranger can also tell by the tracks whether they were left by 
an animal, beast, giant, humanoid, plant, monstrous humanoid, 


magical beast, etc. 


At 3rd level, the ranger can determine if any among their quarry 
are wounded, exhausted, carrying heavy loads, and the sort of 


armor they are wearing. 


At 5th level, the ranger can determine the exact species of 
quarry, so long as they are familiar with them (limited to beast, 
giant, humanoid, plant, monstrous humanoid, or magical 


beast). 


Favored Enemy (6" Level): The ranger has been at the 
task of ranging for long enough that they have an intimate 
understanding of one quarry in particular. Usually, this 
quarry is one they especially despise, but not always. This one 
specific creature type will be designated as a favored enemy. 
This confers an additional +2 bonus to hit and +2 to AC vs 
the ranger’s favored enemy. It also confers a +2 bonus to 
track their favored enemy. Ifthe ranger’s favored enemy uses 
poisons, toxins, or venoms, any successful Wisdom check by 
the ranger to combat those poisons (manufactured or natural) 


automatically neutralizes it, rather than delaying it. 
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Rogue 


From ancient cities with high towers and crumbling 

walls, to sprawling towns and villages, to shadow-haunted 
temples of primeval gods, to simple farming hamlets, 
rogues creep in the dark as thick as thieves. They are called 
many names in many lands—cutthroats, reavers, pirates, 
thieves, rapscallions, highwaymen, and their methods vary 
widely, but they are unified by their proclivity for underhanded 
tricks, and for their compulsion to steal. Some steal to assist 


others, but most pilfer to sate their own avarice. 


They come from all walks of life—some are rich, and some are 
desperately poor. Some make their living by burglary, robbing 
wealthy merchants, and creeping into palatial vaults unseen. 
Others pick pockets on the street, unconcerned with the 
trouble they may cause. Still others prefer to plumb the dark 
depths, filching ancient treasures from eons-old dungeons, or 
wresting forgotten jewels from the sarcophagi of time-eaten 
mummies, steering clear of civilization and thus avoiding 


lawmen altogether. 


Awise man once said, “There is no honor among thieves.” In a 
world where every bit and bauble is up for grabs, competition 
rears its head. Anarchists to the last, rogues reject the 
traditional authoritarian rule of law and its enforcers. Ifa thief 
knows any loyalty, it is only to a small band, either a gang 

of friends, or else a guild of thieves to which the rogue is a 
member. In such social organizations, friendly competition 

is encouraged, but betrayal is a quick way to finding a knife in 
your back. Rogues who take up adventuring typically associate 
with a party of colleagues instead of a gang, but still behave 
with the respect enforced by the assumption that they'll be 
killed ifthey break the bonds of kinship. 


Most rogues are cowardly, preferring to avoid confrontation if 
at all possible. If they are forced into a fight, however, they will 
rely on every dirty trick, cheap shot, and underhanded tactic 

they can come up with to eke by. They are especially proficient 


at sneak attacks and backstabs, leaping upon unsuspecting foes 
for a fatal first strike. 


While rogues are seen as dastardly and wicked, not all are 
completely and irredeemably vile. Many are driven to steal by 
ideological reasons, or out of necessity. Some steal only from 
the rich and give their loot to the poor. Others steal to feed 
their family, or to help others in dire straits. Life isn’t fair, and 


notall who play at life can afford to play by the rules. 


Prime Attribute: Dexterity 

Hit Die: D6 

Weapons: Any 

Armor: Light Armor 

Abilities: Backstab, Climb, Decipher Script, Sneak, Keen 
Hearing, Open Lock, Pickpocket, Traps, Sneak Attack 


Rogue Levels 


Level HD BtH EXP 
1 Dé 0 0 
2 Dó +1 1251 
3 Dé +1 2,501 
4 Dó ay 6,001 
5 Dé +2 12,001 
6 Dé +2 24,001 
7 Dé +2 48,001 
8 Dé +3 80,001 
9 Dó +3 120,001 
10 Dó +3 175,001 


Backstab: Rogues are underhanded fellows who are quick 

to capitalize on momentary advantages. Whenever a rogue 

can get up behind an enemy, they can elect to stab them in the 
back to brutal effect. First, the rogue must make a successful 
Dexterity check to sneak up unheard and move behind the 
target. The backstab itself is awarded a +4 bonus to hit. Success 
indicates DOUBLE DAMAGE. To successfully backstab, the 
rogue must use a weapon that has the finesse weapon property. 
The multiplied damage dealt by a backstab increases as the 
rogue levels up. The damage increases to TRIPLE DAMAGE 
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at 5th level, and QUADRUPLE DAMAGE at oth level. This 
multiplication does not stack with Sneak Attack. 


Climb (Dexterity): Rogues, much like assassins, are skilled 
climbers who can amble up houses or scuttle across rooftops, 
drenched in shadow. This extraordinary ability allows a rogue 
to climb up, down, or across a slope, wall, steep incline (even a 
ceiling with handholds), or unusually angled natural or man- 
made slopes or inclines that others would find impossible to 
climb. When doing so, the rogue moves at 2 the character’s 
normal speed. A failed climb check means the character makes 
no progress. A check that fails by 5 or more means that the 
character falls from the currently attained height and must 
suffer falling damage. Rogues cannot carry anything in their 
hands while climbing but can hold a finesse weapon between 
their teeth. When climbing typical natural slopes and man- 
made inclines, such as a cliff face or steep steps, a rogue does 


not need to make an attribute check to climb the surface. 


Decipher Script (Intelligence): Rogues often know a 
smattering of vague lore, languages, and ciphers traded in the 


thieves’ guilds of the underbelly of civilization. Some even 
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learn to decipher sorcerous writings. Rogues can attempt to 
decipher scripts such as the pages ofan ancient book, a code 
scratched into a wall, or a letter in a foreign tongue by making 
an Intelligence check. If the check succeeds, it will take the 
rogue 2d8 minutes per page to parse out the general meaning 
of words, though not an exact translation. This can only be 
attempted once per piece of writing. Rogues can also attempt to 


decipher spell scrolls at disadvantage. 


Sneak (Dexterity): Rogues are silent padfoots who like to 
creep about unseen and unheard when engaged in unsavory 
activities. Whenever a rogue indicates that they wish to go 
about things silently, the Game Master makes a Dexterity check 
behind the screen, only revealing to them that they believe 

they are being sneaky. The rogue must move at / their normal 
movement speed to sneak effectively. Movement greater than ¥2 
speed impedes a -5 check on all sneak checks, as it is difficult to 


be discreet while moving quickly. 


Keen Hearing (Wisdom): Sharply honed senses allow 
the rogue to hear things others cannot. This translates to a roll 
with advantage on Wisdom checks to detect sound up to 30 ft 
away, and even through doors and solid structures (though at 
a penalty: -5 through especially thick doors, -ro through stone 


walls, etc.). 


Open Lock (Dexterity): Thieves are skilled lockpicks, 
provided they have the time and resources to pull it off. A 
rogue can successfully pick a lock on a Dexterity check, 
provided they can complete it within one minute and 

have access to the necessary tools. These tools might be 
lockpicks, skeleton keys, wires, corrosive acids, thieves’ 
tools, etc. If the check fails, the lock is beyond the rogue’s 
ability to pick at this time, and they must gain a level before 


attempting the same lock again. 


Pickpocket (Dexterity): In addition to picking locks, 
rogues are also good at picking pockets. To do so, arogue 
must make a Dexterity check with a penalty equal to the 
level/HD of the victim they wish to pickpocket. 


This ability also allows the rogue to perform sleight-of-hand 


maneuvers, as they are adept at quick and subtle movements. 
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Penalties on Dexterity checks to perform sleight-of-hand only 
apply if observers are paying close attention to any item(s) 
being manipulated by the rogue, and the penalty is equal to the 
subject’s Wisdom attribute bonus, or HD ifno Wisdom score 


is provided. 


Traps (Intelligence): Rogues have mechanical minds, well 
acquainted with the mechanisms of locks, traps, and the like. As 
aresult, rogues are proficient at finding, disabling, and arming 
traps. It takes the rogue 1 round to find a trap in a specific 
location, or 1 minute in a 10°x10’ area. Success means a trap is 
found, ifany are present. The simplest and most obvious traps 
are always found before more obscure and complex traps in the 
same area. This ability can be used to find magical traps, though 
with greater difficulty. 


Once found, a trap can be disarmed with a successful 
Intelligence check. Failure means the trap is sprung on the 
rogue, dealing whatever damage it might to the poor footpad. 
Ona success, it takes 1d4 rounds for a rogue to disarm a trap. 
Magical traps can be disarmed too, but at potentially greater 
risk to the rogue. 


To arm a trap, the rogue is required to make an Intelligence 
check. If the rogue has previously disarmed the trap, the check 


is made ata +5 bonus. It takes a rogue 1d4 rounds to arm a trap. 


Sneak Attack (4" level): Rogues are 
opportunists who use cheap and dirty tactics to 
win fights as quickly as possible. To make a sneak 
attack, the would-be target must be unsuspecting 
of the attack, though they can be aware of the 
rogue’s presence. The victim of a sneak attack 


cannot roll initiative until after the sneak attack is 
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performed. If they have already rolled initiative, it 
is assumed that they would suspect an attack. A 
ranged sneak attack can be performed within 30 

ft Because of their underhanded and cheap nature, 
sneak attacks are awarded +2 bonus to hit, and a +4 


bonus to damage ona successful hit. 


This bonus increases to +3 to hit and +6 to damage at 5th level, 


and +4 to hitand +8 to damage at roth level. 
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Sorcerer 


Sorcerers are mighty and terrible wielders of the arcane 
powers of creation and destruction. They cast oaths and 
strange curses into the void, offering esoteric components and 
performing elaborate somatic gestures to produce supernatural 
occurrences. Some are bound to demons, devils, elemental 
princes, and members of the dread Court of Chaos in the 
various planes of reality that echo across the cosmos. They call 
upon these beings for aid and invoke their names to perform 
feats of magical wonder which make the earth tremble and the 
sky weep. 


The sorcery that all such practitioners engage in is inherently 
wicked, being spawned of the chaotic Dark Moon—a moon that 
orbited the planet many eons ago, but which has since collided 
with it, releasing its malignant energy in great waves of decay. 
It can be further fueled by sacrifices of flesh, blood, spirit, and 


mind, offered to powerful beings who dwell in alien realities. 


While sorcerers themselves are not inherently wicked, their 
sorcery is, and its corrupting nature drives them further 

into madness and the embrace of the Court of Chaos. Some 
sorcerers fight hard to walk the difficult balance required to 
practice sorcery and maintain one’s sanity, while others eagerly 
embrace the madness, and race toward the power it ultimately 


offers. 


Most sorcerers are tight-lipped warlocks who would never 
surrender their spells unbidden. Because knowledge is 

power among sorcerers, they are generally distrusting of one 
another, and only organize in close-knit cabals rarely. There 
are no schools for the formal education of sorcerers, and thus 
apprenticeship is the only means by which an aspiring sorcerer 
might unlock the knowledge required to weave magic. Not all 
apprentices are human, however, nor are all apprentices living 
beings. More than once has a sorcerer learned their craft from 
studying ancient tablets, or by whispering unspeakable things 


to the corpses of sorcerer-kings. 
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Sorcerers often sit amid the height of civilization, dwelling in 
the courts of kings and emperors, or else serving as kings and 
emperors themselves. Some sorcerers double as priests of 

the various esoteric religions across the world, attributing the 
power they have uncovered to the divine favor of a deific being 
who looks upon them benevolently. Sorcerers are feared and 
hated in much of the world for their incredible power, as well as 
their tendency to bring doom wherever they go. In some lands, 
sorcerers rule from on high, and there, they are respected and 


revered, but still deeply feared. 


Prime Attribute: Intelligence 

Hit Die: D4 

Weapons: Simple Melee Weapons, Simple Ranged Weapons, 
Longswords 

Armor: None 

Abilities: Spellcasting, Ritual Spells, Concentration, 


Soulburn, Expansive Memory, Corruption 


Sorcerer Levels 


Level HD BtH EXP 
1 D4 0 0 
2 D4 +1 1,751 
3 D4 +1 3,501 
4 D4 +1 7,001 
5 D4 +2 14,001 
6 D4 T 25,001 
7 D4 +2 50,001 
8 D4 +3 90,001 
9 D4 +3 150,001 
10 D4 +3 200,001 


Spells: Sorcerers can prepare powerful invocations 

of otherworldly beings to cause fantastic and terrifying 
phenomena to occur. These phenomena are called spells. 
Sorcerers can perform a number of spells per day based on 
their level. Spells are organized by the level of their complexity. 
The more complex a spell is, the more powerful it generally 

is. Sorcerers must prepare their spells before casting them by 
studying them from a spellbook, and memorizing the complex 


intricacies and minute supernatural details in order for them to 
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work properly. The more complex 

a spell is, the longer memorization 
takes, and the fewer spells the 
sorcerer can memorize. More 
complex spells occupy a larger 
portion of the caster’s mind when 
memorized. This is represented 

by the number of memory slots 
attributed to the spell in question. A 
sorcerer cannot prepare more spells 


than they have memory slots for. 


When a spell is cast, the force of 
energy released from the sorcerer’s 
body is so great, that it pulls the 
memory of the spell from the caster 
along with it. As a result, once the 
spell is cast, the sorcerer will need 
to return to their spellbook to 
prepare it again if they wish to cast 


itagain. 


Spelleasting: A spellcasting 
check is made much like an attribute 
check or an attack roll. Sometimes, 
no roll is required for a casting, and 
instead, the targets must succeed on 
a saving throw to avoid the magic’s 


influence or power. The modifier to 


the Challenge Base ofa saving throw 
to avoid a spell is simply the level 

of the sorcerer plus the sorcerer’s 
Intelligence modifier. In this regard, the Challenge Class to 
avoid a spell cast by a 5th level sorcerer with 18 Intelligence 
would be 20 (12+5+3) for characters saving with a primary 
attribute, or 26 (18+5+3) for characters saving with a secondary 
attribute. For greater clarity on saving throws, Challenge Bases, 


and Challenge Classes, consult the section on saving throws. 


Ritual Spells: Ritual spells are spells that can be cast as 
lengthy rituals in lieu of being memorized beforehand. Usually, 
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rituals are more costly and time-consuming, but allow a 
sorcerer to save mental space for other spells they know they 
will need. Ritual spells take 10 minutes to cast unless otherwise 
specified and usually involve implements or sacrifices worth ro 


gp per memory slot of the spell being cast. 


Concentration (Constitution): Some spells require 
concentration to maintain and endure. Sorcerers can only 
maintain one spell this way at a time. If the sorcerer is 
concentrating on one spell and attempts to cast another, 
concentration is broken, for only one spell can occupy a 
sorcerer’s concentration at a time. If attacked or otherwise 
accosted while maintaining concentration, a Constitution 
check must be made. Failure indicates that concentration was 
broken, and the spell ends. A penalty is applied to Constitution 
checks to maintain concentration at arate of-1 for every point 
of damage dealt to a caster in a single attack, to a maximum 
penalty of -ro. Other environmental conditions may also call for 


aconcentration check, at the GM’s discretion. 


Soulburn: Sorcerers can sacrifice a part of themselves to fuel 
their sorcery. By ‘burning’ a point of one of their attributes and 
sacrificing a part of themselves to fuel the magic that brings 
their will into the world, they can manifest a more reliable, 
more effective, or more deadly version of a spell. This is called 
soulburn. By sacrificing one point of an attribute, they can 
gain a +1 bonus to their spellcasting check. Alternatively, they 
can use soulburn to increase the Challenge Level (that is, the 
difficulty of their saving throws) to avoid their spells by +1. 
Another use for soulburn is to add an additional damage die for 


each ability point expended. 


Soulburn heals very slowly over time, typically over the course 
of days to weeks, and thus should not be used recklessly. For 
every point ofan attribute score a sorcerer soulburns, they 
should expect a week of time to elapse for that spent point 

to recover. At the Game Master’s discretion, however, a 
sacrificed point might never be recovered ifthe soulburn was 
performed in a permanent act, such as personal disfigurement 
or dismemberment. Such cases should be rare and extreme, 


however—not the norm. 


Starting Spells: Sorcerers begin their career at 1st level 
with an ancient libram of meticulously charted formulae and 
incantations that allow them to cast spells. At the beginning of 
their career, they start the game with 3 Elementary Spells, and 
1 Basic Spell. These can either be chosen by the player, decided 
by the Game Master, or rolled for randomly. All subsequent 
spells must be found in the wider world and recorded into the 


spellbook through the course of gameplay. 


Sorcerer Spell Memory 


Sorcerer Level Base Spell Memory 
Level 1 2 
Level 2 3 
Level 3 5 
Level 4 7 
Level 5 11 
Level 6 16 
Level 7 21 
Level 8 27 
Level 9 38 

Level 10 50 


Spell Size 


Spell Complexity Memory Size 
Elementary 1 
Basic 2 
Minor 5 
Major 10 
Advanced 15 
Master 25 


Expansive Memory: High Intelligence corresponds to the 
capacity to memorize more spells. An Intelligence of 13-15 
translates to 2 extra memory slots. An Intelligence of 16-17 
translates to 5 extra memory slots. An Intelligence of 18-19+ 
means the sorcerer has 8 extra memory slots. Bonus slots are 


not cumulative. 
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Corruption: Whenever aris rolled ona spellcasting check, 
that indicates something has gone horribly awry with the 
casting, and the sorcerer is warped by the monstrous influence 
of Corruption. Corruption is cumulative and represents the 
gradual decay and descent into madness on the part of the 
sorcerer due to the prolonged supernatural exposure they have 
endured. Ifa spell is cast that does not require a spellcasting 
check, a d20 should still be rolled by the Game Master to 


determine if Corruption occurs. 


Corruption has a cumulative threshold for occurring. At the 
start of one’s adventuring career, only a roll of 1 on the d20 
indicates a corrupting influence occurs, however, for every 

2 points of Corruption the caster obtains, the “threat range’ 
increases by 1. A caster with 3 points of Corruption would 

gain another point if they rolled a1 OR a 2, and a caster with 5 
points would gain on at, 2, or 3. This goes all the way up to the 


maximum threat range of 1-5 indicating Corruption. The table 


below outlines the thresholds for corruption. 
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Gaining Corruption During 
Spellcasting 


Current Total Rolls at or Below this 
Corruption Value on a d20 Cause 
Corruption 
0 1 
1 1 
2 1 TX 
3 2 S 
2 3 P ; 
6 3 5 f 
7 4 
8 4 
9 5 There is a benefit to Corruption however, as it represents a 
10 5 very real connection between the sorcerer and sorcery itself. 
For every point of Corruption the sorcerer possesses, that 
A character can only endure so much Corruption before they translates to an additional +1 on any of their spell-casting 
are driven irrevocably insane. At the point when a character checks. For every 2 points of corruption the caster gains, 
gains 10 points of Corruption, they are so consumed by the that represents a cumulative +1 difficulty modifier to the 
warping effects of Chaos, they cannot function any longer in an saving throws to avoid the effects of their spells. Additionally, 
adventuring group. So wracked are they in mind and body by every 2 points of Corruption confer a cumulative +1 bonus 
the tendrils of raw Chaos that they either go insane and become to any checks made to intimidate others, as the warping and 
an NPC, mad and babbling to themselves about otherworldly maddening influence of magic emanates off the sorcerer in 
horrors, or alternatively, they physically transform into one of ever-more-palpable waves. 


the chaos spawn—those hideous, writhing creatures whose inky 


tendrils give off Corruption in great waves. 
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Gaining Levels 


Regardless of your class, when you gain the amount of 
experience listed in your class description to meet or exceed 
the threshold for the next level, you automatically gain 

a level in ability. Your Game Master may award you the 
benefits immediately, or require you to take a rest or 
engage in activities such as training or skullduggery 
to gain the benefits of your new level. Talk to 
your Game Master and see what they prefer 
for the pace of their game. In either case, 
when anew level is gained, and the 
benefits are awarded, a new hit die 
is rolled, added to the hit point 
maximum, and other benefits 

such as an improved bonus 

to hitare added per the 


rules of the class in 
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question. Saving throws and attribute checks all go up by one 

as your level increases as well. Gaining the experience points 

required to level up is accomplished through the course 

of playing the game, by accomplishing your character’s 
goals, defeating monsters, engaging in clever or dramatic 

roleplaying, and embracing the genre of Sword & 
Sorcery fiction. The Game Master will have a more 

detailed understanding of how experience is gained 
and is discouraged from ruining the mystery of its 


operation to players. 


vá 
a 
wa 
a 
=| 
at 
E 
z 
= 
= 
= 
< 
Ei 
$ 
l 
t 


: YAR. 3 Gn YIU 4, IN 
f Y 3 a Ul 4 p | W | 
jl | A ai f pii j i | 


j a 


- T> 


Se 


$ 


Homelands 


Choose from the following list of homelands, each of 

which awards a language and a basic trait. This decision 

will determine from where in the wide world you hail. It will 
often determine in many cases how others perceive you. It can 
also be used as a source of inspiration, as you can derive traits, 
worldviews, and cultures from your homeland which can inform 


your roleplaying, if you so choose. 


NOTE: I feel it is important to stress that homeland and race are not one 
and the same. While most people from a given homeland may be from 
one to-many racial groups, none of these lands are monolithic. Your 
homeland is not necessarily where you were born, nor is it necessarily 
where you draw ancestral heritage from. Your homeland is wherever you 
have spent the bulk of your life. It should be whichever land has informed 
your character the most. It should be wherever your character considers 
home. 


Che Empire of Wargus 


The Empire of Wargus is a powerful Imperial state that rules 
over a sizable domain to the east of the Seven Cities. Cities 

of stone and wood crisscross the land, containing vast forests, 
beautiful mountains, and gleaming rivers. The people of the 
Empire are diverse, though most are of pale to olive skin, with 


green or gray eyes and darker hair. 


Language: Wargish or Vulgate 
Feature: Multicultural or Mounted Archery 
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Gondawanni 


Gondawanni is the jewel of the south, a mighty empire 

whose influence spans from the very shore of the Sea of the 
Dark Moon to the steaming jungles of the deepest south. 

A civilization built when much of the World was young, 
Gondawanni was the first nation to master the forging of 

iron after the cataclysm of the Dark Moon, chipping at rich 
veins of it from their secret mines. After so many generations, 
however, the civilization which has prospered under along 
line of Emperors and Kings is now showing the signs of rot, 
corruption, and decadence. Unscrupulous demagogues have 
weaseled their way into the court of the Empress, and violence, 
government corruption, and general wickedness are rife. The 
people of Gondawanni are incredibly diverse, though all have a 


dark cast of skin, with dark hair that grows in tight ringlets. 


Language: Gondawae or Thoryptian 
Feature: Multicultural or Corrupt 


High Althorypt 


The noble land of High Aethorypt is one of ancient splendor, 
and a vast history dating back to the time before the cataclysm 
of the Dark Moon. Built on the banks ofa mighty river valley, 
this civilization enjoys the ripe fruit of civilization despite 
being surrounded by the sandy wastes of the Vast Desert. The 
people of this land are short, tan to dark-skinned, with dark 
hair and brown or amber eyes. The high walled cities of this 
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land are among the most remarkable in the world, boasting 
masterful architecture, and a merging of politics and religion. It 
is whispered that the High Temple is one steeped in especially 
powerful sorcery. Scholars of High Aethorypt are marked by 
their ritualistically shaved heads. 


Language: Thoryptian or Vulgate 
Feature: Desert Dweller or Black Tongued 


Buanxia 


Huanxia of the Distant East is an Empire beyond the Himelyans, 


whose people are of dozens of tribes and affiliations who can 
trace their lineages back to many fallen kingdoms. They are 
simple farmers and craftsmen, iron-willed and hard-working, 
despite the horror of their everyday existence. The people of 
Huanxia are bound to the wicked rule of an immortal sorcerer 
called Xai-Tang. Few men venture so deep into the East to 
reach the myriad civilizations which lay beyond the titanic 
mountains that slope up from the north of Lemuria. Natives 
of the Distant East who venture west of Lemuria are seen with 
shock and often ignorant fear. Western tales tell half-truths 
of the decadent civilizations which lay in the Distant East, 
painting pictures of mummy-haunted palaces of jade and gold, 
and of winged serpents who blot out the sun with motes of 
cinder. Some fools claim that the people of the Distant East 
are sorcerers who have mastery over the demons of Hell, and 
that they can ensnare the unwitting with but a glance. All such 


rumors should be subject to great scrutiny. 


Language: Huan or Lemurian 
Feature: Savage Fear or Black Tongued 


Hyperborea 


A remote, frostbitten country dotted with several crisscrossing 
territories ruled by a myriad of noble Bolyars who swear 

fealty to a High King. The country is notorious for its prolific 
involvement in the Northern Slave Trade. Hyperboreans are 
generally tall, gaunt, and have prominent cheekbones. Their 
hair is wavy and is frequently in shades of blonde or brown. 
Hyperboreans have colorful eyes, with common variations 


including gray, green, blue, and yellow. Hyperborea is well 
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known for its sorcerous rites and eldritch faiths, which pray to 


strange Gods from the Void Between Stars. 


Language: Hyperborean 
Feature: Beyond the North Wind or Black Tongued 


Iberia 


Far and far into the West, the fertile land of Iberia lies. A land of 
high-walled cities with gleaming domes of brass, it in many ways 
evokes influences of the Khorsani east. The people of Iberia 

are of mixed stock, some native races being paler, with wavy 
brown hair and dark eyes, and others coming up from the south 
in Tamazgha. The rugged landscapes of Iberia face out into the 
brilliant azure of the Western Ocean, where many merchant 
galleys unfurl their white sails. Piracy is rife in this land, built 

so heavily upon the coastline of the Western Ocean. Though 
the crime for piracy is death, it seems to have maintained its 
popularity. The interior of Iberia is rough and mostly unsettled 
and harbors many barbarian tribes who rove about the rocky 


uplands. 


Language: Iberian 


Feature: Seamanship or Opulent 


Khorsan of the East 


Khorsan of the East is among the wealthiest kingdoms of the 
Age. Many gleaming cities sparkle like polished brass against 
the blazing sun, and the trade between them is robust and ever- 
expanding. Built upon the rugged cliffs and wind-swept deserts 
of the Near East, Khorsan serves as a passageway between the 
West and the Remote East. The Khorsani people are swarthy, 
dark-skinned, and dark-haired. Men usually sport prodigious 


beards of blue-black and curl them with perfumed rings. 


Language: Khorsani or Zhemite 
Feature: Desert Dweller or Opulent 


Lemuria 


Lemuria is a lush and wealthy civilization built up of thousands 
and thousands of distinct subcultures, races, linguistic families, 
and religious beliefs. Huge cities lay across the vast territory 


of Lemuria, with countless villages in between. The land is 
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wet with seasonal rains and powerful flooding. Dense jungles 
teem with rotting vegetation throughout the interior, and 
mighty rivers carve deep canyons down the entire length of 
the peninsula. The cities of Lemuria are indescribably wealthy, 
made rich on the backs of slaves. The Lemurian silver mines 
seem to reach the very center of the earth. To the north of 
Lemuria, vast mountains of black stone rise to touch the skies. 
So massive are these mountains, called the Mountains of the 
Snow Dwellers, that they are deemed impregnable by man. 
Lemurians are most commonly dark-skinned, dark-eyed, and 
dark-haired. 


Language: Lemurian 


Feature: Opulent or Survivalist 


Dew Atlantis 


A coastal territory of the Sea of the Dark Moon peopled by the 
last remnants of the once-legendary Atlantean Civilization. 
Pure-blooded Atlanteans are rare, and typically weave magic as 
powerful sorcerers like their ancestors of old. Most of the true 
Atlantean stock has interbred with other coastal peoples in the 
fishing villages and city-states along the seashore. The majority 
of the population of New Atlantis has olive to dark tan skin, with 
sandy brown to dark black hair that grows in curly locks, and 
brown to gray eyes. Pure-blooded Auanteans are olive-skinned, 


with straight, black hair, broad bodies, and steely gray eyes. 


Language: Atlantean or Vulgate 
Feature: Seamanship or Black Tongued 


Che Seven Cities 


The Seven Cities are the inland hub of the Vulgate language- 
speaking world. They are seven independent city-states of vast 
wealth and power, who unify into a sort of league of delegates 
who vote on matters of governance and trade. The Seven 

Cities are a melting pot of various cultures and influences from 
around the world. For trade, migration, pilgrimages, etc., it is 
the hub on which the wheel of the World spins. No two citizens 
look alike, for so varied are the ancestries of the people who 
dwell there. 
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Language: Vulgate 
Feature: Multicultural or Corrupt 


Che Sulkatta 


The Sulkatta refers both to a geographical region and a vague 
association of tribes bound by a common linguistic family. 

This vast expanse of rolling savannah boasts some of the most 
breathtaking untouched vistas in the entire world. The people 
of this land are dark-skinned and dark-eyed, with broad features 
and handsome faces. Their hair grows in tight ringlets, and in 
many tribes, it is customary for women to shave their heads. 
They organize themselves in tight-knit tribes and communities, 
with a complex web of alliances and rivalries. In the east of the 
Sulkatta, there are several mighty fortress-like cities of stone- 


built many eons ago. 


Language: Sulkatt 
Feature: Survivalist or Savage Fear 


Camazaha 

Tamazgha is an immeasurably wealthy and vast territory ruled 
from its southern capital of Tumbulu by King Kumbutu IV. 

In the south, where great cities of stone rise up against the 
rugged flatlands of the mighty planes, caravans laden with gold 
and ivory and ostrich plumes and the sleek pelts of wild beasts 
travel from city to gleaming city. Its northern reaches are a 
remote and barbarous land to the south of Iberia, whose people 
make a living scrambling among the cliffs as they have for many 
centuries. Small villages and cities dot the barren northland, 
though it is not under the unified control ofa single monarch. 
Along the western coast, port towns jut out into the waters of 
the Southern Ocean, while primeval jungles brood all about 
them on the shores. Sorcery is rife in this country, though 

few practice it openly. The people of Tamazgha are lank, with 
deeply tanned or ebony colored skin, with amber to brown eyes, 
bearing hawkish features in the north, and soft, broad features 


in the west and south. 


Language: Sulkatt or Thoryptian 
Feature: Opulent or Survivalist 


Cartarus of the Steppe 


Tartarus is a beautiful country that lies southeast of Hyperborea, 
which ranges across so vast an expanse of land as to share its 
southern border with Khorsan to the East. This country is rugged 
and hilly, crisscrossed with high-rising mountains and vast 
steppes in between. The Tartarean people ride over this entire 
range, masters of horsemanship and bowmanship especially. 

The people of Tartarus tend to be of stockier build, with round, 
ruddy faces, and little in the way of facial hair. Many men fear the 
warriors of Tartarus, for they remember the stories told by elders, 
of vast hordes of Tartarean slayers pouring out of the eastern hills 
to leave ruin in their wake as they tore through the lands of the 


west. 


Language: Tartarean or Khorsani 
Feature: Mounted Archery or Savage Fear 


Che Chuluvian Mire 


The Thuluvian Mire is a literal backwater choked with the 
drenching tides which wash over the floodplain regularly. The 
land is gloomy, hazy, and humid. Its people are considered 
barbarous by outsiders, and indeed, few outsiders dare enter 

the interior, as rumors of cannibalism and cults to alien beings 
abound. In the south and east of the region, where the ground 

is more solid, forests of black pine grow tall and grim, and high 
castles and timber villages dot the countryside. That land is called 
the Kingdom of Thuluvia, and it lives in fear of what dwells in the 


great mire. 


Language: Mire Tongue or Vulgate 
Feature: Savage Fear or Black Tongued 


Che United Territories of Magog 


The United Territories of Magog is perhaps dishonestly named, 
as it represents 5 distinct tribes of constantly warring factions 
who only unite to drive off Southron invaders. The verdant 
country is populated by a tawny-haired race of pale to tan people. 
The far northern tribes are marked by an especially stocky, 
dark-haired build. 


Language: Magean 
Feature: Survivalist or Seamanship 
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Wodenhimr 


In the gloomy North, Wodenhimr lies, beyond foreboding 
mountains of icy doom. Her people are as gloomy as the land 

but enjoy mirths in addition to their touches of melancholy. 
Timber-built cities lay scattered across this land, each of which 
swears fealty to any of several Jarls. During the season following 
the Harvest, the Himric people sail the Western Ocean, prowling 
the coastline for riches and easy plunder. Often do they sail 

into the lands of Magog to whet their steel on the inhabitants of 
unguarded temples. The people of Wodenhimr are tall and broad, 
with pale skin and grey to blue eyes. They grow their hair long, 


and often braid it into red or golden braids. 


Language: Himric 
Feature: Beyond the North Wind or Seamanship 


“hem 


Zhem is a war-torn kingdom to the west of Khorsan, whose 
people have stained the sands red for generations. Swarthy of 
complexion, and of medium build, the Zhemite people look 
much similar to their western neighbors, but while Khorsan 
grows fat with riches, Zhem grows wolfish and lean. Zhem has 
seen conflict within its interior for many years, as various tribes 
declare war on one another across varied grounds. The cities of 
Zhem are as ancient as those of High Aethorypt and have been 
continuously occupied. However, the Zhemite civilization has 
endured too much strife and instability to garner the grandiose 


prestige of Aethorypt. 


Language: Zhemitish 
Feature: Corrupt or Desert Dweller 


Lolkia 


Zolkia is a cut-throat place to the east of Wodenhimr and 
Hyperborea. Tall spires rise in the dark forests of that bitter land, 
and many a rogue walks the streets of Zolkia’s crowded cities. 
The kingdom is ruled by a Tsar, of whom men whisper is totally 
mad. Zolkian people are dark-haired and pale to ruddy skinned. 


Their features are dour, whether they mean for them to be or not. 


Language: Zolkian or Hyperborean 
Feature: Corrupt or Savage Fear 
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Features 


Beyond the North Wind: You know well the frigid climes 
of your homeland, awash with snow and ice. Only the strong 
survive in so inhospitable a place, and you are no exception. 
You are unharmed by temperatures as low as -10° F, so long as 
you are dressed appropriately. Additionally, you have advantage 
on checks related to survival in the extreme cold of your 


homeland. 


Black Tongued: Yours is a culture steeped in ancient lore 
and near-forgotten mysticism. Those with the Black Tongued 
trait can read and write in one of the following languages: The 
Wicked Tongue of Demons, High Atlantean—the Language 
of Sorcery, Giantspeech, The Black Speech of Ghouls, or the 
Gibbering Tongues of the Void Between Stars. 


Corrupt: The land from which you hail is one of corruption, 
thievery, cutthroats, and con artists. Growing up in such an 
environment has honed your skills in detecting deception. You 
are difficult to fool and attempts to deceive you are made with a 
disadvantage. 


Desert Dweller: Your homeland is marked by wicked heat 
and unforgiving dryness. Only the strong survive in such an 
environment, and yours are a strong people. Yours are a people 
who are unharmed by temperatures as high as 120°F, so long as 
you are dressed appropriately. You can go twice as long without 
water when compared to an individual who does not have the 
Desert Dweller feature. Additionally, you have advantage on 


checks related to survival in the extreme heat of your homeland. 


Mounted Archery: Your people are renowned for their 
bowmanship and their horsemanship-attributes that were 
passed down to you. You have advantage on checks to control 
your mount and can guide it through a battle with ease. While 
on horseback, you can shoot a bow and steer your mount with 
your knees, even at full speed-a feat unattainable even by some 
knights. 
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Multicultural: Your civilization is marked by massive cities 
and hubs of commerce and knowledge. Men from across the 
world flock to these centers, and their cultures and languages 
mix freely with the exchange of ideas. As a result, you have 
picked up several words and phrases from a dozen or so 
different tongues. You can communicate with any other person 
who has the Multicultural feature, even if you do not share 

any specific languages. Your communication is achieved by 
your shared understanding of a smattering of many languages, 


through which you are able to convey ideas. 


Opulent: The profuse wealth which flows through the streets 
of your homeland has made its impact on your culture and 

by extension you. You start the game with twice the normal 
amount of starting gold and have an intrinsic sense of the 

value of things. You have advantage on any Wisdom check to 
appraise the value of any given item. Ifthe item is one ofa kind, 


you will recognize its priceless nature. 


Savage Fear: Little is known of the ways of your people by 
outsiders, for your home is either so distant, or so shrouded in 
superstition, that few dare to brave the journey. Whether the 
fears of others are well-founded or not, you do not hesitate to 
take advantage. When outside your homeland, you are awarded 
advantage on attempts to intimidate others and to lie to them 


about the facts of your homeland. 


Seamanship: Sailing the seas is a part of your people’s 
identity, and water is tied closely to their spirit. You have 
advantage on checks related to controlling a ship at sea, be it 
amighty galley or a bobbing dinghy. You have advantage on 
checks to navigate the waters of your homeland. Additionally, 


you have advantage on checks related to swimming. 


Survivalist: You come from a land on the very border 
between civilization and the vast wilderness. As such, you know 
how to take from the wild what is necessary to survive. You have 
advantage on checks to forage, fish, track, navigate, and hunt, 
and are able to identify common animal droppings and tracks 
without a check while you are in the rural or remote territories 


of your homeland or a comparable environment elsewhere. 


Languages 


All characters receive one bonus language. For each point 
of Intelligence modifier that you have, you can select another 
additional language for your character. All such languages can 


be selected from the following list: 


Atlantean: Spoken by the descendants of lost Atlantis, the 
language itself a descendant of High Atlantean. 


Gondawae: Spoken in the Kingdom of Gondawanni, this 
language is used not only by commoners and royals of the 
domain but also by the thousands of merchants who come to 


and from the kingdom and its territories. 


Himric: A gloomy language marked by an almost sing-song 
inflection, Himric is spoken by the far northern people of 
Wodenhimr. 


Huan: A musical language spoken in the Far East, which 
utilizes intricate and detailed characters in its writing style, and 


melodic inflections in its spoken delivery. 


Hyperborean: Spoken by the peoples of Hyperborea and 
Zolkia. 


Iberian: Spoken in the west, this language sounds rather 


exotic with its accents and rolling consonants. 


Khorsani: A sonorous language spoken in the Kingdom of 


Khorsan and the surrounding lands. 


Lemurian: Spoken on the Lemurian subcontinent, as a type 


of trade language between all the many city-states of Lemuria. 


Magean: A complex language that pulls from both the Himric 
and Vulgate languages, itis spoken by the men of the United 
Territories of Magog. 
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Mire Tongue: A strange, guttural language spoken by the 
isolated people of the Thuluvian Mire, believed to be a blend 


between Magean and the Black Speech of Ghouls. 


Sulkatt: A hauntingly beautiful language that is almost lyrical 
at times, spoken across the vast lands of the Sulkatta by many 
tribes. Though it has thousands of dialects tied to thousands of 
tribes, most are similar enough to one another to be understood 


across the Sulkatta. 


Tartarean: A bold language that embodies the very spirit 
of its people it is spoken by the Tartarus people, and has 
slowly become adopted on the eastern borders of the Wargus 


Empire. 


Thoryptian: A long-lived language that has been spoken for 
thousands of years in the courts of Aethorypt. It combines a 


written pictographic system with a staccato spoken system. 


Vulgate: The language spoken by the men of the Seven Cities. 
Itis asimple language that has seen widespread use, even 
beyond the cities, having been adopted as a trade language by 


merchants and sailors. 


Wargish: A relative of the Zolkian language, spoken with 
harsh staccato by the men of the Wargus Empire. 


Zhemitish: This language is a furtive, throaty-voiced 
language spoken in Zhem, and neighboring Khorsan. 


Zolkian: Spoken in a monotone fashion, this language is used 


primarily in Zolkia, but permeates through Hyperborea and 


even reaches as far west as Wodenhimer’s borders. 
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Background & 
Alppearance 


Roll twice on the following table, or else choose one that 
suits your fancy. The act of reconciling the two results will 
help you inform your background. Your background will imply 
certain things about you, but it is up to you to fill in the details 
about your character. This is simply to spark imagination. 
Additionally, your background will likely suggest that you 

have certain skills or training, but no bonuses are described 


explicitly. 


For the sake of ease, as well as realism, if you are attempting 

a check that you could make a reasonable argument has some 
connection to your backstory, the Game Master may allow you 
to make the check with a +2 bonus. Ultimately the Game Master 
has final say, and this feature should not be abused to maximize 


your potential for advantages. 


You may have also noticed that some of these backgrounds are 
tied to physical traits or general appearance. This is intentional, 


as itis important to think about how your character looks when 
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they navigate the game world. Even if no physical appearance 

is tied to your character via their background, itis a good idea 
to think about this and be creative. Not only will it serve as a 
way to practice your descriptive abilities, but it will also serve 

to solidify your character in the minds of the other players. For 
inspiration in terms of your physical appearance, you should go 
back and read the general description of the various races in the 
Homeland section. While these are generalizations, they serve 
as a good foundation upon which you can add richer and more 


evocative detail. 
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Backstory 


Description 


Abandoned the 
Throne 


You abandoned the high throne that 
was yours by right. You left it all 
behind for reasons that are your own. 


16 


Champion 


You are the champion of a petty 
noble. Your job has been to settle his 
disputes for him, usually by means of 
violence. 


Accidental 
Slayer 


You slew a mighty beast despite a 
lack of skill. You are hailed as a hero, 
but is it deserved? 


17 


Chaos-Warped 


You are a mutant, hideously warped 
by the tendrils of Chaos sorcery. You 
do your best to survive with your 
disfigurement. 


Alchemist 


You are trained in the transformative 
science of alchemy. Your knowledge is 
eclectic and esoteric by nature. 


Armorer 


You were brought up and trained as 
a forger of armored mail on behalf 
of knights and kings. 


18 


Charcoal Burner 


You are an outcast—one who 

burns the charcoal beyond the city 
walls. Men are superstitious of your 
enterprise and keep their distance. 


Aspiring Ruler 


You came from nothing but dream 
of amassing vast wealth and power. 
Someday you hope to wrest the 
bloody crown from another’s brow. 


19 


Con Artist 


You are a glib liar and go from town 
to town duping suckers for a quick 
coin. What was your biggest con? 


Astronomer 


You are and always have been a 
watcher of the Heavens. You are a 
believer of the workings of fate. 


20 


Courtier 


You are one among the court of high 
society, always within earshot of the 
king. You whisper to him often and 
enjoy a position of power. 


Baker 


You are a well-practiced baker. All 
folk, rich or poor, love your goods. 


21 


Cultist 


You are a member of a secretive cult 
to one of the unmentionable gods of 

the realm. What is the nature of this 

cult? 


Bastard 


You were conceived out of wedlock 
and tore a family apart. Through no 
fault of your own, you are scorned, 
and shall inherit neither titles nor 
land. 


22 


Damned 


You were marked by a powerful 
being as damned and thus endure a 
terrible curse. What is this curse, and 
why were you so marked? 


Beastmaster 


You were raised among savage 
beasts, be that in the wild or in 
civilization. You know such animals 
well, and they recognize your 
mastery. 


23 


Dancer 


You are a dancer within the cities. 
Your style is sultry and intoxicating to 
onlookers. It earns you an agreeable 
living, that's for sure. 


Betrothed 


You are bound to wed another by 
the arrangement of your family. 
Whether you favor this union or not is 
irrelevant in their eyes. 


24 


Debtor 


You owe a lot of money to a lot of 
powerful people. How came you into 
this debt, and how long until they try 
to collect? 


Big Game 
Hunter 


You hunt for sport and enjoy 
collecting the trophies of the brutes 
you've killed. You have a prized 
trophy from an especially dangerous 
hunt. 


25 


Demonologist 


You have dedicated your life to the 
study of the hideous denizens of 

the Underworld. Your work is not 
understood by laymen, and that is for 
the best. 


Blacksmith 


You were trained to be a blacksmith, 
perhaps the family business. You 
know well how to shape iron with 
flame into many useful shapes. 


26 


Disowned 


You committed an act so shameful 
that you were outcast by your family 
or disowned by your tribe. Now you 
wander peopleless. What did you 
do? 


Cannibal 


You come from a cult or culture of 
man-eaters. You have a taste for flesh 
that you must either embrace or learn 
to suppress. 


27 


Drunkard 


You are a shiftless drunk. Some take 
pity on you, while others despise you. 
How came you to this mania? 


Caravan Guard 


You have made a living guarding the 
caravans that crisscross the realm. 
You have battled bandits and beasts 
in your tenure, but is this what’s best 
in life? 


28 


Escaped Slave 


You were once a slave to a ruthless 
master but escaped with cunning or 
patience. Now you find yourself at 
the mercy of the wider world, wary 
of pursuit. 


Carpenter 


You enjoy working with your hands 
and are a skilled builder. You helped 
build your family home, and the craft 
has stuck ever since. 


29 


Explorer 


You were instilled with a sense of 
wanderlust from a very young age 
and cannot bring yourself to stay in 
one place for too long. 
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SOLE 


Gambler 


You can't help yourself but play a 
quick game of dice, try your luck at 
cards, or bet on a race. You love the 
thrill of the odds, though it has cost 
you dearly in the past. 


Gem Cutter 


You are a participant in the elite 
craft of gem cutting. You take pride 
in so prestigious a position. 


Gladiator 


You have fought and killed in the 
arena many times. You are even 
considered something of a minor 
celebrity within the sport. 


38 


Gloom-Haunted 
Wanderer 


You saw something horrendous and 
indescribable in your youth that has 
driven you from your homeland in a 
constant quest for something to dull 
your maddened senses. 


39 


Gong farmer 


You are one of the unfortunates 
tasked with urban waste 
management. In effect, you are at the 
very bottom of the social ladder. 


40 


Groom 


You have a fondness for horses and 
enjoy tending to them. You have 
worked for stablemasters in the past, 
familiarizing yourself with the care 
requirements of various steeds. 


41 


Headhunter 


You collect the severed heads of your 
enemies, after the fashion of remote 
tribal warriors. For what purpose do 
you collect these heads? 


42 


Healer of the 
People 


You are a healer of the sick, working 
with herbs and poultices to ease the 
pain of others. 


30 Failed Sorcerer 


You once studied under a powerful 
sorcerer in the hopes of learning 
their craft. Something happened that 
caused you to fail in your training. 
What was it? 


43 


Herder 


You have led a life on the borders 

of civilization, tending to flocks and 
herds of beasts the rest of society has 
come to rely on. 


31 Falconer 


You have trained many birds over the 
course of your life. You feel a kinship 
with the majestic falcon that human 
relationships cannot match. 


44 


Heretic 


You speak heresy, as far as the local 
priests are concerned. What you 
see as the truth, these others see as 
dangerous blasphemy. What do you 
preach? 


32 Farmer 


You and your people have worked 
the land for generations. Be you 
freeman or serf, there is a sense of 
community between you and others 
of your trade. 


45 


Hermit 


You live alone, out of the way, where 
nobody will bother you. Why did you 
abandon your community? Perhaps 
the community abandoned you? 


33 Fisherman 


You catch fish for a living. You’ve 
hauled many things up from the deep, 
both big and small. You love tall 
tales, especially about the one that 
got away. 


46 


Hero 


You strive to stand up for justice in 
a world of chaos. You see the evil 
misdeeds of others and act to set 
them right. Is this heroism genuine? 
How do you discern right from 
wrong? 


34 Fool 


You are a jester in the court of a local 
Lord. Are you a genuine imbecile, or 
more of a comedian? Does it matter? 
Either way, you’d better make the 
Lord laugh. 


47 


Historian 


You dive deep into the past for 
answers about the future. You have 
studied ancient scrolls and tablets 
for many years and have amassed a 
considerable amount of knowledge. 
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Hound Master 


You keep the lord's dogs, or perhaps 
you keep your own. You work with 
them constantly and they see you as 
their leader. Do you love the beasts, 
or see them simply as part of the 
job? 
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Hunter 


You stalk the wilds for game you can 
take down quickly. You are soft- 
footed and patient. 


50 


Imp Bottler 


You are a practitioner of the esoteric 
art of collecting and capturing imps 
in magical bottles. Is it cruel? Is it 
possible to be cruel to demons? What 
do you do with them? 


64 


Merchant 


Money is the great motivator. You 
transport and sell goods of a wide 
variety to a wide assortment of 
customers for profit. 


65 


Miner 


You have toiled in the Earth for many 
years. You have seen great horrors 
and great wealth in the vast dark. 


51 


Jeweler 


You have a love for glittery things. 
Gold, silver, brass, and electrum are 
your medium, and you accentuate 
your craft with gleaming jewels. Do 
you sell your works? If so, to whom? 


66 


Minstrel 


You are a lover of music and a 
performer at heart. You compose 
your own tunes and share them with 
others. 


52 


Laborer 


You toil on behalf of another, and 
your stout muscles make the dreams 
of big men come true. Is this work 
fulfilling? Do you dream of more? 


67 


Monstrous 


You are aberrant, ugly, and brutish. 
You have the aspect of a hideous 
monster, be it in size, shape, or 
appearance. 


53 


Lawman 


You are the law in your local 
community. You enforce order, be it 
through cunning or brute strength. Do 
you abuse your power? 


54 


Life of Luxury 


You have been pampered all your 
life. Never have you needed to lift 
a finger for yourself, and thus your 
sense of reality has been warped. 
How has this affected you? 


68 


Page 


You are the noble assistant of a local 
official. While you were born into 
minor nobility, your pagedom offers 
you insight into high society. Whom 
do you serve? Are you on good terms 
with them? 


69 


Peasant 


You are a commoner. A peasant. 
Nothing more. Do you crave 
something greater? This is all you 
have ever known... 


55 


Life within the 
Walls 


You have never left the comforting 
walls of your city. You have heard 
whispers of the things beyond. Do 
they entice you, or horrify you? 


56 


Lost 


You have traveled far from home (or 
perhaps not very far at all) and are 
completely lost. You have no idea 
how to get back. 


70 


Philosopher—Poet 


You are one of the great minds of 
your age. You use analogy and fiction 
to convey your great meditations on 
the human condition, and the state of 
the world around you. 


57 


Lotus Eater 


You are one who has addled their 
mind and clouded their vision by 
imbibing the potent petals of the 
yellow lotus. You are now dependent 
on the high. 


71 


Pit Fighter 


You have fought tooth and nail in the 
fighting pits of the savage frontier. 
Your kind fight to the death, and as a 
result, you are undefeated. 


58 


Madman 


You are hopelessly insane—or so 
they say. 


72 


Priest 


You are (or were) a member of the 
faith, preaching the word of the 
Divine to the desperate masses. Are 
you a true believer? Are you still a 
practicing priest? 


59 


Mason 


You work with stone, cutting it to 
shape. Your blocks may have been 
used to pave a road, or perhaps they 
were used in the construction of a 
great temple or monument. 


73 


Primitive 


You hail from the remotest corners 

of the Earth, and your people have 
been untouched by time. You are as 
the earliest primate man was—stark, 
savage, and afraid. 


60 


Master Artist 


You are a master of your chosen 
medium. Your skill has either won you 
recognition and acclaim, or nothing at 
all, and you starve for your art. 


74 


Princeling 


You are a lesser noble, whose 
holdings are as minor as they come. 
Are you content with your title and 
plot of poor land, or do you chafe 
against them? 


61 


Master of the 
Dungeon 


You are a torturer, tasked with the 
oversight of the dungeon beneath 
the local castle. Your sadism is tested 
regularly. 


75 


Prized Slave 


You are the crown jewel of a slaver's 
stock. You are desired by others, 
either for your skills, your power, or 
your appearance and breeding. 


62 


Mendicant 


You are a lowly beggar. Lament your 
status. 


63 


Mercenary for 
Hire 


You sell your sword arm to the 
highest bidder. You may be part of 
a company, or a solo combatant, but 
regardless, you kill for coin. 


76 


Raider 


You have sacked cities, participated 
in the butchery of merchants, and 
looted palaces while decked in silk 
and steel. 


77 


Reaver 


You have sailed the coasts, sinking 
trading vessels, raiding coastal 
temples, and terrorizing nearby 
villages. 
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78 Rebel You have fought against a tyrannical 92 Touched by Evil You bear the mark of the Demons of 
leader, hoping to reorganize the the Underworld. Wickedness and evil 
system around you into one that permeate your being. Why? Do you 
benefits yourself and others. welcome or lament this fact? 

79 Sage You are seen as a wise voice of 93 Unrequited Love | You are unfulfilled in your romantic 
reason by your peers and community. pursuits. For one reason or another, it 
Your knowledge of various lores is as was not meant to be. 
deep as it is broad. 94 Vat-Grown You are an artificial being, grown 

80 Sailor You are an honest seaman that makes in a vat by a sick individual. For 
a living upon the deck of a rolling what reason were you grown? Who 
ship. You can curse and drink with the created you? Do you even know? 

SeSi OL 95 Vile Betrayer You are called kin-slayer, for you 

81 Savage Child You grew up outside of any society, have betrayed the trust of your allies. 
fending for yourself among the By your actions, cataclysm befell 
beasts of the wild. You are in every them. Why did you do it? 
essence a savage being. 96 Wanted Man You are on the lam, ever watchful of 

82 Scribe You are a literate, educated the long arm of the law. What did 
individual who has taken to the trade you do to have a bounty placed on 
of scribing, transcribing, illuminating, your head? 
emel euch) werdine wiin bees 97 Wolf Among You are cut from a different cloth 

83 Slaver You are the one responsible for Dogs than your fellows. You are a 
the slavery abundant around you. throwback to a more primal time, and 
You ride abroad and capture your kin fear you for it. 

RA irate selling them 98 Wounded You suffered an accident that left you 
nto servituge Tens Net crippled or deformed. What befell 

84 Soldier You have served in one of the great you? 
wen te ee T m E 99 Wronged You were horribly wronged by 
ese ane eae even ef another. Now your actions are fueled 
veg tele ine ta S youirecenty by a fiery desire for vengeance. 
returned to civilian life. 

85 Sole Survi Y. h i 7 F 100 Extra Roll Your life has been very eventful. Not 

Re SREIRE aie Maui me A, TAR i 3 counting this roll, you can roll three 
orriuceyent: at was Mis-events times to determine your background. 
For what reason and by what means 
did you manage to survive? 

86 Soothsayer You claim to see the future. Is this 
true? Most are dubious. 

87 Storm Bringer You are seen as a bad luck charm, ames 
for wherever you go, doom seems 
to follow close behind. Is this just 
bad fortune, or are you marked by Names in sword & sorcery media are important, as they can tell 
cosmic doom to bring turbulent times : i ; : 
wherever you go? us a lot abouta character by how it sounds, including any titles 

88 Tax Collector You are a participant of the that might be attached to it. Really, you can name your character 

rofession most hated by the masses. : : ate 
p ' an whatever you like (so long as it would fit into the world/story 
You serve to collect coins due to the 
local lords, or else arrest violators of being presented). Popular options are variations of historical or 
the tax. : : en 
mythological names tied to specific cultures. 

89 Theologian You are a great thinker of religious 
circles. Often do you meditate on the 
intentions of the Gods, and how it Remember that titles and nicknames can be a useful tool in creating 
relates to the world around you. : a : k 

- - an evocative and descriptive name. You can infer from his name 

90 Timberman You work the laborious work of a 
timberman. It is backbreaking and that Kossh the Spear-slayer is a warrior who has killed by means of 
soul-crushing work, but it pays well oa 
enough: a spear (presumably his favored weapon). 

91 Tomb Raider You are a thief of a more cunning 
(or foolish) variety. You plunder the Ifyou struggle with coming up with a convincing name (as many 
ancient tombs and dungeons of the $ 
Earth, hoping to filch primordial often do), fret not. There are many resources out there which you 
treasures from the dusty gloom. can use for research, or to even randomly generate a name based on 


specific themes, genres, and cultures. 


Elquipment 


The equipmentyou begin play with is purchased with your 
starting gold. Starting gold is determined by your class and 


level. 

e Fighter, Ranger 30-240 gp (3d8x10) 
e — Rogue, Assassin 30-120 gp (3d4x10) 
e Barbarian 20-120 gp (2d6x10) 

e — Sorcerer 10-100 gp (1d1oxto) 


e Knight 60-240 gp (6d4x10) 


e — For second level characters, add 500 gp to the value rolled. 


Add r000 gp for each level above second. 


Coins are minted out of various metals, the most common of 
which are copper, silver, and gold. As a general abstraction, 
the relative buying power and exchange rate of these coins 


compared to one another is represented below. 
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Coin Exchange Rate 


| 1 gold | 10 silver | 100 copper | 
| 1/10 gold | 1 silver | 10 copper | 
| 1/100 gold | 1/10 silver | 1 copper | 


Additionally, Game Masters may permit characters to begin 
play with the Starter Kit, which greatly simplifies the equipment 
buying process during character creation. This is in addition 

to anything they purchase with their randomly rolled gold, and 


serves to ensure that they start play with the bare essentials. 


The Starter Kit consists of a backpack or satchel large enough 
to carry 50 lbs. of goods. Strapped to the outside of the bag is a 


length of 50 ft of hempen rope. 


Inside the bag is 4 torches, an empty sack, a candle, a 
blanket, a bedroll, a full wineskin, 7 days of rations, 3 small 
leather pouches, a hammer and rdro pitons, and a piece of 
chalk. Additionally, players can select any two items from the 


equipment tables whose combined worth is less than 10 gp. 
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Weapons 


Weapons are divided into melee weapons and ranged 


weapons. They are subdivided into simple and martial weapons, 
based on their difficulty to use. Anyone can use a simple weapon, 
while martial weapons require specialized training afforded by 
acharacter class. Some weapons also have special properties, 


which will be detailed below. 


Weapon Name Cost Damage Weight Properties 
Simple Melee Weapons 
Brass knuckles 1 gp 1d3 Bludgeoning 1 Ib. Light 
Cestus l gp 1d2+1 Piercing - Light 
Club 1 sp 1d4 Bludgeoning ?) (\oy, Light 
Dagger 2 gp 1d4 Piercing 1 Ib. Finesse, light, thrown (range 20/60) 
Greatclub 2 sp 1d8 Bludgeoning 10 Ib Two-handed 
Hand axe 5 gp 1d6 Slashing 2 |b. Light, thrown (range 20/60) 
Javelin 5 sp 1d6 Piercing 2 |b. Thrown (range 30/120) 
Knife 3 sp 1d2 Slashing 1 Ib. Finesse, light, thrown (range 20/60) 
Light hammer 2 gp 1d4 Bludgeoning 2 |b. Light, thrown (range 20/60) 
Mace 5 gp 1d6 Bludgeoning 8 Ib. - 
Quarterstaff 2 sp 1d6 Bludgeoning 4 |b. Versatile (1d8) 
Sickle 1 gp 1d4 Slashing 2 |b. Light 
Spear 1 gp 1d6 Piercing 3 Ib. Thrown (range20/60), versatile (1d8) 
Simple Ranged Weapons 
Crossbow, light 35 gp 1d8 Piercing 5 |b. Ammunition (range 80/320), loading, two-handed 
Dart 5 cp 1d4 Piercing 1/4 |b. Finesse, thrown (range 20/60) 
Shortbow 30 gp 1d6 Piercing 2 |b. Ammunition (range 80/320), two-handed 
Sling 1 sp 1d4 Bludgeoning - Ammunition (range 30/120) 
Martial Melee Weapons 
Axe, bearded 35 gp 3d4 Slashing 7 |b. Two-handed 
Bastard sword 25 gp 1d10 Slashing 4 |b. Versatile (1d 12) 
Battleaxe 10 gp 1d8 Slashing 4 |b. Versatile (1d 10) 
Broadsword 12 gp 2d4 Slashing 4 |b. - 
Cat-O-Nine-Tails 9 gp 1d3 Slashing 1 Ib. Finesse 
Flail, heavy 15 gp 1d10 Bludgeoning 8 Ib. Two-handed 
Flail, light 8 gp 1d8 Bludgeoning S le - 
Flamberge 75 gp 2d4+2 Slashing 4 |b. - 
Glaive 20 gp 1d10 Slashing 6 lb. Reach, two-handed 
Greataxe 27 gp 1d12 Slashing 7 Ib. Two-handed 
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Great scimitar 55 gp 2d6 Slashing 6 lb. Two-handed 
Greatsword 50 gp 2d6 Slashing 6 |b. Two-handed 
Godentag 15 gp 1d6+3 Slashing 7 Ib. 
Halberd 20 gp 1d10 Slashing 6 |b. Reach, two-handed 
Katar 3 gp 1d4+1 Piercing 1 Ib. Finesse, light 
Lance 20 gp 1d12 Piercing 6 |b. Reach, special 
Longsword 15 gp 1d8 Slashing 3 Ib. Versatile (1d 10) 
Mancatcher 45 gp 1d4 Piercing 6 lb. Reach, special, two-handed 
Morningstar 8 gp 2d4 Piercing 4 Ib. - 
Pike 5 gp 1d10 Piercing 18 Ib. Reach, two-handed 
Rapier 20 gp 1d8 Piercing 2 |b. Finesse 
Scimitar 15 gp 1d6 Slashing 3 Ib. Finesse, light 
Shortsword 10 gp 1d6 Slashing 2 |b. Finesse, light 
Trident 10 gp 1d6 Piercing 4 |b. Thrown (range 20/60), versatile (1d8) 
Tulwar 8 gp 1d6 Slashing 2 |b. - 
War pick 5 gp 1d8 Piercing 3 Ib. - 
Warhammer 6 gp 1d8 Bludgeoning 3 Ib. Versatile (1d 10) 
Whip 1 gp 1d4 Slashing 3 |b. Finesse, reach 
Martial Ranged Weapons 
Blowgun 1 gp 1 Piercing 1 Ib. Ammunition (range 25/100), loading 
Bolas 5 gp 1d4 Bludgeoning 2 |b. Special, thrown (range 25/100) 
Crossbow, hand 100 gp 1d6 Piercing 3 Ib. Ammunition (range 30/120), light, loading 
Crossbow, heavy 50 gp 1d10 Piercing 18 Ib Ammunition (range 100/400), loading, two-handed 
Longbow 50 gp 1d8 Piercing 2 |b. Ammunition (range 150/600), two-handed 
Net 1 gp - 3 |b. Special, thrown (range 5/15) 
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Weapon Properties 


Ammunition: For this weapon to deal damage on a ranged 
attack, you must have compatible ammunition which the 
weapon can fire. For bows, this indicates arrows, while for 
crossbows, this refers to bolts. Blowguns require feathered 
blow darts. In the case of slings, anything from handcrafted 


bullets of iron or lead to round, smooth pebbles will work fine. 


Finesse: When attacking with a finesse weapon, you can elect 
to use either your Strength or Dexterity modifier for to hit and 
damage bonuses, though you must use the same ability on both 


to hit and damage rolls. 


Light: A light weapon is small and easy 
to handle, making it an appropriate choice 


for dual-wielding. 


Loading: Because of the time required 
to load the projectile for this weapon, you 
can only attack with it once per turn, no 
matter how many attacks you might be 


able to make in that turn. 


Range: This indicates how far a 
projectile can be fired from a ranged 


weapon. The first number listed under 


properties indicates normal range. The 
second number indicates the maximum range. Any attacks 
made at distances between these two values are considered 


long-range and are made at disadvantage. 


Reach: This weapon is longer than most and can attack targets 


5 ft out of normal melee range. 


Special: A weapon with a special property has unusual rules 


governing its use, explained as follows: 


Bolas: A creature of Large size or smaller hit by a bolas has their legs 
bound until freed. A bolas has no effect on formless creatures, or against 
creatures greater than Large size. A creature can use its action to make 
a CL 13 Intelligence check to untangle itself or another creature on a 
success. This takes 1d4 rounds to do, however. Dealing to slashing 
damage to the bola (AC 12) also frees the creature without harming it. 
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Lance: You have disadvantage when you use a lance to attack a target 
within 5 ft of you. Also, a lance requires two hands to wield when you 
aren't mounted. 


Mancatcher: This weapon can be used in melee as normal or can be used 
to trap a Medium sized or small opponent. In the latter case, the wielder 
must decide beforehand to use it as such and must strike an armor class 12 
or better plus the opponent’s level or hit dice. A successful hit indicates 
the opponent is trapped and cannot move unless a successful Dexterity 
check is made. In the latter case, whether successful or not, the opponent 
receives 1 4 points of damage. 


Net: A creature of Large size or smaller hit by a net is entangled until freed. 
Anet has no effect on formless creatures, or against creatures greater 

than Large size. A creature can usc its action to make a CL 13 Intelligence 
check to untangle itself or another creature on a success. This takes 1d4 
rounds to do, however. Dealing 10 slashing damage to the net (AC 12) also 
frees the creature without harming it. 


Thrown: Ifa weapon has the thrown 
property, it can be hurled to make a 
ranged attack. The first number listed 
under properties indicates normal 
range. The second number indicates 
the maximum range. Any attacks made 
at distances between these two values 
are considered long-range and are 


made at disadvantage. 


Two-Handed: This 
weapon requires 
two hands to wield 


effectively and use. 


Versatile: This 
weapon can be used 

in either one or two 
hands. The damage 
listed in the Damage 
column refers to the 
one-handed damage, 
while the damage listed 
in parenthesis under 
Properties refers to the 


two-handed damage. 
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Armor is divided into four categories by weight and function. 


Those categories are light armor, medium armor, heavy armor, 


and shields. The table below provides information on AC 


bonuses, weight, cost, any Strength requirements to wear the 


gear, and any penalties associated with wearing the equipment. 


eae AC Strength Stealth Weight 
Required Penalty 

Light Armor 
Padded 5 gp 11 + Dex modifier - Disadvantage 10 Ib. 
Leather 10 gp 11 + Dex modifier - - 15 Ib. 
Studded leather 25 gp 12 + Dex modifier - - 20 Ib. 
Brigandine 85 gp 13 + Dex modifier - Disadvantage 25 Ib. 

Medium Armor 
Hide 20 gp 12 + Dex modifier (max 2) - - 25 lb. 
Chain shirt 50 gp 13 + Dex modifier (max 2) - - 25 Ib. 
Scale mail 50 gp 14 + Dex modifier (max 2) - Disadvantage 30 Ib. 
Breastplate, bronze 95 gp 14 + Dex modifier (max 2) - - 20 Ib. 
Half plate 750 gp 15 + Dex modifier (max 2) - Disadvantage AO lb. 
Laminar plate 1,000 gp | 15 + Dex modifier (max 2) - - 25 Ib. 

Heavy Armor 
Ring mail 30 gp 14 - Disadvantage AO Ib. 
Banded mail 250 gp 15 - Disadvantage AO lb. 
Chain mail hauberk 150 gp 16 Sir 1S} Disadvantage 356; 
Breastplate, steel 300 gp 16 Str 15 - 30 Ib. 
Full chain suit 200 gp 174 Str 14 Disadvantage 45 lb. 
Splint 500 gp 17 Str 15 - 45 lb. 
Full Plate 1,500 gp 18 Str 15 Disadvantage 50 Ib. 
Lamellan Plate 2,000 gp 18 Str 15 - 60 Ib. 

Shields 
Buckler 2 gp INE ar 1 - - 2 |b. 
Shield, small steel 9 gp AC + 1* - - 5 |b. 
Shield, small wooden 3 gp ACHI - - 3 Ib. 
Shield, medium steel 15 gp AC + 1** - - 10 Ib. 
Shield, medium wooden 5 gp ING ae i - - 6 lb. 
Shield, large steel 20 gp AC + 2*** - - 15 Ib. 
Shield, large wooden 7 gp INC ds Deets - - 10 Ib. 
Pavis 55 gp AC + 4**#* Str 15 - 90 Ib. 


* AC bonus is applicable against 1 foe per round. *** AC bonus is applicable against 3 foes per round. 
** AC bonus is applicable against 2 foes per round. ****Made to be rested on the ground and fired over like a mobile wall. 
AC bonus is applicable against ALL foes in front of the shield. 
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Adventuring Gear Flute a Tab. 
What follows is a list of useful items that are commonly found in Gong 18 gp 3 Ibs. 
the possession of adventuring types. Geroin ecl: 2 gp 4 Ibs. 
Hammer 1 gp 3 Ibs. 
Item Cost Weight Hammer, sledge 2 gp 10 Ibs 
Abacus 2 gp 2 Ibs. Harp 35 gp 4 Ibs. 
Acid (vial) 25 gp 1 Ib. Holy idol, gold 50 gp 4 Ibs. 
Ammunition Holy symbol, silver 25 gp 1 lb. 
Arrows (20) 1 gp 1 Ib. Holy symbol, wooden 1 gp Vp |b. 
Blowgun needles (50) 1 gp 1 Ib. Horn 5 gp 3 Ibs. 
Crossbow bolts (20) 1 gp Maie Hourglass 25 gp 1 lb. 
Sling bullets (20) 4 cp 1% Ibs. Hunting trap 5 gp 25 Ibs 
Amulet 5 9p 1 Ib. Ink (1-ounce bottle) 10 gp = 
Backpack 2 gp 5 Ibs. kipen 2 cp ; 
Ball bearing (bag of 1,000) 1 gp 2 Ibs. Jug on pitcher 2 cp 4 Ibs. 
Barrel 2 gp 70 Ibs. Ladder (10 ft) 1 sp 25 Ibs. 
Basket 4 sp 2 Ibs. Lenna 5 sp 1 Ib. 
Bedroll 1 gp 7 Ibs. Lantern, bullseye 10 gp 2 Ibs. 
Bell 1 gp A Lantern, hooded 5 gp 2 Ibs. 
Blanket 5 sp 3 Ibs. Lock 10 gp 1 Ib. 
Block and tackle 1 gp 5 Ibs. Lock, masterwork 100 gp 2 Ibs. 
Book 50 gp 5 Ibs. Magnifying glass 100 gp s 
Bottle, glass 2 gp 2 Ibs. Menecles 2 gp ó Ibs. 
Bucket bo 5 lbs. Mandolin 10 gp 4 Ibs. 
Caltrops (bag of 20) 1 gp 2 Ibs. Miren, siea 5 gp 2 |b. 
Candle 1 cp z Oil (flask) 1 sp 1 Ib. 
Case, crossbow bolt 1 gp 1 Ib. Penpiipes 11 gp 1 Ib. 
Case, map or scroll 1 gp 1 Ib. Paper (one sheet) 2 sp 7 
Chain (10 ft) 5 gp 10 lbs Parchment (one sheet) lsp = 
Chalk (1 piece) 1 cp i Perfume (vial) 5 gp - 
Chest 5 gp 25 Ibs Pick, miner's 2 gp 10 Ibs 
Clothes, common 5 sp 3 Ibs. Piton 5cp 1/4 Ib. 
Clothes, costume 5 gp Albe Poison, basic (vial) 100 gp : 
Clothes, fine 15 gp 6 lbs. Pole (10 ft) 5 cp 7 Ibs. 
Clothes, traveler’s 2 gp 4 Ibs. Pot, iron 2 gp 10 Ibs 
Crowbar 2gp 5 Ibs. Pouch 5 sp 1 Ib. 
Drum 9 gp 8 lb. Quiver 1 gp 1 lb. 
Emblem 5 gp - Ram, portable 4 gp 35 Ibs 
Fife 2gp ME Rations (1 day) 5 sp 2 Ibs. 
File, metal 1 gp Yo Ib Reliquary 5 gp 2 Ibs. 
Fishing tackle 1 gp 4 Ibs. Robes 1 gp Albs 
Flask or tankard 2 ep 1 Ib. Rope, hempen (50 ft) 1 gp 10 Ibs 
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Rope, silk (50 ft) 10 gp 5 Ibs. Saddle, Pack 5 gp 15 Ibs. 

Sack 1 cp Yo |b. Saddle, Riding 10 gp 25 Ibs. 

Scale, merchant’s 5 gp 3 Ibs. Saddlebags 4 gp 8 Ibs. 

Skull, human 7 gp 2v2 Ibs. Saddle Blanket 3 sp 4 Ibs. 

Sealing wax 5 sp - Sled 20 gp 300 Ibs. 

Shovel 2 gp 5 Ibs. Stabling (per day) 5 sp - 

Signal whistle 5 cp - Wagon 35 gp 400 Ibs. 

Signet ring 5 gp - Yoke, Horse 5 gp 15 lbs. 

Soap 2 cp - Yoke, Ox 3 gp 20 Ibs. 

Spellbook (blank) 50 gp 3 Ibs. 

Spikes, iron (10) Il gp 5 Ibs. 

Spyglass 1,000 gp 1 Ib. 

Tent, two-person 2 gp 20 Ibs. 

Tinderbox 5 sp 1 Ib. 

Thieves’ tools 30 gp 1 Ib. 

Torch l cp 1 Ib. 

Vial 1 gp - 

Waterclock 1,000 gp 200 Ibs. 

Weapon-black (vial) 3 gp - A 

Whetstone 1 cp 1 Ib. 2 A HAW foe A = 
NBM Bal SAE A — 

Wineskin 2 sp 5 Ibs. (full) 

Zither 40 gp 5 Ibs. 


Waterborne Vehicles 


Other Expenses Vehicle Cost Speed 

Galley 30,000 gp 4 mph 

Keelboat 3,000 gp 1 mph 
What follows is a breakdown of the cost of travel, a wide variety Üngship 10,000 gp 3 mph 
of animals that can be purchased, the cost of myriad trade Rowboat 50 gp 1% mph 
goods, and the cost of services provided by various NPCs in Sailing Ship 10,000 gp 2 mph 
the game. Warship 25,000 gp 22 mph 


Tack, Barness & Drawn Vehicles 


Item Cost Weight 
Barding x4 x2 
Bit and bridle 2 gp 1 Ib. 
Carriage 100 gp 600 lbs. 
Cart 15 gp 200 Ibs. 
Chariot 250 gp 100 Ibs. 
Animal Feed (per day) 5 cp 10 Ibs. 
Saddle, Exotic 60 gp AO Ibs. 
Saddle, Military 20 gp 30 Ibs. 
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Beasts 


Grade Goods 
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2,000 gp per mission 


Animal Cost Speed Capac- Cost Goods 
ity 1 cp 1 Ib. of wheat 
Apeman 1,000 gp 30 ft 225 Ibs. 2 cp 1 Ib. of flour or one chicken 
(climb 30 ft) 
5 1 Ib. of salt 

Boar 10 gp - - cp aii 
Bull 20 gp - - 1 sp 1 Ib. or iron or 1 sq. yd. of canvas 
Calf 30 - 7 5 sp 1 Ib. of copper or 1 sq. yd. of cotton cloth 
Camel 50 gp 50 ft 480 Ibs. 1 gp 1 Ib. of ginger or one goat 
Capon 3 cp F - 2 gp 1 Ib. of cinnamon or pepper, or one sheep 
Cat 1 sp 2 2 3 gp 1 Ib. of cloves or one pig 
Chicken 2 cp - = 5 gp 1 sq. yd. of linen 
Cow 10 gp - - 10 gp 1 sq. yd. of silk or one cow 
Dog, Guard 25 gp 40 ft - 15 gp 1 Ib. of saffron or one ox 
Dog, Hunting 17 gp 50 ft - 50 gp 1 gold ingot 
Dog, War 20 gp 30 ft 195 Ibs. 
Donkey, mule, or ass 8 gp 40 ft 420 Ibs. Slaves 
Elephant, Labor 200 gp 40 ft 1,320 Ibs. 
Elephant, War 2,000 gp 40 ft 1,500 Ibs. 
Falcon (trained) 1,000 gp 10 ft - | Type Cost | 

(60 ft fly) | Unskilled Slave Soap | 
Goat 1 gp “ : | Skilled Slave 500 gp | 
Goose SCP - - | Exotic or ‘Prized’ Slave 1000 gp | 
Guinea hen 2 cp - - 
Horse, Draft 200 gp AO ft 540 lbs. NOTE: Slavery is rife in the world of Swords & Chaos. It is dictated along 
Horse, Heavy war 400 gp 50 ft 600 lbs. socioeconomic and political lines, rather than racial or ethnic ones, as is 

the case in the history of our own world’s western hemisphere. Most slaves 
Horse, Light war 150 gp 60 ft 540 Ibs. are captured combatants on the losing side ofa military conflict. Others 
Horse, Medium war 200 gp 60 ft 500 Ibs. are citizens or unlanded individuals in significant debt. Others still elect to 
Horse, Riding 75 ep 60 ft 480 Ibs. enter the slave caste as a means of survival in a cruel world. Ifyou find that 
: : the inclusion of slavery in your game is entirely morally repugnant, or if it 
Hunting cat (jaguar, etc.) | 5,000 gp (4 on ~ b) E will disturb the players of your game, then you are encouraged to expunge 
asl its presence from the game entirely. 
Lizard, Riding 800 gp AO ft 480 lbs. 
Ox 15 gp AO ft 1000 Ibs. DPE Services 
Partridge 5 cp - - 
Peacock 5 sp - - 
Pig 3g 7 7 Service Pay 
Pigeon lep 10 ft (50 fly) - Coach cab 
Pigeon, Homing 100 gp | 10 ft (50 fly) - Between towns 3 cp per mile 
Pony 30 gp 40 ft 225 Ibs. Within a city 1 cp 
Pterosaur, Riding 10,000 10 ft 300 Ibs. Hireling 
gP (O a) Adventuring 2-5* gp per day, depending on 
Ram 4 gp - - Combatant danger 
Sheep 2gp p z (Man-at-Arms, etc.) 
Songbird 10 sp _ - Adventuring 1* gp per day 
Non-Combatant 

Swan 5 sp 5 z (Torchbearer, etc.) 
Tiger 800 gp 40 ft - Assassin 


Blacksmith 


10 gp per project 


Guide (Wilderness) 


5 sp per mile 


Messenger 2 cp per mile 

Unskilled 2 sp per day 
Escort 

Common 2 sp per hour 

Courtesan 15 gp per hour 
Road or gate toll 1 cp 


Ship's passage 1 sp per mile 


50 gp plus cost of components 
per level of spell complexity 


Sorcerer's spell 


* All adventuring hirelings are also entitled to a fair portion of any treasure 
acquired during an adventure. 


Encumbrance 


This section will be simple—starkly so. While weight is listed 

in the equipment section, very rarely do the types of tales this 
game is concerned with telling concern themselves with weight 
and carrying capacity and how that influences movement over 
time. In general, expect that a human can carry a weight in 

Ibs. equal to their Strength score multiplied by 15. This is an 
incredibly generous estimation, and one that allows so 


Go 


that only the most egregious of hoarders will run into W \ 
y gregi JIN 


any issue. If a character exceeds this weight limit, they I E 
p) > 


will find they become exhausted quickly, and move at 

half their normal rate. Attacks made against them also 

gain a +2 bonus, as they are so weighed down with f 
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Lifestyle Price/Day 
Wretched - 
Squalid 1 sp 
Poor 2 sp 
Modest 1 gp 
Comfortable 2 gp 
Wealthy Agp 
r 10 gp minimum 
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things that they become slow, sluggish, and easy to hit. It is also 
important to keep in mind the logic of where an item is being 
stowed and carried. Ifa player cannot accurately articulate how 
they are storing or carrying an item, in reality, they probably 


cannot take it with them. 


Lifestyles 


In lieu of writing out exacting costs for such expenses as for 
anight’s stay at an inn, a haunch of beef, or—heaven forbid 
it—taxes, we have elected to use a Lifestyle Expense system 
that is fairly self-explanatory. Each tier of lifestyle represents 
different levels of frugality or affluence. [fa man wishes to live 
like a king, then he will pay like a king. If he wishes to pay like 
a pauper, then he will live like a pauper. In general, the cost 
associated should be taken out per the Game Master, daily, to 


maintain whatever lifestyle the PC chooses to enjoy. 
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Combat 


During combat, each player and the enemies take turns 
performing actions and doing battle. The order in which players 


take turns will be explained by the Game Master. 


Armor Class 


Armor class, or AC, represents a defender’s ability to avoid 
damage. Ít is an abstraction of the armor they wear, their 
stamina, their capacity to shrug offa minor blow, and their 
physical quickness and reflexes. In combat, it is always assumed 
that a defender is actively parrying, ducking, and trying to avoid 
being struck, hence why Dexterity is already rolled into the 
total value. A defender’s AC can be increased by situational 
factors, much in the same way that an attacker’s attack can be 
modified by situational factors. Your Game Master will have 
more information on this matter and will inform you of any 


modifiers, should they come up. 
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Half Cover: When half the defender’s body is blocked or 


obscured by a solid obstruction, they are considered half- 


covered, and gain a +2 to their AC and Dexterity saving throws. 
Such obstacles might be a low wall, a large piece of furniture, a 


narrow tree trunk, or another creature, friendly or otherwise. 


Three-Quarters Cover: When three-quarters of the 
defender’s body has cover, they gain a +5 bonus to AC and 
Dexterity saving throws. Appropriate obstacles might include a 


closed portcullis, an arrow slit, or the trunk of a mighty tree. 


Total Cover: When the defender is completely concealed by 
an obstacle, they cannot be targeted directly by an attack or a 
spell, although some spells can reach such a target by nature of 


their area of effect. 


Combat Actions 


On their turn, a player can choose one of the following actions, 
in addition to movement, which the character can do freely 


throughout their turn up to the maximum movement of 30 ft. 


Attack: The combatant makes an attack roll with either a 
melee or ranged weapon or an unarmed attack. An attack is 
performed in much the same way an attribute check or saving 
throw is performed. A d20 is rolled and the base to hit (or 

hit dice) of the attacker is added, in addition to any relevant 
modifiers awarded by high attribute scores. In the case of 
finesse weapons and ranged weapons, the dexterity modifier is 
added, while in the case ofall other melee weapons, including 
unarmed attacks, the Strength modifier is added. Compare 

the resulting role to the opponent's AC. Ifthe roll is equal 

to or higher than the armor class of the opponent, the attack 

is successful, and damage is rolled (per the weapon and any 
potential bonuses conferred by attribute score or class). This 
value is then subtracted from the opponent's Hit Points. Once a 
combatant reaches o Hit Points, they are too exhausted to carry 


on, and are slain. 


Casta Spell: The combatant attempts to cast a spell. The 
length of time it takes to complete the casting is listed in the 
details of the spell in question. Typically, a spell will demand a 


saving throw be made to avoid the effects ofits power. 


Attribute Check: Attribute checks can be attempted during 


combat but use an action to do so. 


Use an Ability: The combatant may perform one ability 


(usually tied to their class, in the case of player characters). 


Use an Item: The combatant may use an item carried on their 


person if it has a special ability or effect that might be useful. 


In addition to these actions, a combatant can freely interact with 
up to two objects without costing themselves an action and can 
speak freely at any time. This could be useful in opening a door, 


drawing a sword, and calling to allies for help. 


Unarmed Combat 


Unarmed combat is similar to armed combat, only the attacker 
is not using a melee or ranged weapon, but natural weapons, 
such as claws, hands, fangs, or even the whole body. Many 
monsters employ unarmed melee attacks, as can characters who 


wish to exchange kicks and punches instead of sword blows. 
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Attacks are made as normal, with the aim of exceeding the 
target’s armor class to cause damage. For humans, consult the 


section on pummeling to determine the harm caused. 


There are also special unarmed attacks of an entirely different 
nature and effect: grappling, pummeling, overbearing, and 
touch attacks. Each type follows the same basic principle 

but with different modifications to the to hit roll and damage 


inflicted. 


Grappling: Grappling involves grabbing and subduing a 
defender, as with classical wrestling or a snake constricting 
its body around its prey. The attacker rolls a d2o and adds any 
strength modifier and their bonus to hit (BtH). 


The armor class of a defender in a grappling attack is different 
than normal. A defender without Strength as a prime has a 
standard AC of 12. A defender with strength as a prime has a 
standard AC of 18. Armor has little effect on the capacity to 
defend against this type of attack and is not included. The AC 
is modified by the Strength, Dexterity, and size difference 
between the two opponents. Ifan attacker is larger than the 
defender, apply a +2 to AC for every size category larger than 


the defender’s size, and a -2 for every size category smaller. 


Should an attack be successful, the defender is held and 

cannot act except to attempt to break the hold. The defender is 
considered restrained and defenseless. The defender can break 
the hold by making their own successful grappling attack, or by 
making a successful Strength check. 


Pummeling: Much like with boxers or martial artists, 
pummeling involves the use of fists, feet, knees, elbows, or 
other parts of the body to inflict damage on an opponent with 
the intention of knocking them out or otherwise incapacitating 
them. The attacker rolls a d2o to hit, adding any Strength 
modifier plus their BtH, and any other modifier the Game 
Master deems appropriate. If the total equals or exceeds the 
defender’s armor class, the pummeling inflicts 1—2 hit points of 


subdual damage, modified by Strength. 


NOTE: Subdual damage is temporary damage that recovers after 1 hour of 
rest. Ifa creature is brought to o hit points due to subdual damage, they 
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are not slain, but instead rendered unconscious for 1d6 hours minus their 
Constitution modifier. A result of o or less indicates they are incapacitated 
for only dio minutes. 


Overbearing: This type of attack is used to knock an 
opponent down. This is a tactic used in wrestling and other 
types of hand-to-hand combat, as well as when an animal 
charges and knocks someone over. The attacker rolls a d20 
plus their Strength modifier. 


The armor class for overbearing attacks is determined in the 
same fashion as for grappling attacks, using the defender’s 
strength, BtH or hit dice, and size difference as modifiers. 
However, unlike grappling attacks, there is one additional 
modifier. The defender’s BtH also modifies the armor class in 


an overbearing attack. 


Ifa hit is successful, the defender is knocked prone for the 
remainder of that round. An attacker cannot knock over a 
defender two sizes larger than them. In addition, the defender 


takes 1-2 points of subdual damage. 


An attacker attempting to overbear suffers a-2 penalty to armor 
class because they are more exposed than usual. The penalty 


remains to their armor class for the combat round. 


Touch Attack: A touch attack is one in which an attacker 

is simply trying to touch an opponent. This often occurs with 
spells that require a touch to be successful. With a touch attack, 
a standard armor class of 1o is used for all defenders, adjusted 
only by the Dexterity of the defender and special modifiers 
resulting from, for example, magic items or spells. Monsters 
use the base 10 AC, adding their Physical saving throw modifier 
at the GM’s discretion. 


Combat Maneuvers 


Combat maneuvers are predefined, specialized actions that 

can be attempted during a combat round. In general, a combat 
maneuver can be attempted by any character on their turn 
during a combat. Some of the more common combat maneuvers 


and their effects are listed and described below. These rules 
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should be considered optional, as they are not necessary to 
gameplay. They are provided to allow the Game Master and 
players more options in combat and to introduce the concept 
of amending and adding rules to fita group’s style of play. They 
should be introduced slowly and with practice to ensure that 
they meld with the style and tempo of play desired by both the 


players and Game Master. 


Charge: If the combatant runs (at least 30 ft) at an opponent 
prior to making an attack roll with the intent of using gained 
leverage and momentum to inflict greater damage on a 
defender, the following applies. A -4 penalty is applied to their 
AC, as the maneuver is reckless and risky. In exchange, they 


gaina+2 to damage if their attack is successful. 


Dodge: Sacrifice their entire action for a +2 bonus to AC 
against the next three attacks. This bonus ends at the start of 
the combatant’s next turn. During this time, they cannot attack, 
cast spells, move, perform an attribute check, use an ability, or 


use an item. 


Disengage from Combat: The combatant breaks from the 
fight, and out of melee range of opponents. There are two types 


of disengagement. 


Hasty Disengagement involves a sudden break from the fight. 
The combatant can flee at their movement speed away from the 
melee, but in exchange open themself up to a free melee attack 
from a nearby opponent. The fleeing combatant suffers a -2 

penalty to their AC, and free attacks made against them do not 


cost the opponent an action. 


Fighting Disengagement permits a combatant to break 
from melee slowly (at half their movement speed), guarding 
their flanks closely and parrying oncoming attacks. This 
denies opponents the free attack they would get from a hasty 
disengagement and negates the -2 AC penalty. 


Disarm: To disarm an opponent, a combatant would need to 
successfully beat the AC ofan opponent with an attack roll, and 


then expend a point of Luck to disarm their opponent. 


Evade: Similar to Dodging, however all effort is put into 


avoiding a single attack. In exchange for sacrificing their 
action and any other movement or abilities, they are awarded 


a+ 4 bonus to AC as they desperately duck, weave, parry, or 


otherwise work to avoid the next attack that will come their way. 


This bonus ends after an attack is attempted against them, or at 


the beginning of their next turn, whichever comes first. 
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Flank Attack: When attacking 
the left or right flank of an 
opponent, a +1 bonus to hit is 
awarded. The target must already 


be engaged in combat with another. 


Rear Attack: Attacks aimed at 
the back of an enemy are awarded 
a+2 bonus to hit, however this 
bonus does not apply to Rogues 
and Assassins, who already have a 
more optimal bonus due to their 


class training. 


Two-Weapon Fighting: 

A combatant may elect to wield 
and use two weapons during a 
fight. This does not allow them to 
gain two attacks in a turn, as the 
act of swinging a weapon is not 
inherently faster just because you 
have two of them. Instead, this 
allows the combatant to choose 
which weapon they want to use 
on their turn, which potentially 
diversifies damage types and 


damage dice. 


Movement and 
Speed 


All player characters have a 
movement speed of 30 feet per 
combat round. This, however, 
is only tied to combat. Outside of combat, movement is 
more abstract. In general a healthy, fit adult can walk 20-30 
miles in a day, or roughly 3 miles per hour. This assumes 
optimal conditions, of course. Weather, difficult terrain, and 
unexpected stalls will all slow the rate at which a character 


moves through an environment. 
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Sorcery 


Swords & Chaos uses many strange, wondrous, and hideous 
spells to bring the magic of the genre to life. The following is an 
alphabetized list of spells that can be learned by characters of 
the sorcerer class. Select monsters and non-player characters 
can also potentially draw upon these spells. The spells are 
organized by their complexity, with all Elementary spells 
being listed in alphabetical order, followed by Basic spells, 


and soon. 


To help you understand the information in the spells provided, 
a quick breakdown of the format and its terms will precede the 


spells themselves. 
Name: Each spell entry begins with the name of the spell. 


Complexity: Spells are organized by the degree of their 
complexity. Spells can be Elementary, Basic, Minor, Major, 
Advanced, or Master. This corresponds to how much memory is 
required to store and prepare those spells. For sake of ease, the 
memory value is listed in parenthesis as ‘memory X’, where X is 


the amount of memory the spell takes up in the sorcerer’s mind. 


School: There are several archetypal forms of sorcery, called 
schools. The school is listed after the complexity, and while it 
has no in-game ramifications, it can be a useful shorthand for 
understanding the theme, mood, or mechanism of a given spell. 


The schools of sorcery are: 


e Abjuration: The discipline of protection and shielding. 
Abjuration involves wards against evil and alien foes, and 
the protection of oneself or others from harm. 


e Conjuration: The discipline of gates and portals to other 
realities. Conjuration involves the summoning of materials 
and beings from beyond the veil. 


e Divination: The discipline of revealing truths and seeing 
beyond what can normally be seen. Divination involves 
gazing into the future, detecting secrets, and reading 
minds. 
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e Enchantment: The discipline of imbuing objects and 
people with supernatural traits. Enchanters can bestow 


boons and also ensnare minds. 


e — Evocation: The discipline of explosive materialization. 
Evocation involves calling down lightning from the heavens 
or producing flame and sound from nothing. 


e Illusion: The discipline of falsehoods and imagined sights 
and sounds. Illusion involves producing phantom images 
and scenarios that victims believe to be true. 


e Necromancy: The discipline of souls and the dead. 
Necromancy involves the animation of dead tissue, 
communication with ancient spirits, and even casting one’s 
soul out of their body. 


e  Transmutation: The discipline of change and 
transformation. Transmutation involves turning one 
creature or substance into another, or assigning traits to 
things that would not otherwise have them. 


Casting Time: This represents how long it takes for the 
sorcerer to produce the described effect of the spell. Most 
spells have a casting time of 1 action. This means that the spell 
can be cast, and the result of the spell can take effect during the 
same round. Casting times can also be listed in terms of rounds, 


minutes, hours, or potentially even days. 


Ritual: Some spells can be cast as rituals; in which case the 
word ‘ritual’ will be presented in the spell description. Ritual 
spells can be cast WITHOUT having memorized them, thus 
allowing the sorcerer to avoid putting valuable memory into 
the spell’s preparation. In exchange for this benefit, however, 
the spell must be cast in a more elaborate and time-consuming 
manner. To casta spell as a ritual, it will take twice as long as 
the normal casting time, or 15 minutes per level of complexity— 
whichever takes longer. Thus, casting Detect the Unquiet Dead, 
an Elementary sorcery, would take 15 minutes. As another 
example, the casting of Wicked Enslavement of Primordial 
Things would take 2 hours to perform as a ritual, as while it is 
an Advanced sorcery (which would take 75 minutes to cast), its 


normal casting time of 1 hour would be far longer when doubled. 
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Range: This represents how far away from the caster the effect 
of the spell can materialize or take hold, typically measured 


in multiples of feet, though yards are just as readily used. 


` 
a 


SSN 5 


aN 


SN 


Cdl 


S$ 


AAR N È 


‘Self means that the caster is the epicenter or target of the 
spell. “Touch’ means whomever the caster touches will be the 
epicenter or target of the spell. An unlimited range would mean 


that the spell can take effect anywhere in the universe. 


Spell Resistance (SR): This indicates whether a creature’s 
innate spell resistance (SR) is capable of resisting the spell in 
question. Creatures can attempt to resist beneficial spells if they 


so choose. 


Components: These are the actions and elements required 
in the spells casting. ‘V’ is short for Verbal, meaning that magic 
words or phrases must be audibly spoken during the casting. ‘S’ 


is short for Somatic, meaning that gestures and the signing of 


64 SORCERY 


strange arcane glyphs and sigils are required (the caster must 
be able to move freely). ‘M’ is short for Material, meaning that 


some specific object or objects must be present for the casting 
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of the spell. The objects or ingredients in question will be listed 


at the end of the spell description, and sometimes the casting 
of the spell will render such ingredients destroyed, spent, used, 
or otherwise unacceptable for use in future spells. In such 


instances, it will be explicitly stated. 


Duration: This refers to how long the spell persists. 
Instantaneous spells materialize and resolve within the blink of 


an eye, while other spells persist for far longer. 


Concentration: Some spells require active concentration 
to sustain their power. If concentration is broken, such a spell 
ends. Ifa spell must be maintained with concentration, it will 


be listed in its ‘Duration’ entry, in addition to any maximum 
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duration there might be. A caster can end concentration at any e Circle: A 2D plane, whose size is described using either its radius or 


: E : : diameter, usually represented in feet. 
time. Normal activity, such as moving and attacking does not f 


interfere with concentration. The following factors can break e — Sphere: A 3D shape, reminiscent of a circle, but with the radius 
concentration: extending in all directions, usually represented in feet. 


e Hemisphere: A 3D shape, identical to a sphere, though cut in half 
right through its center, whose size is described using either its 
concentration on the first spell. Concentrating on two spells at radius or diameter, usually represented in feet. 


Casting another spell that requires concentration will break 


once is impossible. , . _— . . 
e — Line: A direct, narrow beam perhaps only a few inches wide, which 


extends out to the maximum range. 
Taking damage requires a Constitution saving throw, with 
concentration being broken on a failed save. If the damage e = Arc: A curving beam similar to a line, though it follows along the 


. f curve of a circle. An arc is represented using its diameter in feet. 
the sorcerer suffers exceeds 10 points, they receive a penalty 


on their check of -1 for every 2 points of damage they receive e — Cone: A3D shape, which has a circular base at one end, and a point 
of convergence at the other (which is centered upon the caster). The 


size of a cone is described using its height, which is also equal to its 
diameter, usually represented in feet. 


beyond 10 (rounded up), to a maximum penalty of -10. 


Being knocked out or killed ends 


concentration (obviously). 


Arcane 
Sensation 


Elementary Divination 


The Game Master may decide that certain 


environmental factors may cause a loss of 
concentration, in which case they will call (memory 1, ritual) 
for a Constitution saving throw to see if Casting Time: 1 action 
Range: Self 

SR: None 


Components: VS 


concentration is maintained. 


Description: This section details what 
happens when the spell is cast. Duration: 
Concentration, up to 10 
Automatic Corruption: Some spells are minutes per caster level 
especially heinous and wicked. Thus, when 
they are cast, the sorcerer automatically gains For the duration, you 


a predetermined amount of corruption. The sense the presence of 


exact amount will be explained in the spell magic within 30 ft of 
description. you. The spell reveals 
the strength of the magic 
Area of Effect: Some spells will affect an as cither lingering, faint, 
area, rather than a single target. If that is the case, it will be moderate, strong, or overwhelming, and manifests as an aura 
explained in the spell’s description. Potential areas of effect around any visible creature or object in the area that bears 
include: magic. You also learn the school of magic being detected, as 


well as if the magic is beneficent, ambivalent, or malevolent to 
e Square: A 2D plane, whose length and width are equal, and usually . i 
represented in feet. you. The spell can penetrate barriers, but 1 ft of stone, x inch 


of common metal, a thin sheet of lead, or 3 ft of wood or earth 
e Cube: A 3D shape, reminiscent of a square, though with an added 
dimension of height, all of which are equal, and usually represented 
in feet. 


blocks it. Demons, devils, and elementals are not considered 
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inherently magical, but if they have been conjured, the 


conjuration school of magic will be detected. 


Charm of Revitalization 
and Draining 


Elementary Evocation (memory 1, ritual) 
Casting Time: 1 action 

Range: Touch 

SR: Yes 

Components: VS 


Duration: Instantaneous 


A living creature you touch regains 1d8+2 hit points. This spell 
has no effect on undead or constructs. The reverse of this spell 


deals 1d8+2 points of damage to a target. 


Conjuration of the Slavering Maw 


Elementary Conjuration (memory 1) 
Casting Time: 1 action 

Range: 30 ft 

SR: Yes 

Components: VS 


Duration: Concentration, up to 1 minute 


A dark pair of smoky tendrils snake up out of the earth as a 
jagged, slavering maw, roughly five ft wide, filled with writhing 
tongues and crooked teeth opens beneath the feet of the target, 
moaning dark horrors and gibbering its alien will. So horrific 

is this maw that the tendrils hit automatically, and each deals 

3 points of bludgeoning damage to their victims unless an 
Intelligence save is made. The tendrils and the maw persist for 
the duration, and the victims get a separate saving throw for 


each attack by a tendril. On a successful save, the spell ends. 


Detect the Unquiet Dead 


Elementary Necromancy (memory 1, ritual) 
Casting Time: 1 action 

Range: Self 

SR: None 

Components: VS 


Duration: Concentration, up to 10 minutes per caster level 
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For the duration, you sense the presence of the undead within 
150 ft of you. The spell reveals the direction of the undead, and 
their strength will be revealed as either faint (1 HD or less), 
moderate (2-4 HD), strong (5-10 HD), or overwhelming (11+ 
HD). The spell can penetrate barriers, but 1 ft of stone, 1 inch 
of common metal, a thin sheet of lead, or 3 ft of wood or earth 
blocks it. 


Ears of Tbreukomon the Babbler 


Elementary Divination (memory 1, ritual) 
Casting Time: 1 action 

Range: Self 

SR: No 

Components: VS 


Duration: 1 hour 


For the duration, you understand the literal meaning 

of any spoken language that you hear. You do not 
understand communications that rely on telepathic or visual 
communication. It takes about 1 minute to read one page of 
text by means of this spell. This spell doesn’t decode secret 
messages in a text or a glyph that aren’t part of a written 


language. 


Ehkim's Auditory Explosion 
Elementary Illusion (memory 1) 

Casting Time: 1 action 

Range: 50 ft 

SR: Yes (objects) 

Components: VS 


Duration: Instantaneous 


You produce an explosion of sound similar to a thunderclap, 
emanating from any point within range. Any creatures within 20 
ft of that point suffer 1d8 thunder damage and must succeed on 
a Wisdom saving throw or be stunned until the end of their next 
turn, as the sound rips through them, leaving them with ringing 
ears and shaken constitutions. While stunned, a victim cannot 


move or take any actions. 
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Flaming Arch of Zanobar 


Elementary Evocation (memory 1) 
Casting Time: 1 action 

Range: 15 ft cone 

SR: Yes 

Components: VS 


Duration: Instantaneous 


As you hold your hands with thumbs touching and fingers 
spread, a thin sheet of flames shoots forth from your 
outstretched fingertips. Each creature in range suffers 1d2+1 
points of fire damage per level of the caster. Flammable 
materials such as cloth, paper, parchment, and thin, dry wood 


ignite and burn if the flames touch them. 


Gargan's Gigantism and Reduction 


Elementary Transmutation (memory 1, ritual) 
Casting Time: 1 action 

Range: 50 ft 

SR: Yes 

Components: VSM 


Duration: Concentration, up to 1 minute per caster level 


You cause a creature or object you can see within range to grow 
larger or smaller for the duration. A targeted object cannot 
be worn or carried, and an unwilling creature is entitled to a 


Constitution saving throw to avoid the sorcery. Ifthe target is a 
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creature, everything it is wearing and carrying changes size with 
it. Any item dropped by an affected creature returns to normal 


size the following round. 


Enlarged targets double in size in all dimensions, and their 
weight is multiplied by eight. This growth increases the target’s 
size by one category—Medium becomes Large, for example. If 
there isn’t sufficient room for the target to double in size, the 
creature or object attains the absolute maximum possible size 
in the space available. Until the spell ends, the target gains 
advantage on Strength checks and Strength saving throws. The 
target’s weapons also grow to match its new size, and while 


enlarged, deal an additional 1d4 damage. 


Reduced targets have their size cut in half in all dimensions, and 
their weight is reduced to one-eighth of normal. This reduction 
decreases its size by one category—t.e., Medium to Small. Until 
the spell ends, the target has disadvantage on Strength checks 
and Strength saving throws. The target’s weapons also shrink, 
causing them to deal 1d4 damage less than normal (minimum of 


1 point of damage). 


The material component for this spell is a pinch of iron powder. 


Hurting Beams of the 
Qnerring Lance 


Elementary Evocation (memory 1) 
Casting Time: 1 action 

Range: 150 ft 

SR: Yes 

Components: VS 


Duration: Instantaneous 


A whizzing beam of magical energy flies from your hand and 
unerringly strikes a target you can see within range, dealing 


1d4+1 points of force damage. 


For every two levels of experience gained past the first, your 
gain an additional missile. Thus, a 3rd level sorcerer has two 
missiles, a 5th level sorcerer has three, a 7th level sorcerer has 
four missiles, and a gth level sorcerer has five missiles. These 


missiles can be divided among multiple targets. 


SORCERY 67 


SWORDS & CHAOS 


Impious Summons 


Elementary Conjuration (memory r, ritual) 
Casting Time: 1 hour 

Range: Self 

SR: No 

Components: VS 


Duration: Indefinite (See Below) 


You gain the service of an imp of the Underworld who will assist 
you as a (seemingly) faithful servant. The imp will come in the 
form ofan animal, as determined in the table below. This is 

the imp’s false form, a shape it takes when in the presence of 
mortals other than you. The false form is unique to the imp, and 
it only has the one false form to shift into. It cannot go from 
looking like a cat to looking like a toad, for example. [fits form 
is that of a cat, then a cat is all it can ever be. Potential forms for 


the imp are as follows: 


d20 Form 
1-2 Cat 
3-4 Goat 
5-6 Hawk 
7-8 Owl 
9-10 Rat 
11-12 Raven 
13-14 Snake 
15=16 Toad 
17-18 Weasel 
19 Hybrid (Roll Twice) 
20 GM's Choice! 


The imp acts independently of you, but will obey your 
commands. In combat, it rolls its own initiative and acts on 

its own turn, however, it will rarely fight, except to defend its 
own life. If your servant drops to o hit points, it disappears in 
aplume of smoke, leaving behind no physical form. In such an 
event, you will magically suffer damage equal to the amount that 
the imp suffered, and the spell must be cast again for the imp to 


reappear. 


While within 100 ft of your servant, you can communicate with 
it telepathically. If you are on good terms with the imp, you can 


use your action to see through the imp’s eyes and hear what it 
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hears until the start of your next turn. During this time, you are 


deaf and blind regarding your own senses. 


You can temporarily dismiss your imp if you wish. Where it 
goes you cannot be sure, but it vanishes in a puff of smoke and 
returns when you call it back, reappearing within 30 ft of you. If 
your imp sufficiently displeases you, there is always the option 


to dismiss it forever, which you can do at any time. 


You cannot have more than one such familiar at a time, as 
subsequent castings seem to fail while an imp is already bound 


to you. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 1 


point of Corruption. 


Luminous Evocation 


Elementary Evocation (memory 1) 
Casting Time: 1 action 

Range: Touch 

SR: No 

Components: V 


Duration: 1 hour 


You touch one object that is no larger than 10 ft in any 
dimension. Until the spell ends, the object sheds bright light 
in a20 ft radius and dim light for an additional 20 ft. The light 
can be colored as you like. Completely covering the object in 
something opaque blocks the light. The spell ends if you cast it 


again or dispel it as an action. 


Ifyou target an object held or worn by a hostile creature, that 
creature must succeed on a Dexterity saving throw to avoid the 


spell. 


Mog Udartd's Detection of 
Secret Passaqeways 


Elementary Divination (memory 1, ritual) 
Casting Time: 1 action 

Range: Self 

SR: None 


Components: VS 


Duration: Concentration, up to 10 minutes 


For the duration, you sense the presence of secret doors, 
hidden comportments, and other such obscured areas 
specifically designed to escape detection. The spell reveals the 
location of any secret doors within 60 ft of you. Such doors will 
glow with a faint aura that illuminates the seams of the door. If 
you lack line of sight with the secret door, however (i.e., it is 
around a corner in the hallway up ahead), you instead feel a 
pull in the direction of the nearest secret door. The spell can 
penetrate barriers, but 1 ft of stone, 1 inch of common metal, a 


thin sheet of lead, or 3 ft of wood or earth blocks it. 
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Serpent Charm 


Elementary Enchantment (memory 1, ritual) 
Casting Time: 1 action 

Range: 30 ft 

SR: Yes 

Components: VSM 


Duration: 24 hours 
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This spell allows you to convince a serpent, snake, or similar 
serpentine creature that you mean it no harm. Choose a 

suitable serpent that you can see within range. It must see 

and hear you. The target must succeed on a Charisma saving 
throw or regard the caster on neutral or even favorable grounds. 
The victim will not move nor attack the caster or their allies, 
however, they will defend themselves ifattacked. Acceptable 
targets include snakes of any variety, eels, worms, and similar 
slithering things. Intelligent/supernatural serpentine creatures 
such as nagas, wyverns, and serpentmen gain advantage on their 


Charisma saves. 


The material component for this spell is a reed instrument, 
which must be played at the time of the casting. The same 


instrument can be used on subsequent castings. 


Sykral's Ensnaring Ensorcellment 


Elementary Enchantment (memory 1) 
Casting Time: 1 action 

Range: 30 ft 

SR: Yes 

Components: VS 


Duration: 1 hour 


This charm forces a human or humanoid to make a Charisma 
saving throw or regard the caster as a trusted friend and ally. If 
the target is being threatened or attacked by the caster or the 
caster’s allies, however, it receives a +5 bonus to its saving 
throw. The spell does not enable the character to control the 
charmed creature as if it were an automaton, but the subject 
does perceive the caster’s words and actions in the most 
favorable way. The caster can try to give the subject orders, but 
the caster must succeed at a Charisma check to convince it to 


do anything it wouldn’t ordinarily do. 


Any act by the caster or the caster’s apparent allies that 
threatens the charmed creature breaks the spell. Note that the 
caster must speak the creature’s language to communicate or 


give commands. 
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Che Enduring Slumber 
of Taluqgosh 


Elementary Enchantment (memory 1) 
Casting Time: 1 action 

Range: 150 ft 

SR: Yes 

Components: VSM 


Duration: 1 minute per caster level 


All creatures within 30 ft of the point of origin (determined by 
the sorcerer) fall into a comatose slumber, if they are capable 

of sleeping. The spell affects 2d4 HD of creatures, knocking 
out the weaker creatures first, and the stronger creatures after. 
With creatures of equal HD, those who are closest to the spell’s 
point of origin are affected first. No creature with 5 or more HD 
is affected, and HD that are not sufficient to affect a creature are 
wasted. Sleeping creatures are helpless. Slapping or wounding 
such a creature will awaken them, but normal noise does not. 
Sleep does not affect unconscious creatures, constructs, or 


undead. 


The material component for this spell is a pinch of dust. 


Cian-Sin's Cosin Crianqulation 
Elementary Divination (memory 1, ritual) 

Casting Time: 1 action 

Range: Self 

SR: N/A 

Components: VSM 


Duration: Concentration, up to 10 minutes per caster level 


For the duration, you can sense the presence and location of 
poisons, venoms, toxins, diseases and poisonous or venomous 
creatures within 30 ft of you. You also identify the kind of 
toxin, creature, or disease in each case. The spell can penetrate 
barriers, but 1 ft of stone, r inch of common metal, 3 ft of wood 


or earth, or a thin sheet of lead blocks it. 


The material component for this spell is a yew leaf. 
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Cransference of the Many Forms 
of the Oozing Lord 


Elementary Transmutation (memory 1, ritual) 
Casting Time: 1 action 

Range: Self 

SR: No 

Components: VS 


Duration: 1 hour per caster level 


This spell causes the softening of the flesh, allowing you to 
warp and sculpt your face into any shape you like, as though 

it were soft clay. By means of this sorcery, you can spend an 
action to alter your appearance as you see fit. You can stretch 
or pull your body, allowing you to grow 1 foot taller or shorter, 
and to expand to become fat, contract to become thin, or arrive 
somewhere in between. Additionally, you can use this sorcery 
to change the pigmentation of your skin and hair, causing them 
to change color. You can’t change your body type, so you must 
adopt a form that has the same basic arrangement of limbs. 


Otherwise, the extent of the alteration is up to you. When the 


spell ends, you snap back to your normal form. 


Ward of the Unseen Giant 


Elementary Abjuration (memory 1) 
Casting Time: 1 action 

Range: Self 

SR: No 


Components: VS 


Duration: 1 minute per caster level 


You invoke the astral guardian called the Unseen Giant and 
bid him to protect you in battle. For the duration, your AC 
increases to 16 if it wasn’t that high already, and you take no 
damage from Hurtling Beams of the Unerring Lance. The spell 


also grants a +1 bonus on all saving throws. 


Xai-Cang'’s Momentary Mastery 


Elementary Abjuration (memory 1, ritual) 
Casting Time: 1 action 

Range: 25 ft 

SR: Yes 

Components: V 


Duration: 1 round 


You utter a one-word directive, which the subject or subjects 
(up to one creature for every 2 levels) obey to the best of their 
ability. The victims of this spell are permitted a Charisma saving 
throw to avoid this mental domination, but ona failed save, are 
wholly beholden to the command issued to them. The command 
must be clear and understood by the targeted creature. 
Commanding a creature to “die” causes them to keel over and 
fall unconscious for the duration of the spell. A command of 

“suicide” might compel the victim to slay themself, at the Game 
Master’s discretion, and even in such an instance, they should 
be afforded a second saving throw. A command of “awake” will 
counteract the sorcerous slumber induced by 7%e Enduring 


Slumber of lgluggosh. 


Xonnach's Shocking Grasp 


Elementary Evocation (memory 1) 
Casting Time: 1 action 

Range: Touch 

SR: Yes 

Components: VS 

Duration: Until discharged 


You bid your hands spark and come alive with small arcs of 
electricity. When you succeed on a touch attack against an 


opponent, the electricity is discharged into the body of the 
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victim, dealing 1d8+1 points of lightning damage, plus an 
additional point of damage for every level you have beyond first. 
If your opponent is wearing armor made of metal, the touch 
attack to strike them has advantage. 


Aubiron's Auditory Cancellation 


Basic Illusion (memory 2) 
Casting Time: 1 action 
Range: 450 ft 

SR: No 

Components: VS 


Duration: Concentration, up to 10 minutes 


For the duration, no sound can be created within or pass 
through a 20 ft radius sphere centered on a point you choose 
within range. Any creature or object entirely inside the sphere 
is immune to attacks that deal damage based on sound or sonic 
vibrations. Any creatures within the sphere are also considered 
deaf and mute, being completely incapable of producing sound 
or hearing it. Casting a spell that includes a verbal component 


is impossible within this sphere of auditory cancellation. 


Bacchi's Parallel Beings 


Basic Illusion (memory 2) 


Casting Time: 1 action 
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Range: Self 
SR: No 
Components: VS 


Duration: 1 minute 


This sorcery produces 1d4+1 illusory duplicates of yourself 
which appear within 5 ft of you. Until the spell ends, the 
duplicates move with you and mimic your actions, shifting 
positions so that it’s impossible to track which image is real. 
You can use your action to dismiss the illusory duplicates. 
Enemies attempting to attack you or target you with spells must 
select from among the indistinguishable targets. Generally, roll 
randomly to see whether the selected target is real or a figment. 
Any successful attack roll against a figment destroys it. A 
figment’s armor class is equal to yours. An attacker must be able 


to see the images to be fooled. 


Basic Pyromantic Sorcery 


Basic Conjuration (memory 2) 
Casting Time: 1 action 

Range: n/a 

SR: Yes 

Components: VS 


Duration: 10 minutes per caster level 


Upon casting this spell, a flickering flame appears in your hand. 
The flames illuminate as a lit torch does, though the fire will not 
burn the conjuror. The flame is real and will ignite combustible 


materials that are brought into contact with it. 


The flames can be used to attack as well. They can be hurled at 
a target or used in a touch attack. Attacks with the flame deal 
1d6 points of fire damage, plus an additional +1 point of damage 
for every two caster levels. The flame can be thrown up to 50 

ft, igniting any combustible materials at the point of impact, 
dealing damage as described above. The spell immediately ends 


after it is used for an attack. 


Caustic Missile of the 
Oozing Lord 


Basic Evocation (memory 2) 


Casting Time: 1 action 
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Range: 450 ft 
SR: Yes 
Components: VSM 


Duration: Instantaneous 


Invoking the unfathomable entity of waste and pestilence 
called the Oozing Lord, you call forth a minuscule aspect of his 
power in the form of a caustic, arrow of bubbling green filth. 
This bolt streaks through the air toward a target within range 
and bursts in a spray of potent acid. The caster must succeed 
on spellcasting check vs the target’s armor class. On a hit, the 
target takes 2d4 points of acid damage. For every two levels 
you have, the acid persists for an additional round, dealing 

an additional 2d4 acid damage each round (2 rounds at 3rd 

to 4th level; 3 rounds at 5th to 6th level, etc.). The acid can be 


neutralized in the presence of abundant/powerful bases. 


The material component for this spell is a drop of acid and an 


adder’s stomach. 


Command of Mortal Flame 


Basic Transmutation (memory 2) 
Casting Time: 1 action 

Range: 150 ft 

SR: Yes 

Components: VSM 


Duration: Instantaneous 


Casting this spell transforms a nonmagical fire that you can 

see into either a burst of blinding fireworks or a thick cloud 

of choking smoke, whichever you prefer. The fireworks are 

a flashing, fiery cacophony of explosive light and heat that 
appears as a momentary burst of glowing and colored aerial 
lights. This effect blinds creatures within 50 ft of the explosion 
for 1d4 rounds. Any such creatures are entitled to a Dexterity 
saving throw to shield their eyes and negate the blinding effect 
of the spell. Creatures must have line of sight to the fire to be 
affected. Spell resistance can prevent blindness. The smoke 
cloud is a writhing stream of choking smoke, billowing out from 
the source. The cloud spreads 20 ft in all directions and lasts 
for 1 round per caster level. All forms of natural sight (including 


darkvision, deepvision, and twilight vision) are ineffective in or 


through the cloud. The spell consumes one fire source, which is 


immediately extinguished. 


The material component for this spell is an open flame. 


Conjuration of the Greater 
Slavering Maw 


Basic Conjuration (memory 2, ritual) 


Casting Time: 1 action 
Range: 30 ft 

SR: Yes 

Components: VS 


Duration: Concentration, up to 1 minute 


A dark pair of smoky tendrils snake up out of the Earth as a 
jagged, slavering maw, roughly ten ft wide, filled with writhing 
tongues and crooked teeth opens beneath the feet of the target, 
moaning dark horrors and gibbering its alien will. So horrific 

is this maw that the tendrils hit automatically, and each deals 5 


points of psychic damage to their victims unless an Intelligence 
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save is made. The tendrils and the maw persist for the duration, 
and the victims get a separate saving throw for each attack by a 


tendril. On a successful save, the spell ends. 


Coniurer's Compulsory Opening 
and Sealing 


Basic Transmutation (memory 2, ritual) 
Casting Time: 1 action 

Range: 50 ft 

SR: No 

Components: V 


Duration: Instantaneous 


This spell opens stuck or locked doors, including magically held 
and sealed ones. It slides bolts and lifts latches. It opens secret 
doors, as well as locked or trick-opening boxes and chests. It 
even loosens shackles or chains that have been employed to 
hold closures shut. The spell cannot raise portcullises or similar 
impediments, nor can it undo or untangle knots. Each spell can 
undo up to two means of preventing egress through a portal. If 
used to open a magically locked closure, conjurer’s compulsory 
opening does not remove the sorcery that seals the door but 


simply inhibits its functioning for ro minutes. 


The reverse of this spell, Conjurer $ Compulsory Sealing 
magically locks a single portal, chest, or box. This prevents it 
from being opened by any mundane means short of physically 
breaking down the portal. The use of sorcery can be employed 
to suspend this magical lock. You can pass your own lock freely 


without affecting it. 


Ebkim's Violent Breakage 


Basic Evocation (memory 2, ritual) 
Casting Time: 1 action 

Range: 60 ft 

SR: Yes (objects) 

Components: VSM 


Duration: Instantaneous 


A sudden loud ringing noise, painfully intense, erupts from a 


point of your choice within range. Each creature within a 10 
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ftradius sphere centered on a point within range must make 

a Constitution saving throw. A creature takes 3d8 thunder 
damage on a failed save, or half as much damage on a successful 
one. A creature made of inorganic material such as stone, 
crystal, or metal has disadvantage on this save. Any nonmagical 
objects in the area of a brittle make (such as crystal or glass) 
that weigh less than 1 lb. per caster level are vulnerable to this 
spell and will shatter into many fine pieces. Alternatively, the 
spell can be focused on a single nonmagical item consisting of 
any material, which can weigh no more than 25 lbs. per caster 
level. All items subject to breakage via this spell are entitled to a 


Constitution saving throw. 


The material component for this spell is something you can 


crush in your hand. 


Elyes of the Pyromancer 


Basic Transmutation (memory 2) 


Casting Time: 1 action 
Range: Self 
SR: No 
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Components: VS 


Duration: Concentration, up to 10 minutes per caster level 


With a strange and esoteric muttering, your eyes explode into 
motes of living flame, completely harmless to you, but utterly 
terrifying to those who look upon you. They glow bright red 
and shed light like a bullseye lantern. Creatures of 2 hit dice or 
less who fail their Intelligence saving throw will opt to attack 
others before engaging with you out of fear of your apparent 
power. If they fail their saving throw by 5 or more, they are so 
frightened of you that they turn and flee for 1 minute, convinced 


of your supreme, demoniac power. 


You can, if you wish, expel the fire from your eyes as beams of 
red-hot energy, aiming them at a creature or object. This can be 
done twice, once for each eye, afterword the spell will end. On 
a successful spellcasting check vs an opponent’s armor class, 
abeam can strike a target, dealing 2d8 points of fire damage 
per beam. One target can be hit with both eye beams, though a 


separate spellcasting check must be made for each beam. 


Instillment of Karthunia's Cerror 


Basic Enchantment (memory 2) 
Casting Time: 1 action 

Range: 50 ft 

SR: Yes 

Components: VSM 


Duration: 1 round per caster level 


This spell sends a chill in the air and a tingle down the spines 
of wary creatures. When cast, creatures with fewer than 6 hit 
dice are forced to make a Charisma saving throw or become 
overwhelmed by a mad frenzy of terror. Success allows the 
target to control its fear and react normally though slightly 
shaken, while failure causes them to flee in panic. If cornered, 
the target fights, but with a -1 penalty to attack and damage 
rolls. Creatures with more than 6 hit dice/levels are immune 
to this spell. Undead, constructs, and extraplanar creatures are 


immune to this spell. 


The material component for this spell is the flesh or bone of an 


undead monster. 


Ishtann's Instant Vanishment 


Basic Illusion (memory 2, ritual) 
Casting Time: 1 action 

Range: Touch 

SR: Yes 

Components: VSM 


Duration: See Below 


By means of this potent illusion, you make one object or person 
(and all of their gear) become invisible to all forms of natural 
sight, including darkvision, deepvision, and twilight vision. 
Items dropped or put down by an invisible creature become 
visible; items picked up disappear if tucked into the clothing or 
pouches worn by the creature. Light, however, never becomes 
invisible, although a source of light can become so (thus, the 
effect is that ofa light with no visible source). Any part of an 
item that the subject carries but that extends more than 10 ft 
from it becomes visible, such as a trailing rope. The spell ends 
if the subject attacks any creature, or if you use your action to 
forcibly end the spell. For purposes of this spell, attacks include 
any spell that can inflict damage upon or otherwise negatively 
impact a creature, or any similarly targeted action undertaken 
with a magical item, such as a wand, ring, or scroll. Note that 
spells specifically affecting allies but not foes are not attacked 


for this purpose, even when they include foes in their area. 


The material component is an eyeball wrapped in tar, clay or 


similar substance. 


Mesmerism of Yug-Caarush 


Basic Enchantment (memory 2) 
Casting Time: 1 action 

Range: 50 ft 

SR: Yes 

Components: S 


Duration: Concentration, up to 1 minute per caster level 
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You create a twisting pattern of colors that weaves through the 
air inside a 30 ft cube within range. The pattern appears for a 
moment and then vanishes. Each creature in the area who sees 
the pattern must make a Wisdom saving throw. On a failed save, 
the creature becomes enraptured by the image they just saw, 
staring out into space, doing nothing, and becoming completely 
heedless ofall else. 


The spell ends for an affected creature ifit takes damage, or if 
someone else uses their action to shake the creature out of its 


stupor. Blind creatures are immune to the effects of this spell. 


ists of Bolkar 


Basic Conjuration (memory 2) 
Casting Time: 1 action 

Range: 150 ft 

SR: No 

Components: VS 


Duration: Concentration, up to 1 hour 


You call upon the six-eyed entity of haze called Bolkar the 
Opaque to create a 30 ft radius sphere of fog centered ona 
point within range. The sphere spreads around corners and 
obscures all sight. It lasts for the duration, or until a wind of 


moderate or greater speed (to+ mph) disperses it over the 
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course of 4 rounds. However, the sorcery of the mist is such 
that it cannot be blown back to envelop you by either natural 
or supernatural means. The mists of Bolkar are dense, and will 
always sink to the lowest level of the land, even pouring down 


openings such as sinkholes. 


Mograi's Incantation of 
Metallic Fire and Ice 


Basic Transmutation (memory 2) 


Casting Time: 1 action 
Range: 50 ft 

SR: No 

Components: VS 


Duration: Concentration, up to 1 minute 


This spell raises or lowers the temperature of metal items— 
typically either weapons or armor. Magical metal items are 
not affected. The spell affects the equipment of one creature 
per two caster levels and the creatures can be no more than 25 
ftapart. Ifthe metal targeted is not held or worn, the amount 


affected is 25 pounds per level. 
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This spell lasts for 7 rounds. On the first and seventh rounds of 
the spell, the metal becomes warm or chilly, and uncomfortable 
to touch but deals no damage. During the second and sixth 
rounds, burning heat or icy coldness causes pain and deals 
either 1d4 fire or 1d4 cold damage. In the third, fourth, and 

fifth rounds, the metal is searing hot or freezing cold, causing 
disabling pain and 2d4 fire or cold damage per round. The 
disabling pain results in the hands and/or body becoming 


totally disabled for 1-4 days. 


Any situational heat or cold intense enough to damage the 
creature negates heat or cold damage from this spell (and 

vice versa) on a point-for-point basis. Underwater, Mograc’s 
Incantation deals half damage and boils the surrounding water 
if heat is chosen. If cold is chosen, no damage is dealt, but ice 
immediately forms around the affected metal, making it more 


buoyant. 


Paralysis of Gallu Al-Muru 


Basic Enchantment (memory 2) 
Casting Time: 1 action 

Range: 60 ft 

SR: Yes 

Components: VSM 


Duration: Concentration, up to 1 minute 


You invoke the Godling Duke of Ghoulish Eaters, Gallu Al- 
Muru, and transfer his ghoulish gift of paralysis to your victims. 
Choose a human or humanoid that you can see within range. 
The target must succeed on a Wisdom saving throw or be held 
rigidly in place. The creature is aware and breathes normally 
but cannot take physical action. It can, however, take purely 


mental actions. 


The material component for this spell is the claw ofa ghoulish 


eater. 


Passive Observance of 
the Celepath 


Basic Conjuration (memory 2, ritual) 


Casting Time: 1 action 


Range: Self 
SR: Yes 
Components: VSM 


Duration: Concentration, up to 1 minute per caster level 


For the duration, you can read the thoughts of certain creatures. 
When you cast the spell and as your action on each turn until 
the spell ends, you can focus your mind on any one creature 
that you can see within 30 ft of you. Ifthe creature you choose 
has an Intelligence of 3 or lower or doesn’t speak any language, 


the creature is unaffected. 


You initially learn the surface thoughts of the creature—what is 
most on its mind at that moment. As an action, you can either 
shift your attention to another creature’s thoughts or attempt 
to probe deeper into the same creature’s mind. If you probe 
deeper, the target must make a Wisdom saving throw. If it fails, 
you gain insight into its reasoning (if any), its emotional state, 
and something that looms large in its mind (such as something 
it worries over, loves, or hates). If it succeeds, the spell ends. 
Either way, the target knows that you are probing into its 
mind, and unless you shift your attention to another creature’s 
thoughts, the creature can use its action on its turn to make an 
Intelligence check contested by your Intelligence check; ifit 


succeeds, the spell ends. 


Questions verbally directed at the target creature naturally 
shape the course of its thoughts, so this spell is particularly 


effective as part of an interrogation. 


You can also use this spell to detect the presence of thinking 
creatures you can’t see. When you cast the spell, or as your 
action during the duration, you can search for thoughts within 
30 ft of you. The spell can penetrate barriers, but 2 ft of rock, 

2 inches of any metal other than lead, or a thin sheet of lead 
blocks you. You can’t detect a creature with an Intelligence of 
3 or lower or one that doesn’t speak any language. Once you 
detect the presence ofa creature in this way, you can read its 
thoughts for the rest of the duration as described above, even if 


you can’t see it, but it must still be within range. 
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The reverse of this spell, Active Protection of the Telepath, 


protects you from the telepathic probing of others. 


The material component for this spell is a copper coin. 


Sapping Ray of Ehnfeeblement 


Basic Necromancy (memory 2) 
Casting Time: 1 action 

Range: 60 ft 

SR: Yes 

Components: VS 


Duration: Concentration, up to 1 minute 


A hideous, undulating ray of green-black energy springs from 
your finger towards a creature within range. Your target is 
entitled to a Constitution save to resist the effects of the ray. If 
the save fails, the spell temporarily changes all physical prime 
attributes (Strength, Dexterity, Constitution) into non-prime 
attributes for the duration of the spell. Further, the target deals 
only half damage with weapons attacks that use Strength. 


Summons of the Void 
Between Stars 


Basic Conjuration (memory 2) 
Casting Time: 1 action 

Range: 60 ft 

SR: None 

Components: VM 


Duration: 1o minutes per level 


You call upon the dark gulfs of icy space and conjure into your 
midst the manifestation of absolute darkness itself—the inky 
black void between stars. This magical darkness spreads from 

a point you choose within range to fill a 20 ft radius sphere 

for the duration. The darkness spreads around corners and is 
all-encompassing. A creature that can normally see in the dark 
cannot see through this darkness, and nonmagical light cannot 
illuminate it. Elementary spells that produce light are also 
incapable of illuminating the darkness of the void between stars. 
If the point you choose is on an object you are holding or one 


that isn’t being worn or carried, the darkness emanates from 
© 
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the object and moves with it. Completely covering the source of 
darkness with an opaque object, such as a bowl or a helm blocks 


the darkness of the void between stars. 


The reverse of this spell, Banishment of the Void Between 
Stars, produces bright, magical sunlight instead of 


darkness. 


The material component for this spell is the dust of a mirror 


and a burnt candlewick. 


Whispers of the 
Unquiet Undead 


Basic Necromancy (memory 2, ritual) 
Casting Time: 10 minutes 

Range: to ft 

SR: N/A 

Components: VSM 


Duration: 1 minute per caster level 


By means of this sorcery, you grant the semblance of life 

and intelligence to a corpse of your choice within range. 

This allows you to ask several questions of the awakened 
corpse. The corpse can answer questions that the creature 
knew in life. It will answer in a language it knew when it 

was alive, regardless of whether you can understand that 
tongue. Answers are usually brief, cryptic, or repetitive. The 
spell fails ifthe corpse was the target of this spell within the last 


7 days. 


The material component for this spell is burning incense worth 


at least 30 gp. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 1 


point of Corruption. 


Xai-Cang's Evocation of 
Cnsullied Soles 


Basic Transmutation (memory 2) 


Casting Time: 1 action 
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Range: 60 ft 
SR: Yes 


Components: VS 


Duration: Concentration, up to 10 minutes per caster level 


One creature or object of your choice that you can see within 
range rises vertically, up to 20 ft, and remains suspended there 
for the duration. The spell can levitate a target that weighs 

up to 500 pounds. An unwilling creature that succeeds ona 
Constitution saving throw is unaffected. The target can move 
only by pushing or pulling against a fixed object or surface 
within reach (such as a wall or a ceiling), which allows it to move 
as if it were climbing. You can change the target’s altitude by 
up to 20 ft in either direction on your turn. If you are the target, 
you can move up or down as part of your movement. Otherwise, 
you can use your action to move the target, which must remain 
within the spell’s range. When the spell ends, the target floats 
gently to the ground if it is still aloft. 


Aleromancer's Wall 


Minor Evocation (memory 5) 
Casting Time: 1 action 
Range: 120 ft 

SR: No 

Components: VSM 


Duration: Concentration, up to 1 minute 


A wall of strong wind rises from the ground at a point you 
choose within range. You can make the wall up to 50 ftlong, 15 
fthigh, and 2 ft thick. You can shape the wall in any way you 
choose, so long as it makes one continuous path along the 


ground. The wall lasts for the duration. 


When the wall appears, each creature within its area must make 
a Strength saving throw. A creature takes 3d8 bludgeoning 
damage ona failed save, or halfas much damage on a successful 
one. The strong wind keeps fog, smoke, and other gases at 

bay. Small-sized flying creatures and objects can’t pass through 
the wall. Loose, lightweight materials brought into the wall 

fly upward. Arrows, bolts, and other ordinary projectiles 
launched at targets behind the wall are deflected upward and 
automatically miss. (Boulders hurled by giants or siege engines 
and similar projectiles are unaffected.) Creatures in gaseous 


form can’t pass through it. 


The material component for this spell is a hand fan and a feather 


of exotic origin. 


Alteration of Rock and Cimber 


Minor Transmutation (memory 5, ritual) 
Casting Time: 1 action 

Range: Touch 

SR: No 

Components: VSM 


Duration: Instantaneous 


You touch a wood/stone object of Medium size or smaller or 
a5 ftx 5 ftx 5 ft section of a larger wood/stone structure, and 
form it into any shape that you wish. So, for example, you could 
shape a large rock or branch into a weapon, idol, or coffer, or 


make a small passage through a wall, as long as the wall is less 
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than 5 ft thick. You could also alter the shape of a door to get it 
stuck in its frame, effectively sealing the door shut. Any object 
you create can have up to two hinges and a latch, but finer 


mechanical detail isn’t possible. 


The material component is a splinter of wood or stone set in 


clay. 


Arcane Glyphs of Storing 


Minor Transmutation (memory 5, ritual) 
Casting Time: 1 hour 

Range: Touch 

SR: Yes (to effect) 

Components: VSM 


Duration: Until dispelled or triggered 


When you cast this spell, you inscribe a glyph that harms other 
creatures, either upon a surface (such as a table or a section of 
floor or wall) or within an object that can be closed (such as a 
book, ascroll, or a treasure chest) to conceal the glyph. If you 
choose a surface, the glyph can cover an area of the surface no 
larger than 10 ft in diameter. Ifyou choose an object, that object 
must remain in its place; if the object is moved more than 10 ft 
from where you cast this spell, the glyph is broken, and the spell 


ends without being triggered. 


The glyph is nearly invisible and requires a successful 


Intelligence check to be found. 


You decide what triggers the glyph when you cast the spell. For 
glyphs inscribed on a surface, the most typical triggers include 
touching or standing on the glyph, removing another object 
covering the glyph, approaching within a certain distance of 
the glyph, or manipulating an object on which the glyph is 
inscribed. For glyphs inscribed within an object, the most 
common triggers include opening said object, approaching 
within a certain distance of the object, or seeing or reading the 


glyph. Once a glyph is triggered, this spell ends. 
You can further refine the trigger so the spell activates 


only under certain circumstances or according to physical 


characteristics (such as height or weight), creature kind (for 
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example, the ward could be set to affect aberrations 

or cave horrors), or mental state (such as feelings of 
intense anger or sadness). You can also set conditions for 
creatures that don’t trigger the glyph, such as those who 


say a certain password. 


When you inscribe the glyph, choose a blast glyph or 


a spell glyph. 


throw will reduce the damage by half. The damage type is 


Blast Glyph. When triggered, 
the glyph erupts with magical 
energy in a 20 ft radius sphere 
centered on the glyph. The sphere 
spreads around corners. Each 
creature in the area must make a 
Dexterity saving throw. A creature 
takes 4d4 points of acid, cold, fire, 
lightning, or thunder damage 

plus 1d4 points of damage per 


caster level. A successful saving 


determined when you create the glyph. 


\ 


the creature that triggered the glyph. Ifthe spell affects an 


Spell Glyph. You can store 

a prepared spell of Minor 

complexity or lower in the glyph 

by casting it as part of creating 

the glyph. The spell must target 

a single creature or an area. The 

spell being stored has no immediate 
effect when cast in this way. When the 
glyph is triggered, the stored spell is 


cast. If the spell has a target, it targets 


area, the area is centered on that creature. If the spell summons 
hostile creatures or creates harmful objects or traps, they 
appear as close as possible to the intruder and attack it. If the 
spell requires concentration, it lasts until the end of its full 


duration. 


The material components for this spell are incense and 
powdered diamond worth at least 200 gp, which the spell 


consumes. 
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Blessing of G'nadoom, 
the Prince of the Elemental Sea 


Minor Transmutation (memory 5, ritual) 


Casting Time: 1 action 
Range: 30 ft 

SR: Yes 

Components: VSM 


Duration: 24 hours 


You call upon the Prince of the Elemental Sea, asking for his 
permission to explore his domain, which in turn grants up to 
ten willing creatures you can see within range the ability to 
breathe underwater until the spell ends. Affected creatures also 


retain their normal mode of respiration. 


The material component for this spell is a farm animal, which 


must be slaughtered and cast into the water as an offering to 


Gnadoom, the Prince of the Elemental Sea. 


Call the Bolts of Biuvhall 


Minor Conjuration (memory 5) 
Casting Time: 1 action 

Range: 150 ft 

SR: Yes 

Components: VSM 


Duration: Instantaneous 


You unleash a blinding, crackling arc of forking electricity that 
deals 4d6 points of lightning damage plus an additional 1d6 per 
caster level. The bolt is 10 ft wide by 50 ft long, or 5 ft wide by 
100 ft long. It erupts from your fingertips, staff, rod, or wand. 
It strikes creatures and objects along its sinuous path and even 
electrocutes those within a few feet of it on either side, igniting 


combustibles, sundering wooden doors, and liquefying metals 
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with alow melting point such as lead, gold, copper, silver, or 


bronze. 


If the bolt deals enough damage to break through or shatter an 
interposing barrier, the bolt continues beyond the barrier to 
the extent ofits range. If the bolt does not break through or is 
deflected, it rebounds toward you up to the full length of the 


bolt, or until it strikes another barrier and rebounds again. 


If the spell is cast outdoors during a thunderstorm, the lightning 
can be called down from the sky to strike a target instead of 
springing from your fingertips. In such circumstances, the bolts 
of Bjuvhall deal double damage, due to the incredible charge 


built up in the atmosphere, ready to burst. 


The material component for this spell is a small iron rod that has 


been left out during a thunderstorm. 


Camut Shang's Conjured 
Comestibles 


Minor Transmutation (memory 5, ritual) 
Casting Time: 1 action 

Range: 30 ft 

SR: N/A 

Components: VS 


Duration: Permanent 


This spell creates simple food of your choice and a volume of 
drinking water. The food decays as normal food, but the water 
does not go bad. You can create enough food and water to 
sustain three humans or one horse for 1 day per caster level. 
The reverse of this spell, Camut Shang 's Putrefied Comestibles, 
causes the same amount of food or water to become spoiled and 


inedible. 


For reference, a human can get by on 3 lbs. of food every 24 
hours, while a horse needs at least g Ibs. For water, a human 
needs 2 gallons of water over the course of 24 hours, and a 


horse needs 6 gallons of water in a like period of time. 
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Circle of the Cautions Conjurer 


Minor Abjuration (memory 5, ritual) 
Casting Time: 1 minute 

Range: 10 ft 

SR: No 

Components: VSM 


Duration: 15 minutes per caster level 


You create a 10 ft radius, 20 ft tall cylinder of magical energy 


centered on a point on the ground that you can see within range. 


Glowing runes appear wherever the cylinder intersects with the 
floor or another surface. Choose one or more of the following 
types of creatures: elementals, extraplanar, fiends, or undead. 
The circle affects a creature of the chosen type in the following 


ways: 


e The creature can’t willingly enter the cylinder by nonmagical 


means. If the creature tries to use teleportation or interplanar 


travel to do so, it must first succeed on a Charisma saving throw. 


e The creature has disadvantage on attack rolls against targets 


within the cylinder. 
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e Targets within the cylinder can’t be targeted with mind- 


altering sorcery or powers by the creature. 


When you cast this spell, you can elect to cause its magic to 
operate in the reverse direction, preventing a creature of the 
specified type from leaving the cylinder and protecting targets 


outside it. 


The material components for this spell are powdered silver, 
powdered iron, and esoteric salts, all worth a combined total of 


at least 100 gp, which the spell consumes. 


Conjuration of the Doisome 
Breath of Boglox the Recking 


Minor Conjuration (memory 5, ritual) 
Casting Time: 1 action 

Range: go ft 

SR: No 

Components: VSM 


Duration: Concentration, up to 1 minute 


You call upon Boglox the Reeking who slumbers in Zhaoze 
Huang, the fetid Swamp of the Yellow Petals. In return for his 
praise, he sends you a 20 ft radius sphere of yellow, nauseating 
gas centered on a point within range. The cloud spreads around 
corners, and its area is heavily obscured. The cloud lingers in 
the air for the duration. Each creature that is completely within 
the cloud at the start of its turn must make a Constitution saving 
throw against poison. Ona failed save, the creature spends its 
action that turn retching and reeling. Creatures that don’t need 
to breathe or are immune to poison automatically succeed on 
this saving throw. A moderate wind (at least 10 miles per hour) 
disperses the cloud after 4 rounds. A strong wind (at least 20 


miles per hour) disperses it after 1 round. 


The material component for this spell is a carven image of 


Boglox the Reeking, sculpted of black wax. 


Explosive Rune of the 
Laughing Mage 
Minor Transmutation (memory 5, ritual) 


Casting Time: 1 minute 


Range: Touch 
SR: Yes 
Components: VS 


Duration: See below 


This spell allows you to inscribe 
innocuous-looking runes which 
detonate when they are read. The 
spell is used to protect and prevent 
access to a book, map, scroll, or 
similar object containing written 
information. When read, the runes 
explode, causing 6d8 points of 
force damage to the reader. The 
reader receives no saving throw. 
Creatures and objects within 10 ft 
of the blast must make a Dexterity 
saving throw, suffering only half damage if successful. The 
book or other object upon which the runes are written 
also takes damage and may be utterly ruined in the absence 
of some protection from magical fire. In the casting, you can 
designate any number of specific individuals who can read the 
runes without triggering them, including yourself. Additionally, 
you can also remove the runes that you created at any time. 
Otherwise, the runes are permanent until triggered or removed 


by Sorcerous Cancellation or a similar counter-spell. 


Gale of the Black Spirit 


Minor Evocation (memory 5) 
Casting Time: 1 action 
Range: Self (150 ft line) 

SR: No 

Components: VS 


Duration: Concentration, up to 1 minute per caster level 


A line of frigid, black-streaked wind, supernaturally strong and 
eerily darkened blasts from you in a direction you choose for 
the spell’s duration, out to a length of 150 ft. The gale affects 
an area 10 ft high and 10 ft wide. Each creature that starts its 
turn in the gale must succeed on a Strength saving throw or 

be pushed 15 ft away from you in a direction following the 


line. Additionally, any living creature who passes through 
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the wind will succumb to the ghostly chill of the black gale. 
Such creatures suffer -1 on all dice rolls for the duration. Any 
creature in the line can only move at half their speed when 
approaching you. The gust disperses gas or vapor, and it 
extinguishes torch-sized unprotected flames. It has a 50% 
chance of extinguishing protected flames (i.e., lanterns). Once 
during each of your turns, before the spell ends, you can change 


the direction in which the line blasts from you. 


Lesser Demoniac Summons 


Minor Conjuration (memory 5, ritual) 
Casting Time: 1 action 

Range: 60 ft 

SR: No 

Components: VSM 


Duration: Concentration, up to 1 hour 


This spell summons fiends from the Underworld to do your 
bidding. Such conjured demons appear where you designate 
within range, and act immediately on your turn in the initiative 
order thereafter. You can verbally command them not to 
attack, to attack specific enemies, or to perform other actions. 
If communication is not possible, the demon will attack any 


of your apparent enemies. Underworld denizens will attack 
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opponents to the best of their ability. Summoned creatures 


disappear at the end of the spell’s duration, or sooner if slain. 


The spell conjures one or more demons or devils with total HD 
equal to your level, but no summoned creature can have HD 
greater than 3. For example, a 7th level sorcerer can summon 
two 3 HD monsters plus one 1 HD monster, or seven 1 HD 
monsters. As the conjurer, you choose the HD distribution 
desired, and the spell attempts to accommodate the request. 
For purposes of this spell, the creature or creatures summoned 
may have the statistics ofnon-fiend monsters, but are given 
the fiend type, and are described as suitably devilish. In other 
words, if you wanted to summon something small and meek 
and winged, the spell might conjure bats from the Underworld, 
though their creature type would be fiend, and they would 

be terrible to behold. Indeed, any monster summoned with 
this spell comes from another plane of reality and should be 
classified as a fiend, with heinous features and demoniac traits 


befitting one who crawled up from the Underworld. 


You cannot choose the specific type of monster to be 
summoned, unless you know their true name (something which 
all demons guard ferociously). Despite this, a request can 
be worked into the spell’s casting. General requests, such as 
“demons that fly” or “sorcerous demons” or “giant demons”, 
are more likely to be answered. The Game Master has final say 
on what sorts of creatures are called from the darkness of the 


Underworld. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 2 


points of Corruption. 


The material component for this spell is a small, lit candle. 


Dulro's Instant Evaporation 


Minor Transmutation (memory 5, ritual) 
Casting Time: 1 action 

Range: Touch 

SR: Yes 
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Components: S 


Duration: Concentration, up to 1 hour 


You transform a willing creature you touch, along with 
everything it is wearing and carrying, into a misty cloud for 

the duration. The spell ends if the creature drops to o hit 
points. An incorporeal creature isn’t affected. While in this 
form, the target’s only method of movement is a flying speed 
of ro ft. The target can enter and occupy the space of another 
creature. The target has resistance to nonmagical damage, 

and it has advantage on Strength, Dexterity, and Constitution 
saving throws. The target can pass through small holes, narrow 
openings, and even mere cracks, though it treats liquids as 
though they were solid surfaces. The target can’t fall and 
remains hovering in the air even when stunned or otherwise 
incapacitated. While in the form ofa misty cloud, the target 
can’t talk or manipulate objects, and any objects it was carrying 
or holding can’t be dropped, used, or otherwise interacted with. 
The target can’t attack or cast spells while in this evaporative 


state. 


Mystic Corch of Palrex 


Minor Transmutation (memory 5, ritual) 
Casting Time: 1 action 

Range: Touch 

SR: Yes 

Components: VSM 

Duration: Until Dispelled 


A flame, equivalent in brightness to a torch, springs forth from 
an object that the character touches. The flame looks like a 
regular flame, but it creates no heat and doesn’t use oxygen. 
The flame can be covered and hidden, but not smothered or 


quenched. 


The material component for this spell is the dust of a ruby worth 


at least 50 gp, which the spell consumes. 


Pox of the Pustulent Godling 


Minor Abjuration (memory 5) 


Casting Time: 1 action 


Range: Self 
SR: Yes 
Components: VS 


Duration: Concentration, up to 1 minute 


One of the innumerable diseases which plague the demigod 
called the Pustulent Godling is spread to whomever you touch. 
The affliction in question is a generic sort of influenza, though 
if you wish, you may attempt to conjure up a more hideous 
ailment. The Game Master has final say on what afflictions you 
can call forth, and typically the more dire a disease, the more 
soulburn will be required to cast the spell successfully. The 
reverse of this spell, Banishment of the Pustulent Godling, 
removes any and all diseases suffered by the creature touched. 
Both versions of the spell counter and dispel their respective 


opposite. 


Casting Pox of the Pustulent Godling has a guaranteed 
accumulation of 1 point of Corruption upon the completion of 


the spell. 


Any creatures that you touch are entitled to a Constitution 
saving throw to avoid falling ill. Ona failed save, they become 
wracked with a coughing fit, nausea, and chills. The target will 
suffer disadvantage on all dice rolls for rd6xto minutes. After 


this time, the magically induced illness fades away. A successful 
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Constitution saving throw indicates that the target is immune to 


the spell’s effects for the next 24 hours. 


Soulburn can be performed to extend the duration of the 


disease as follows: 


| Soulburn | New Duration | 
| 1 | 2d6x10 minutes | 
| 2 | 1d6 hours | 
| 3 | 24 hours | 
|4 | 1 week | 


If 5 points of soulburn are spent, you can call forth a specific 
disease, which will remain with the victim until they receive 
magical healing or proper medical treatment. Among the 
possible diseases you could spread, Black Death, Chickenpox, 
Gout, Leprosy, Lycanthropy, Malaria, Mummy Rot, Rabies, 


Smallpox, Typhoid Fever, and Yellow Fever are most common. 


Pyromancer's Orb of Destruction 


Minor Evocation (memory 5) 
Casting Time: 1 action 
Range: 150 ft 

SR: Yes 

Components: VS 


Duration: Instantaneous 


With a gesture, you send a small ball of fire hurtling through 

the air to detonate with a low roar at a point you can see within 
range. The explosion fills a 20 ft radius sphere with intense 

fire and heat, causing 4d6 fire damage plus an additional 1d6 

fire damage per caster level to all creatures and objects within 
the area. Itignites combustibles, damages objects, and melts 
anything with a low melting point such as bronze, copper, silver, 


lead, or gold. The explosion creates almost no pressure. 


The orb follows a straight path, and ifit impacts a solid barrier 
prior to attaining the prescribed range, the impact causes 
early detonation. If you attempt to send the ball through a 
narrow passage, such as an arrow slit, you must succeed on an 
Intelligence check, modified by the level of obstruction and 
difficulty of the shot, as determined by the Game Master. 
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If this check fails, your mental command over the orb of fire 
was insufficient, and the bead strikes the barrier and detonates 


prematurely. 


The material component for this spell is a small lump of coal or 
ash. 


Raise the Unquiet Dead 


Minor Necromancy (memory 5, ritual) 


Casting Time: 1 minute 
Range: to ft 

SR: None 
Components: VSM 


Duration: Permanent 


This spell turns the bones or bodies of dead creatures in a 25 
x 25 ft area into undead skeletons or zombies that follow your 
spoken commands. The undead can follow basic commands, 
such as “Follow me,” “Guard this room,” or “Kill anyone who 
passes this way.” The undead remain animated until they are 
destroyed. Destroyed undead can’t be animated again. The 
number of undead you create with a single casting of this spell 


can never exceed your sorcerer level. 
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The undead remain under your control indefinitely. No matter 
how many times you use this spell, however, you can only 
control 2 HD worth of undead creatures per caster level. Ifyou 
exceed this number, all the newly created undead arise under 
your control, and any excess undead from previous castings 
become uncontrolled (you can select which undead are released 


if you wish). 


A skeleton can be created only from a mostly intact corpse or 
skeleton. The corpse must have bones. Ifa skeleton is made 
from a corpse, the flesh bubbles and melts off the bones. A 
zombie, however, can be created only from a mostly intact 
corpse. Undead created with this spell do not retain any 


abilities they may have had during life. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 1 


point of Corruption. 


The material components for this spell are a drop of your blood, 


a pinch of bone dust, and a scrap of flesh. 


Sorcerous Cancellation 


Minor Abjuration (memory 5, ritual) 
Casting Time: 1 action 

Range: 120 ft 

SR: Yes 

Components: VS 


Duration: Instantaneous 


Choose one creature, object, or magical effect within range. 
Any spell of Minor complexity or lower that is in effect on the 
target ends. For each spell of Major complexity or higher on the 


target, make an Intelligence check with a penalty as follows: 


Major: -4 
Advanced: -6 
Master: -8 


Some spells and effects will simply be immune to the effects of 
Sorcerous Cancellation, at the Game Master's discretion, having 


been imbued with ancient magic, or magic of such a unique and 


potent make as to be beyond your understanding or ability to 


dismantle. 


Sorcerous Detection 


Minor Abjuration (memory 5, ritual) 
Casting Time: 1 action 

Range: Self 

SR: none 

Components: VSM 


Duration: Concentration, up to 10 minutes per caster level 


Describe or name an object that is familiar to you. You sense 
the direction of the object’s location, as long as that object is 
within 1,000 ft of you. If the object is in motion, you know the 
direction of its movement. The spell can locate a specific object 
known to you, as long as you have seen it up close—within 30 
ft—at least once. Alternatively, the spell can locate the nearest 
object of a particular kind, such as a certain kind of apparel, 
jewelry, furniture, tool, or weapon. This spell can’t locate an 
object if any thickness of lead, even a thin sheet, blocks a direct 


path between you and the object. 


The reverse of this spell, Sorcerous Obfuscation, may be cast on 
an object, thereby preventing it from being located by spells of 


this type, or by divinatory means such as scrying for 24 hours. 


The material component for this spell is a forked twig. 


Sphere of Vanishment 


Minor Illusion (memory 5, ritual) 
Casting Time: 1 action 

Range: 30 ft 

SR: Yes 

Components: VSM 


Duration: See below 


All creatures (including carried gear) within a to ft radius 
sphere of'a point of your choice within range vanish from all 
forms of natural sight, including darkvision, deepvision, and 
twilight vision. Items dropped or put down by an invisible 
creature become visible; items picked up disappear iftucked 
into the clothing or pouches worn by the creature. Light never 


becomes invisible, although a source of light can become so 
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(thus, the effect is that ofa light with no visible source). Any 
part ofan item that the subject carries but that extends more 


than ro ft from it becomes visible, such as a trailing rope. 


For each subject, the invisibility ends if the subject attacks any 
creature. For purposes of this spell, attacks include any spell 
that can inflict damage upon or otherwise negatively impact 
acreature, or any similarly targeted action undertaken with a 
magical item, such as a wand, ring or scroll. Note that spells 
specifically affecting allies but not foes are not considered 
attacks for this purpose, even when they include foes in the area. 
Those affected by this spell cannot see each other or themselves. 
Any affected creature moving out of the area can make a Luck 
check to see if they maintain their invisibility. On a success, 
they stay invisible until the sorcery is dispelled, or until the 
invisible creature makes an attack. On a failed Luck check, the 
creature becomes visible. Creatures moving into the area after 


the spell is cast do not become invisible. 


The material component for this spell is an eyeball wrapped in 


tar, clay, or a similar substance. 


Witch's Bex 


Minor Abjuration (memory 5, ritual) 
Casting Time: 1 action 

Range: Touch 

SR: Yes (only when bestowing a hex) 
Components: VS 


Duration: Permanent 


This spell allows you to place a hex on an object or creature. 
You can choose one of the following effects: -6 to one ability 
score (which cannot be reduced below a score of 1), a -4 penalty 
on attack rolls, saving throws, and checks, or the inability to 
expend Luck for any reason. Subject to the Game Master’s 
approval, you may invent a new curse, but it must be no more 


powerful than the standard curses. 


The Game Master has final say on a curse’s effect. A curse 
cannot be dispelled with Sorcerous Cancellation, though it can 
be nullified with Remove Witch s Hex, or Invocation of the 


Powers Beyond. 
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The reverse of this spell, Remove Witch's Hex, will cause 

all hexes and curses affecting one creature or object to end. 
This will likely not work, however, on chaotically aligned or 
malignant magic items, for their sorceries are too great and too 
ancient. Instead, the spell will allow a person afflicted with such 
a cursed item to remove it and rid themselves of it—something 


they would likely be incapable of doing otherwise. 


Casting Witch s Hex carries with it the guarantee of 
accumulating 1 point of Corruption upon completion of the 


spell. 


Bacchi's Banishment 


Major Abjuration (memory 10, ritual) 
Casting Time: 1 action 

Range: 60 ft 

SR: Yes 

Components: VSM 


Duration: Instantaneous 


This spell forces an extraplanar creature back to its proper 
plane of reality if the creature fails a Charisma saving throw. If 


the spell is successful, the creature is instantly whisked away. 


The material component is any item repellent to the subject. 


Circle of Mystical Revitalization 


Major Abjuration (memory 10) 
Casting Time: 1 action 

Range: Self 

SR: Yes 

Components: VS 


Duration: Instantaneous 


This spell releases waves of energy in all directions in a 20 ft 
radius sphere centered on you, curing 2d8 points of damage to 
all living creatures in the area of effect, be they allies or enemies. 
The curative version of this spell deals a like amount of damage 
to undead within the circle, while the reverse, Circle of Mystical 
Decay, deals damage to living creatures, while healing the 
undead. A successful Wisdom save indicates half damage for 


any creature suffering within the mystic circle. 
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Conjuration of the Supreme 
Slavering Maw 


Major Conjuration (memory 10) 
Casting Time: 1 action 

Range: 30 ft 

SR: Yes 

Components: VS 


Duration: Concentration, up to 1 minute 


A dark pair of smoky tendrils snake up out of the Earth as a 
jagged, slavering maw, roughly fifteen ft wide, and filled with 
writhing tongues and crooked teeth opens beneath the feet of 
the target, moaning dark horrors and gibbering its alien will. 
So horrific is this maw that the tendrils hit automatically, and 
each deal 10 points of psychic damage to their victims unless 
an Intelligence save is made. The tendrils and the maw persist 
for the duration, and the victims get a separate saving throw for 


each attack by a tendril. On a successful save, the spell ends. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 1 


point of Corruption. 


Cryomancer's Wall 


Major Evocation (memory 10) 
Casting Time: 1 action 
Range: 120 ft 

SR: No 

Components: VSM 


Duration: Concentration, up to 10 minutes 


You create a wall of ice on a solid surface within range. You 

can form it into a hemispherical dome or a sphere with a radius 
of up to ro ft, or you can form a flat surface made up of ten 10 

ft square panels. Each panel must be contiguous with another 
panel. In any form, the wall is 1 ft thick and lasts for the duration. 
If the wall cuts through a creature’s space when it appears, 

the creature within its area is pushed to one side of the wall 

and must make a Dexterity saving throw. On a failed save, the 
creature takes 6d8 cold damage, or half as much damage on a 


successful save. The wall is an object that can be damaged and 


thus breached. It has AC 12 and 30 hit points per ro ft section, 
and it is vulnerable to fire damage, taking double damage from 
fire attacks. Reducing a to ft section of wall to o hit points 
destroys it and leaves behind a sheet of frigid air in the space the 
wall occupied. A creature moving through the sheet of frigid 

air for the first time on a turn must make a Constitution saving 
throw. That creature takes rdr2 cold damage +1 point of damage 
per caster level on a failed save, or half as much damage ona 


successful one. 


The material component for this spell is a tiny piece of crystal. 


Detection of Unseen Eyes 


Major Divination (memory 10, ritual) 
Casting Time: 1 action 

Range: Infinite 

SR: None 

Components: VS 


Duration: 1 day 


When using this spell, you immediately become aware of 
any attempt to observe you by means of sorcerous scrying, 
including crystal balls or other magic devices. Ifthe means 
of scrying is within ro miles, you innately gain knowledge of 
its location. Potent sorcerers may mask their location while 
scrying. In such instances, you only know which direction 


would bring you closer to the scryer, rather than their location. 


Elthloar's Egg of Elusion 


Major Evocation (memory 10, ritual) 
Casting Time: 1 minute 

Range: Self 

SR: No 

Components: VSM 


Duration: 8 hours 


A 10 ft radius immobile egg-shaped dome of opaque force 
springs into existence around and above you and remains 


stationary for the duration. The spell ends if you leave its area. 
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Nine creatures of Medium size or smaller can fit inside the 
dome with you. The spell fails ifits area includes a larger 
creature or more than nine creatures. Creatures and objects 
within the dome when you cast this spell can move through it 
freely. All other creatures and objects are barred from passing 
through it. Spells and other magical effects can’t extend 
through the dome or be cast through it. The atmosphere inside 
the space is comfortable and dry, regardless of the weather 


outside. 


Until the spell ends, you can command the interior to become 
dimly lit or dark. The dome is opaque from the outside, of any 
color you choose, and can become transparent from the inside 


at your command. 


The material component for this spell is a small crystal bead. 


Fortified Globe of Protection 
Against Spells 


Major Abjuration (memory 10) 
Casting Time: 1 action 

Range: Self 

SR: No 

Components: VSM 


Duration: Concentration, up to 1 minute 


When this spell is cast, a faintly shimmering 10 ft diameter 
sphere of arcane energy envelops you. The globe acts as an 
impenetrable field against any spells of Minor complexity or 
lesser, including spell-like abilities and spell-like effects, even 
if the globe is located within the areas affected by such spells. 
Spells and effects targeting or encompassing the globe are 
not dispelled, but wash harmlessly against and over it. Anyone 
in the globe, however, may cast spells in, through, or outside 
of the globe. Spells of Major and higher complexity are not 
affected by the globe. The globe moves with you. 


The material component for this spell is a small clear bead or 


sphere of glass or crystal, which shatters when the spell ends. 
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Hydromancer's Manipulating 
Charm 


Major Transmutation (memory 10) 
Casting Time: 1 action 

Range: 450 ft 

SR: N/A 

Components: VS 


Duration: Concentration, up to 10 minutes 


Until the spell ends, you control any freestanding water inside 
an area you choose that is a cube up to 100 ft on aside. You can 
choose from any of the following effects when you cast this spell. 
Asan action on your turn, you can repeat the same effect or 


choose a different one. 


Flood. You cause the water level of all standing water in the 
area to rise by as much as 20 ft. If the area includes a shore, 
the flooding water spills over onto dry land. Ifyou choose an 
area in a large body of water, you instead create a 20 ft tall 
wave that travels from one side of the area to the other and 
then crashes down. Any Huge or smaller vehicles in the wave’s 
path are carried with it to the other side. Any Huge or smaller 
vehicles struck by the wave have a 25% chance of capsizing. 
The water level remains elevated until the spell ends, or you 
choose a different effect. If this effect produced a wave, the 
wave repeats on the start of your next turn while the flood effect 


lasts. 


Part Water. You cause water in the area to move apart and 
create a trench. The trench extends across the spell’s area, and 
the separated water forms a wall to either side. The trench 
remains until the spell ends or you choose a different effect. 
The water then slowly fills in the trench over the course of the 


next round until the normal water level is restored. 


Redirect Flow. You cause flowing water in the area to move 
in a direction you choose, even if the water has to flow over 
obstacles, up walls, or in other unlikely directions. The water 
in the area moves as you direct it, but once it moves beyond the 


spell’s area, it resumes its flow based on the terrain conditions. 
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The water continues to move in the direction you chose until 


the spell ends or you choose a different effect. 


Whirlpool. This effect requires a body of water at least 50 ft 
in diameter and 25 ft deep. You cause a whirlpool to form in 

the center of the area. The whirlpool forms a vortex that is 5 ft 
wide at the base, up to 50 ft wide at the top, and 25 ft tall. Any 
creature or object in the water and within 25 ft of the vortex is 
pulled ro ft toward it. A creature can swim away from the vortex 
by making a Strength check, provided they know how to swim. 
When a creature enters the vortex for the first time on a turn or 
starts its turn there, it must make a Strength saving throw. On 

a failed save, the creature takes 2d8 bludgeoning damage and 

is caught in the vortex until the spell ends. On a successful save, 
the creature takes half damage, and isn’t caught in the vortex. A 
creature caught in the vortex can use its action to try to swim 
away from the vortex as described above but has disadvantage 


on the Strength check to do so. 


The first time each turn that an object enters the vortex, the 
object takes 2d8 bludgeoning damage; this damage occurs each 


round it remains in the vortex. 


Che Immortal Lion's 
Chunderous Roar 


Major Evocation (memory 10) 
Casting Time: 1 action 
Range: Self 

SR: Yes 

Components: V 


Duration: Instantaneous 


You imbue your voice with the explosive power and might 

of the fabled Immortal Lion. This allows you to release a 
tremendous roar, which crashes out as a concentrated sonic 
blast in a cone, 10 ft wide at its widest, and 50 ft long; the sound 
deals 6d6 thunder damage to any creature in the area of effect. 
Additionally, those that fail a Constitution save are deafened for 
1d8 rounds. Any brittle substances in the path of this cone are 
treated as if subjected to Akims Violent Breakage. 


Karthunia's Superior Instillment 
of Savage Sear 


Major Enchantment (memory 10) 
Casting Time: 1 action 

Range: Self 

SR: Yes 

Components: VSM 


Duration: Concentration, up to 1 minute 


You send out waves of malignant psychic energy, probing for 
weak minds to instill with mad terror. Each creature ina 30 ft 
cone must succeed on a Wisdom saving throw or suffer horrific 
visions whenever they look upon you. They will perceive you as 
whatever it is that they fear most. If they fail their saving throw, 
they drop whatever they are holding and become wildly terrified 
for the duration. While terrified by this spell, a creature must 
flee as quickly as possible away from you on each ofits turns, 
unless there is nowhere to run. If the creature ends its turn in a 
location where it doesn’t have line of sight to you, the creature 
can make a Wisdom saving throw. Ona successful save, the 
spell ends for that creature. Creatures affected by this spell will 
cower in abject horror if cornered, and if forced to confront you, 


any affected creature suffers disadvantage to all rolls. 


The material component for this spell is the heart of a beast, 


which must be bitten into as part of the casting. 


Che Laughing Mage's 
Restoring and Draining Bex 


Major Abjuration (memory 10, ritual) 
Casting Time: 1 hour 

Range: Touch 

SR: Yes 

Components: VS 


Duration: Permanent 


When you cast this hex, you must choose either the restorative 
version or the draining version of the spell, first designed by the 


wicked Laughing Mage. 
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Restoring. You repair the life energy ofa single creature by 
means of this complex sorcery. It dispels any magical effects 
that reduce the subject’s attribute scores temporarily. The 
restorative version of this spell will not restore permanent 
attribute score loss. The spell also restores one experience level 
to a creature who has had a level drained. The drained level is 
restored only if the time since the creature lost the level is equal 


to or less than 1 day per caster level. 


Draining. The evil reverse of this spell sucks one level from a 
creature. The effects are the same as any level loss. This version 


allows a Constitution saving throw to avoid the spell’s effect. 


Casting the draining version of this spell carries with it the 
guarantee of 2 points of Corruption upon the completion of the 


casting of the spell. 


Miserable Drizzle of 
Storming Steet 


Major Conjuration (memory 10) 
Casting Time: 1 action 

Range: 150 ft 

SR: No 

Components: VSM 


Duration: Concentration, up to 1 minute 


Until the spell ends, freezing rain and sleet fall in a 20 ft tall 
cylinder with a 40 ft radius centered on a point you choose 
within range. The area is so thick with falling rain and sleet 
that it obscures the vision of anyone within it, and exposed 
flames in the area are doused. The ground in the area is covered 
with slick ice, making it difficult terrain to navigate, forcing 
creatures to move at half their movement speed through the 
environment. When a creature enters the spell’s area for the 
first time or starts its turn there, it must make a Dexterity 
saving throw. On a failed save, it slips and falls. Ifa creature 
is maintaining concentration in the spell’s area, the creature 
must make a successful Constitution saving throw or lose 


concentration. 


The material components for this spell are a pinch of dust and a 


few drops of water. 
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Pyromancer's Wall 


Major Conjuration (memory 10) 
Casting Time: 1 action 

Range: 120 ft 

SR: Yes 

Components: VSM 


Duration: Concentration, up to 1 minute 


You create a wall of fire on a solid surface within range. You 
can make the wall up to 60 ft long, 20 ft high, and 1 ft thick, or 
a ringed wall up to 20 ft in diameter, 20 ft high, and 1 ft thick. 
The wall is opaque and lasts for the duration. When the wall 
appears, each creature within its area must make a Dexterity 
saving throw. On a failed save, a creature takes 6d8 fire damage, 
or halfas much damage on a successful save. One side of the 
wall, selected by you when you cast this spell, deals 2d6 fire 
damage +1 point per caster level to each creature that ends its 
turn within 10 ft of the wall. 2d6 fire damage is dealt to anyone 
who passes into the wall as well. A creature takes the same 
damage when it enters the wall for the first time on a turn or 
ends its turn there. The other side of the wall deals no damage. 
The wall can be attacked and canceled by cold spells and 
damage. If any 10 ft section of the wall takes 30 points of cold 


damage, that segment is extinguished. 


The material component for this spell is a piece of burnt wood. 


Resilient Sphere of 
Dear-Impreqnability 


Major Abjuration (memory 10) 
Casting Time: 1 action 

Range: 30 ft 

SR: Yes 

Components: VSM 


Duration: Concentration, up to 1 minute per caster level 


A sphere of shimmering force encloses a creature or object of 
Large size or smaller within range. An unwilling creature can 
make a Dexterity saving throw. On a failed save, the creature 

is enclosed for the duration. Nothing—not physical objects, 


energy, or other spell effects—can pass through the barrier, in 
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or out, though a creature in the sphere can breathe there. The 
sphere is immune to all damage, and a creature or object inside 
can’t be damaged by attacks or effects originating from outside, 
nor can a creature inside the sphere damage anything outside 
it. The sphere is weightless and just large enough to contain 
the creature or object inside. An enclosed creature can use 

its action to push against the sphere’s walls and thus roll the 
sphere at up to half the creature’s speed. Similarly, the globe 
can be picked up and moved by other creatures. An Irrevocable 
Disintegration spell targeting the globe destroys it without 


harming anything inside it. 


The material components for this spell are a glass sphere, an 


iron sphere, and a gum arabic sphere. 


Roving Eye of the Unseen Spy 


Major Abjuration (memory 10) 
Casting Time: 1 action 

Range: 30 ft 

SR: None 


Components: VSM 


Duration: Concentration, up to 1 hour per caster level 


You create an invisible, magical eye within range that hovers in 


the air for the duration. 


You mentally receive visual information from the eye, which has 
normal vision and darkvision out to 30 ft. The eye can look in 


every direction. 


Asan action, you can move the eye up to 60 ft in any direction. 
There is no limit to how far away from you the eye can move, but 
itcan’t enter another plane of existence. A solid barrier blocks 
the eye’s movement, but the eye can pass through an opening as 


small as r inch in diameter. 


The material component for this spell is an eyeball dropped in a 


bottle of ink, which the spell consumes. 


Sacrificial Simulacrum of Clay 


Major Enchantment (memory 10, ritual) 
Casting Time: 2 rounds 

Range: 30 ft 

SR: No 
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Components: VSM 


Duration: 1 minute per caster level 


You sculpt a fist-sized image of yourself out of clay. As the 
magic settles on the clay, the image becomes an exact unmoving 
copy of your likeness. lf you suffer an attack, the clay figure 
absorbs up to 3 points of damage that would have otherwise 
been dealt to you. The clay simulacrum will continue to do this 
for every oncoming attack for the duration. Any area of effect 
attacks, however, do double damage to you, as the effect will 
engulf both you and the clay idol at the same time. The spell is 
negated if the clay image moves more than ro ft away from you. 
The spell does not have a cumulative effect and you can only 


have one simulacrum of clay so enchanted at a time. 


The material component for this spell is a lump of clay. 


Sykral's Monster Mastery 


Major Enchantment (memory 10) 
Casting Time: 2 rounds 

Range: 60 ft 

SR: Yes 

Components: VS 


Duration: 1 day per caster level 


You attempt to beguile a creature that you can see within 
range. It must succeed on a Wisdom saving throw or regard 
you as a trusted friend and ally for the duration. Ifyou or your 
allies are fighting it, the creature has advantage on the saving 
throw. While the creature is enchanted, you have a telepathic 
link with it as long as the two of you are on the same plane of 
existence. You can use this telepathic link to issue commands 
to the creature, which it does its best to obey if it finds them 
agreeable. Ifyou command the monster to do something it 
wouldn’t normally do, you must first succeed on a Charisma 
check to compel the monster. You can specify a simple and 
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general course of action, such as “Attack that creature,” “Run 
over there,” or “Fetch that object.” Ifthe creature completes 
the order and doesn’t receive further direction from you, it 

y 


defends and preserves itself to the best of its ability. Each time 
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the target takes damage, it makes anew Wisdom saving throw 
against the spell. Ifthe saving throw succeeds, the spell ends. 
Additionally, any action by you or your allies that threatens the 
charmed monster breaks the spell immediately, and the monster 
will quickly become angry, suspecting that some sort of spell 


was put upon it. 


Conques of Tbreukomon the 
Babbler 


Major Divination (memory 10, ritual) 
Casting Time: 1 action 

Range: Touch 

SR: No 

Components: VM 


Duration: 1 hour 


This spell grants the creature you touch the ability to 
understand any spoken language it hears. Moreover, when the 
target speaks, any creature that knows at least one language and 


can hear the target understands what they say. 


The material component for this spell is a small clay model of a 


ziggurat. 


Vengeful Cloak of Fire and Ice 


Major Evocation (memory 10) 
Casting Time: 1 action 
Range: Self 

SR: See below 

Components: VSM 


Duration: to minutes 


Thin and wispy flames wreathe your body for the duration, 
shedding bright light in a 10 ft radius and dim light for an 
additional ro ft. You can end the spell early by using an action 


to dismiss it. 


The flames provide you with a warm shield or a chill shield, as 
you choose. The warm shield grants you resistance to cold 
damage, and the chill shield grants you resistance to fire 


damage. 
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In addition, whenever a creature within 5 ft of you hits you with 


amelee attack, the shield erupts with blue or red flame. The 
attacker takes 2d8 fire damage from a warm shield, or 2d8 cold 
damage from a chill shield. Spell resistance will reduce this 


damage by 1 point for every point of spell resistance. 


The material component for this spell is an open flame, a bit of 


phosphorus, or a firefly. 


Whispers of the Unseen 
Prestidigitator 


Major Evocation (memory 10) 
Casting Time: 1 action 
Range: Unlimited 

SR: N/A 

Components: VSM 


Duration: 1 round 


This dweomer allows you to contacta single creature with 
whom you are familiar. The message may be up to 25 words 


long and can even be sent to those with animal intelligence, for 


the target will always understand the message. The message, 
however, does not create any compulsion to perform any act, 
and the creature’s reaction depends on its relation to you, its 
intelligence, personality, etc. Ifyou and the target are not on 
the same plane of existence, you must make a successful Luck 


check, or the sending will not be transmitted. 


The material component for this spell is a bent piece of copper 


wire. 
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Call upon the Elementals 


Advanced Conjuration (memory 15, ritual) 


Casting Time: 10 minutes 
Range: go ft 

SR: N/A 

Components: VSM 


Duration: Concentration, up to 1 hour 


You open a portal to those strange vistas beyond the horizons of 
our reality, where the Elemental Princes dwell. You can choose 
to tear open a fissure into either the Plane of Elemental Air, 
Earth, Fire, or Water. In doing so, an elemental denizen of the 
corresponding plane is drawn out to do your bidding. When the 
casting is complete, a12 HD elemental appears. The elemental 
has at least 4 HP per HD. 


Once the elemental appears, it serves you for the duration of 


the spell. The elemental explicitly obeys and never attacks you, 
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even if someone else manages to gain control of the elemental. 


You can dismiss the elemental at any time. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 2 


points of Corruption. 


The material component for this spell is the powdered dust 
ofa diamond (for air), emerald (for earth), ruby (for fire), or 
sapphire (for water) worth at least 250 gp, which the spell 


consumes. 


Canopic Phylactery of 
Soul Cransterence 


Advanced Necromancy (memory 15, ritual) 
Casting Time: 1 minute 

Range: Self 

SR: Yes 

Components: VSM 

Duration: Until dispelled 


By means of this wicked and bizarre sorcery, your body falls 
into a catatonic state, and your soul slips into a specially 
constructed container (the spell’s material component) thereby 
granting you the ability to possess others as an evil spirit might. 
While your soul inhabits the container, you are aware of your 
surroundings as if you were in the container’s space. You 
cannot move during this state or perform almost any actions. 
The only action you can take is to project your soul up to roo ft 
out of the container, either returning to your living body (thus 
ending the spell) or attempting to possess another humanoid 
body. You can attempt to possess any humanoid within 100 ft 
of you that you can see (sufficiently warded creatures can’t be 
possessed). The target must make a Charisma saving throw. 

Ona failure, your soul moves into the target’s body, and the 
target’s soul becomes trapped in the container. On a successful 
save, the target resists your efforts to possess it, and you can’t 


attempt to possess it again for 24 hours. 


Once you possess a creature’s body, you control it. Your game 
statistics are replaced by the statistics of the creature, though 


you retain your original Intelligence, Wisdom, Charisma, and 
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Luck scores. You retain the benefits of your own class features. 
If the target has any class levels, you can’t use any of its class 


features. 


Meanwhile, the possessed creature’s soul can perceive from the 
container using its own senses, but it can’t move or take actions 


at all. 


While possessing a body, you can use your action to return 
from the host body to the container ifit is within 100 ft of 
you, returning the host creature’s soul to its body. If the host 
body dies while you're in it, the creature dies, and you must 
make a Charisma saving throw. Ona success, you return 

to the container if it is within 100 ft of you. Otherwise, you 
die. 


If the container is destroyed or the spell ends, your soul 
immediately returns to your body. If your body is more than 
100 ft away from you, or if your body is dead when you attempt 
to return to it, you die. Ifanother creature’s soul is in the 


container when it is destroyed, the same rules apply. 
When the spell ends, the container is destroyed. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 3 


points of Corruption. 


The material component for this spell is a gem, crystal, 
reliquary, ring, amulet, or other ornamental object worth at 


least 1,000 gp, which is used in the casting of the spell. 


Compelled Questing of Doom 


Advanced Enchantment (memory 15, ritual) 
Casting Time: 1 minute 

Range: to ft 

SR: Yes 

Components: V 


Duration: See below 


“Do as I desire or suffer the consequences” is the essence of 


this powerful and wicked enchantment. You place a magical 
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command on the spell’s target, bidding them to carry out some 
quest or service or to refrain from some activity or course of 
action. If the hexed individual fails to do as instructed, they 
sicken and will most likely die. A compelled questing must 

be carefully worded, or it may lead to a quest with a goal not 
intended, or the spell may simply fail altogether. As the caster of 
the potent questing, you may release the affected creature from 


it at any time. 


Although a compelled questing can command almost any course 
of activity, it cannot compel a creature to commit suicide or 
perform acts that would result in certain death. The creature 
affected must be able to understand your command, or the spell 
fails. A compelled creature is bound by the spell until the task is 
completed, no matter how long it takes, but if the instructions 
involve an open-ended task that the victim cannot complete 


through its own actions, the spell ends after one day. 


Ifa creature ignores the Compelled Questing of Doom or 

is prevented from obeying it, they suffer consequences. A 
creature will lose 1 point of Strength and suffer a-1 penalty to 
all saving throws for every day during which the quest is not 
undertaken. If they again take up the quest, the penalties cease. 
Ifa creature ignores a quest for 5 days in a row, they must make 
a Constitution save or sicken. A sickened character moves at 
half normal speed, suffers a-4 penalty on Constitution and 
Dexterity, heals no damage naturally, and cannot benefit from 


magical healing. 


A sickened character must also again make a Constitution 
save after a number of days have passed equal to the creature’s 
normal Constitution score. Failure means the creature is 
disabled, unable to move or act beyond a crawl. All of these 
effects end 1 day after the character deliberately attempts to 


resume the quest. 


The Compelled Questing of Doom and its effects can be 
removed magically by casting the reverse of Witch s Hex, called 
Remove Witch's Hex (but only if the caster of Remove Wich s 
Hex is at least two levels higher than the level of the character 
who cast the Compelled Questing of Doom, and the caster of the 


Remove Witch's Hex makes a successful Charisma check), or an 


Invocation of the Powers Beyond. Sorcerous Cancellation does 


notaffect a Compelled Questing of Doom. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 3 


points of Corruption. 


Corruption Expulsion 


Advanced Enchantment (memory 15, ritual) 
Casting Time: 1 hr/point of Corruption possessed 
Range: Touch 

SR: Yes 

Components: VSM 


Duration: Permanent 


This miraculous and lengthy ritual allows you to draw 
Corruption out of a willing target and transfer it into a sturdy 
receptacle specifically designed for the darkness and warping 
Chaos. The more Corruption the target of the spell has, the 
longer it takes to conduct the spell, as a more corrupted 
individual is more warped and intrinsically infested with the 
manifestations of Chaos. The Corruption is drawn from the 
target in an agonizing ceremony that requires innumerable 
oaths to the Lords of Law both from the caster and the target. In 
the end, 1d6 points of Corruption are extracted from the target 
and are transferred into a bloodstone of considerable size. The 
bloodstone must then be buried, the ground consecrated with 


silver dust, and a fire must be burned over the buried stone. 


If the stone is not buried, it will gradually bleed Corruption, 
causing the possessor of the stone to gain 1 point per week 
that they carry it. If broken, the bloodstone will release all 
Corruption held within it, which will surge into the nearest 


living thing. 


The material components for this spell are silver dust, timber, 
and a large bloodstone worth at least 2,000 gp, all of which the 


spell consumes. 


Cryonix’ Blizzard of 
Ike and Snow 


Advanced Evocation (memory 15, ritual) 


Casting Time: 1 action 
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Range: 300 ft 
SR: Yes 
Components: VSM 


Duration: Concentration, up to 1 minute 


This spell causes snow and hailstones to pound the area of 
effect, a 50 ft diameter cylinder that is 50 ft tall. The storm 
inflicts 1d8 bludgeoning damage and 5d6 points of cold damage 
to anything in the area. It also reduces subsequent movement in 


the area by one-half for 1 round per caster level. 


The material components for this spell are a pinch of dust and a 


few drops of water. 


Cryonix Cone of Cold 


Advanced Evocation (memory 15) 
Casting Time: 1 action 

Range: Self 

SR: Yes 

Components: VSM 


Duration: Instantaneous 


A cone of extreme cold shoots from your hand affecting a 60 ft 


cone, causing 1d6+1 points of cold damage per caster level. 


The material component for this spell is a conical piece of glass 


or crystal. 


Demoniac Summons 


Advanced Conjuration (memory 15, ritual) 
Casting Time: 1 action 

Range: 60 ft 

SR: No 

Components: VSM 


Duration: Concentration, up to 1 hour 


This spell summons fiends from the Underworld to aid you. 
Such conjured demons appear where you designate within 
range, and act immediately on your turn in the initiative order 
thereafter. You can verbally command them not to attack, only 
attack specific enemies, or perform other actions. 

If communication is not possible, the demon will attack any 


of your apparent enemies. Underworld denizens will attack 
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opponents to the best of their ability. Summoned creatures 


disappear at the end of the spell’s duration, or when slain. 


The spell conjures one or more fiends with total HD equal to 
your level, but no summoned creature can have HD greater 
than 6. For example, a roth level caster can summon one 6 
HD fiend plus one 4 HD fiend, or even ten 1 HD fiends. As 
the conjurer, you choose the HD distribution desired, and the 
spell attempts to accommodate the request. For purposes of 
this spell, the creature or creatures summoned may have the 
statistics ofnon-fiend monsters, but are given the fiend type, 
and are described as suitably devilish. In other words, if you 
wanted to summon something small and meek and winged, 
the spell might conjure bats from the Underworld, but their 
creature type would be fiend, and they would be revolting and 
demoniac to behold. Indeed, any monster summoned with 
this spell come from another plane of reality and should be 
considered a fiend. Their appearance should be otherworldly 


and revolting to reflect their heinous origins. 


You cannot choose the specific type of fiend you wish to be 
summoned unless you know their true name (something which 
all demons guard ferociously). Despite this, a request can be 


worked into the spell’s casting. More general requests, such 


as “demons that fly” or “sorcerous demons” or “giant demons”, 


are more likely to be answered. The demons summoned are 


ultimately determined by the Game Master. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 3 


points of Corruption. 


The material component for this spell is a small, lit candle. 


Elbronkairus Emergency Exit 


Advanced Transmutation (memory 15) 
Casting Time: 1 action 

Range: 30 ft 

SR: N/A 

Components: VSM 


Duration: 1 hour per level 
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A passage appears at a point of your choice that you can see on 
a wooden, plaster, or stone surface (such as a wall, a ceiling, or 
a floor) within range, and lasts for the duration. You choose the 
opening’s dimensions: up to 5 ft wide, 8 ft tall, and 20 ft deep. 
The passage creates no instability in the structure surrounding 
it. When the opening disappears, any creatures or objects 

still in the passage created by the spell are safely ejected to an 
unoccupied space nearest to the surface on which you cast the 


spell. 


The material component for this spell is a pinch of sesame seeds. 


Eyes of the Watcher 


Advanced Divination (memory 15, ritual) 
Casting Time: 10 minutes 

Range: Self 

SR: No 

Components: VSM 


Duration: Concentration, up to 10 minutes per caster level 


You can see and hear a particular creature you choose that is 
on the same plane of existence as you. The target must make a 
Wisdom saving throw, which is modified by how well you know 
the target and the sort of physical connection you have to it. If 
a target knows you're casting this spell, it can fail the saving 


throw voluntarily ifit wants to be observed. 


Knowledge Save Mod 
Secondhand (you know of the target) +5 
Firsthand (you have met the target) 0 
Familiar (you know the target well) -5 
Connection Save Mod 
Likeness or picture -2 
Possession or garment -4 
Body part, lock of hair, tooth, etc. -10 


On a successful save, the target isn’t affected, and you can’t 
use this spell against it again for 24 hours. On a failed save, the 
spell creates an invisible sensor within 10 ft of the target. You 
can see and hear through the sensor as if you were there. The 
sensor moves with the target, remaining within 10 ft of it for 
the duration. A creature that can see invisible objects sees the 


sensor as aluminous orb about the size of your fist. Instead of 


targeting a creature, you can choose a location you have seen 
before as the target of this spell. When you do, the sensor 


appears at that location and doesn’t move. 


The material component for this spell is a focus worth at least 
1,000 gp, such as a crystal ball, a silver mirror, or a font of 


enchanted water. 


Geomancer's Wall 


Advanced Evocation (memory 15) 
Casting Time: 1 action 

Range: 120 ft 

SR: No 

Components: VSM 


Duration: Concentration, up to 10 minutes 


A nonmagical wall of solid stone springs into existence at a 
point you choose within range. The wall is 6 inches thick and 

is composed of ten ro ft x 10 ft panels. Each panel must be 
contiguous with at least one other panel. Alternatively, you can 
create 10 ft x 20 ft panels that are only 3 inches thick. If the wall 
cuts through a creature’s space when it appears, the creature 

is pushed to one side of the wall or the other (your choice). If 
acreature would be surrounded on all sides by the wall (or 

the wall and another solid surface), that creature can make a 
Dexterity saving throw. On a success, it can leap free so that it 


is no longer enclosed by the wall. 


The wall can have any shape you desire, though it can’t occupy 
the same space as a creature or object. The wall doesn’t need 
to be vertical or rest on any firm foundation. It must, however, 
merge with and be solidly supported by existing stone. Thus, 
you can use this spell to bridge a chasm or create a ramp. If you 
create a span greater than 20 ft in length, you must halve the 
size of each panel to create supports. You can crudely shape 
the wall to create crenellations, battlements, and so on. The 
wall is an object made of stone that can be damaged and thus 
breached. Each panel has AC 15 and 30 hit points per inch 

of thickness. Reducing a panel to o hit points destroys it and 
might cause connected panels to collapse at the Game Master’s 


discretion. 
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Ifyou maintain your concentration on this spell for its whole 
duration, the wall becomes permanent and can’t be dispelled. 


Otherwise, the wall disappears when the spell ends. 


The material component for this spell is a small cube of granite. 


Immolating Pillar of the 
Dukes of Hell 


Advanced Evocation (memory 15) 
Casting Time: 1 action 

Range: 60 ft 

SR: Yes 

Components: VSM 


Duration: Instantaneous 


You call upon the Dukes of Hell, and in reply, they send youa 
vertical column of infernal fire, which roars up from the pits of 
the Underworld in a location you specify. Each creature in a ro 
ft radius, 40 ft high cylinder centered on a point within range 
must make a Dexterity saving throw. A creature takes 1d6 fire 
damage per caster level and 4d6 necrotic damage on a failed 


save, or half as much damage on a successful one. 


The material components for this spell are a drop of demonic 


ichor and a pinch of sulfur. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 3 


points of Corruption. 


Liaborious Creation of the 
Vile Undead 


Advanced Evocation (memory 15, ritual) 
Casting Time: 1 hour 

Range: 60 ft 

SR: N/A 

Components: VSM 


Duration: Permanent 


This wicked spell allows you to create a potent and especially 


vile undead being. During the casting, you can choose from 
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the list below what sort of undead you wish to create, but this is 
nota guarantee. Upon completion of the spell, you must make 
a Luck check. Ona success, you raise the undead type you 

wanted. On a failure, the Game Master rolls on the table below 
to determine the undead you have created. Created undead are 
not automatically under the control of their animator. You may 
gain command of the undead as it forms by making a successful 


spellcasting check. This spell must be cast at night. 


d20 Undead Form 
1-4 Ghoulish Eater 
5-8 Shadow 
9-12 Ghastly Eater 
13-16 Wight 
17-20 Wild Haunt 


The material component for this spell is a corpse for 


reanimation. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 2 


points of Corruption. 


Lethal Smog of Acrid Doom 


Advanced Evocation (memory 15) 
Casting Time: 1 action 

Range: 120 ft 

SR: Yes 

Components: VS 


Duration: Concentration, up to 10 minutes 


You create a 20 ft radius sphere of poisonous, yellow-green fog 
centered on a point you choose within range. The fog spreads 
around corners. It lasts for the duration or until strong wind 
disperses the fog, ending the spell. Its area obscures sight 
further than 5 ft, being thick and murky. When a creature 
enters the spell’s area for the first time on a turn or starts 

its turn there, and that creature has 3 HD or fewer, they die 
instantly. Creatures with 4 to 6 HD can make a Constitution 
saving throw to avoid death. Living creatures of greater than 6 
HD, and creatures with 4 to 6 HD who make their Constitution 


saving throw suffer tdro poison damage each round while in 
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the cloud. Creatures are affected even if they hold their breath 
or don’t need to breathe. The fog moves 10 ft away from you at 
the start of each of your turns, rolling along the surface of the 
ground. The vapors, being heavier than air, sink to the lowest 


level of the land, even pouring down openings. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 1 


point of Corruption. 


Liurekom's Ward Algainst the 
Words of Power 


Advanced Abjuration (memory 15) 
Casting Time: 1 action 

Range: Touch 

SR: Yes 

Components: VS 


Duration: 8 hours 


You touch a creature and grant it a measure of protection from 
death. The first time the target would drop to o hit points as a 
result of taking damage, the target instead drops to 1 hit point, 
and the spell ends. Ifthe spell is still in effect when the target is 
subjected to an effect that would kill it instantaneously without 
dealing damage, that effect is instead negated against the target, 
and the spell ends. The spell grants total protection from words 
of power, be they the blinding, sleeping, stunning, or killing 


words. 


Plaque of X'ill Skaashrrriiv, 
God of Crawling Chings 


Advanced Conjuration (memory 15, ritual) 
Casting Time: 1 action 

Range: 450 ft 

SR: No 

Components: VSM 


Duration: Concentration, up to 10 minutes 


A horde of insects swarms forth from the spell’s point of origin 
in athick cloud 180 ft in diameter. The insects limit vision to 10 


ft, and spellcasting within the cloud is impossible. Creatures 


inside the plague of insects, regardless of AC, sustain 1 point 
of damage at the end of each round they remain within it. All 
creatures with 2 or fewer HD are driven from the cloud at their 
fastest possible speed in a random direction and flee until they 
are at least 100 ft away from the insects. Creatures with 3 to 5 


HD flee as well unless they succeed at a Charisma saving throw. 


The swarm of insects does not move from the targeted area of 
effect. Heavy smoke or fire drives the insects away, but a single 
torch is ineffective against the swarm. Lightning, cold, and ice 
are ineffective, but a strong wind that covers the entire area 


disperses the insects and ends the spell. 


The material component for this spell is a few grains of sugar, 


some kernels of grain, or a smear of fat. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 2 


points of Corruption. 


Psionicist's Wall 


Advanced Evocation (memory 15) 
Casting Time: 1 action 

Range: 120 ft 

SR: No 

Components: VSM 


Duration: Concentration, up to 10 minutes 


An invisible wall of telepathic force springs into existence 

at a point you choose within range. The wall appears in any 
orientation you choose, as a horizontal or vertical barrier or at 
an angle. It can be free-floating or resting on a solid surface. 
You can form it into a hemispherical dome or a sphere with a 
radius of up to 10 ft, or you can shape a flat surface made up of 
ten 10 ft by ro ft panels. Each panel must be contiguous with 
another panel. In any form, the wall is % inch thick. It lasts for 
the duration. If the wall cuts through a creature’s space when 
it appears, the creature is pushed to one side of the wall or the 


other (your choice of which side). 


Nothing can physically pass through the wall. It is immune to 
all damage and can’t be dispelled by Sorcerous Cancellation. 
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The spell Vestons of the Dreamer in R'lyeh destroys the wall 
instantly, however, for it sends horrendous and distracting 
visions to the psion who is materializing the wall. The wall 
also extends into the Ethereal Plane, blocking ethereal travel 
through it. 


The material component for this spell is a pinch of finely 


crushed clear gemstones. 


Celekinetic Manipulation 


Advanced Evocation (memory 15) 
Casting Time: 1 action 

Range: 60 ft 

SR: Yes 

Components: VS 


Duration: Concentration, up to 10 minutes 


You gain the ability to move or manipulate creatures or objects 
by thought. When you cast the spell, and as your action each 
round for the duration, you can exert your will on one creature 
or object that you can see within range, causing the appropriate 
effect below. You can affect the same target round after round, 
or choose a new one at any time. If you switch targets, the prior 


target is no longer affected by the spell. 


Creature. You can try to move a Huge or smaller creature. 
Make an Intelligence check, with a penalty corresponding 

to the size of the creature (-1 for Small, -2 for Medium, -3 for 
Large, and disadvantage for Huge). Ona success, you move the 
target 30 ft in any direction, including upward, but not beyond 
the range of this spell. Until the end of your next turn, the 
creature is restrained in your telekinetic grip. A creature lifted 
upward is suspended in mid-air. On subsequent rounds, the 
creature is entitled to a Strength check at a -4 penalty to see if 
they can break free of your telepathic grip. If they succeed, the 
spell ends. 


Object. You can try to move an object that weighs up to 

1,000 pounds. If the object isn’t being worn or carried, you 
automatically move it up to 30 ft in any direction, but not 
beyond the range of this spell. If the object is worn or carried by 


acreature, they are entitled to a Strength saving throw to wrest 
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the object from your telepathic grasp. If they fail, you pull the 
object away from that creature and can move it up to 30 ft in 
any direction, but not beyond the range of this spell. You can 
exert fine control on objects with your telekinetic grip, such 
as manipulating a simple tool, opening a door or a container, 
stowing or retrieving an item from an open container, or 


pouring the contents from a vial. 


Crue and Cnerring Sight 


Advanced Divination (memory 15, ritual) 
Casting Time: 1 action 

Range: Touch 

SR: Yes 

Components: VSM 


Duration: 1 hour 


This spell gives a willing creature that you touch the ability to 
see things as they actually are. For the duration, the creature 
can see through illusions, invisibility, and obfuscating sorceries, 
as well as through magical and nonmagical darkness, all out to 
arange of 120 ft. Additionally, you can see into the Ethereal 


Plane out to 120 ft. 


The material component for this spell is an ointment to be 
applied to the eyes. The ointment is made of mushroom powder, 


saffron, and fat, and is worth 25 gp. 


Visions of the Dreamer in R'lyeh 


Advanced Illusion (memory 15, ritual) 
Casting Time: 10 minutes 

Range: Unlimited 

SR: Yes 

Components: VS 


Duration: See below 


You call into the strange gulfs of the subconsciousness. From 
the Dream Realms you pull the slumbered thoughts of the 
mysterious and ancient, Godlike being who lies dreaming in 
the cyclopean city of R’lyeh beneath the waves. His visions 
are madness and horror incarnate, and these visions you 

send to those who have their minds open to your sending. 


Creatures with open minds include those who are asleep, as 
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well as those who are concentrating upon spells. You beam 
into the mind ofa victim with an open mind of your choosing 
horrendous and nightmarish visions of an ancient world of 
blasted, alien madness, and unspeakable horrors the likes of 
which mankind was never meant to even remotely fathom, let 
alone see. There is no saving throw to avoid this onslaught of 
mind-blasting horror. In sleeping victims, the spell prevents 
restful sleep and causes 1d20+1 point per caster level psychic 
damage. The nightmare leaves the subject tired and unrested, 
and unable to regain spells for the next 24 hours. Casting 
Sorcerous Cancellation on the target of this spell while the 
visions are being sent will end the Véstons of the Dreamer in 

R tyeh immediately, and stun the caster for 10 minutes per 

level of the caster of the Sorcerous Cancellation. Ifthe target is 
awake when the spell begins, you can choose to cease casting 
(ending the spell) or enter a trance until the target goes to sleep, 
whereupon you become alert again and complete the casting. If 
you choose to enter this trance, you become unaware of your 
immediate surroundings for the extent of the trance, leaving 
you both physically and mentally defenseless. Creatures who 


don’t sleep or dream are immune to this spell. 


Casting the spell on a creature concentrating on a spell will deal 
damage as described above but will also automatically break 


their concentration. 


Player characters reduced to o hit points by this spell are not 
slain but are instead rendered permanently insane. This will 


effectively remove them from play. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 1 


point of Corruption. 


Wicked Enslavement of 
Primordial Chings 
Advanced Abjuration (memory 15, ritual) 
Casting Time: 1 hour 

Range: 60 ft 

SR: Yes 

Components: VSM 


Duration: See Below 


With this spell, you attempt to bind an aberration, an elemental, 
an outsider, or a fiend to your service. The creature must be 
within range for the entire casting of the spell. (Typically, the 
creature is first summoned into the center of an inverted Circle 
of the Cautious Conjurer in order to keep it trapped while this 
spell is cast.) After the casting, the target must make a Charisma 
saving throw. On a failed save, it is bound to serve you for a 
duration, dependent upon your level. If you are of 6th level or 
lower, the duration for the spell is only 24 hours. Ifyou are of 
7th level or higher, the spell increases in duration to ro days. If 
you are of 8th level and expend one point of soulburn in the 
casting of the spell, the spell lasts for 30 days. If you are gth 
level and expend two points of soulburn in the casting of the 
spell, it lasts for 180 days. If you are a mighty roth level sorcerer 
and you soulburn three points in the casting of the spell, the 


creature is bound to you for a year and a day. 


If the creature was summoned or created by another spell, that 
spell’s duration is extended to match the duration of this spell. 
A bound creature must follow your instructions to the best of its 
ability. You might command the creature to accompany you on 
an adventure, to guard a location, or to deliver a message. The 
creature obeys the letter of your instructions, but if the creature 
is hostile to you, it strives to twist your words to achieve its 

own objectives. lf the creature carries out your instructions 
completely before the spell ends, it travels to you to report this 
fact if you are on the same plane of existence. If you are ona 
different plane of existence, it returns to the place where you 


bound it and remains there until the spell ends. 


The material component for this spell is a jewel worth at least 


2,000 gp, which the spell consumes. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 2 


points of Corruption. 


Agonizing Scorching of the 
Prince of the Elemental Flame 


Master Evocation (memory 25, ritual) 
Casting Time: 1 action 


Range: 150 ft 
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SR: Yes 
Components: VS 


Duration: Instantaneous 


You call upon the Prince of the Elemental Flame, beseeching 
his intervention in your mortal concerns. In reply, a storm made 
up of sheets of roaring flame appears in a location you choose 
within range. The area of the storm consists of up to ten 10 ft 
cubes, which you can arrange as you wish. Each cube must 

have at least one face adjacent to the face of another cube. Each 
creature in the area must make a Dexterity saving throw. They 
take 12d8 fire damage on a failed save, or half as much damage 


on a successful one. 


The fire damages objects in the area and ignites flammable 
objects that aren’t being worn or carried. Ifyou wish, plant life 


in the area is unaffected by this spell. 


Charm of Forlorn Encystment 


Master Abjuration (memory 25) 
Casting Time: 1 minute 

Range: 30 ft 

SR: Yes 

Components: VSM 

Duration: Until dispelled 


You cast a charm upon a target you can see within range. 

That target must succeed on a Wisdom saving throw or be 
transported into an uncomfortably restrictive and tight pore 
roughly 45 miles beneath the surface of the Earth. The pore is 
asphere of magical force, just barely large enough to contain 
the target. Nothing can pass through the sphere, nor can any 
creature teleport or use extra-planar travel to get into or out of 
it. While encysted within the forlorn pore, the target doesn’t 
need to breathe, eat, or drink. Additionally, the aging process 
completely ceases. Sorcery cannot be used to derive the 
location of the cyst. The encysted victim is always aware, always 
awake, and seemingly cannot die, though after a few thousand 


years they may be desperate to. 


Casting this spell in reverse will release an encysted individual, 


so long as you are standing within roo yards of where they 
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were standing when they were entombed. It also has a 1% transform a mass of stone into an equal mass of flesh, though 
chance of releasing 1-100 previously encysted beings dating the flesh will possess no bones, organs, or life unless the spell 
back through the epochs of time. If the reverse of this spell is is being used to restore a petrified creature. When a petrified 
cast near the Manor of the Laughing Mage, that probability creature is returned to flesh, any damage it or anything it 
increases to a 99% chance. Different areas will have different bears has suffered afflicts the creature or object, unless the 
probabilities of holding encysted beings, based on the region’s broken pieces are joined with them as they return to flesh. Only 
history, population, and the Game Master’s discretion. creatures made of flesh may be petrified by this spell. 

The material component for this spell is a small orb of lead The material components for this spell are a drop of blood, a 
encased in glass. pinch of lime, a drop of water, and a pinch of earth. 


Greater Demoniac Summons 


Master Conjuration (memory 25, ritual) 
Casting Time: 1 action 

Range: 60 ft 

SR: No 

Components: VSM 


Duration: Concentration, up to 1 hour 


This spell summons fiends from the Underworld to aid you. 
Such conjured demons appear where you designate within 
range, and act immediately on your turn in the initiative order 
thereafter. You can verbally command them not to attack, to 
attack particular enemies, or to perform other actions. If 
communication is not possible, the demon will attack any 

of your apparent enemies. Underworld denizens will attack 


opponents to the best of their ability. Summoned creatures 


disappear at the end of the spell’s duration or when slain, 


€ y es of th ¢ G Or Q on whichever comes first. 

Master Transmutation (memory 25, ritual) The spell conjures one or more fiends with total HD equal 
Casting Time: raction to your level times 1.5, rounded up. No summoned creature 
Range: 60 ft can have HD greater than ro. For example, a roth level caster 
SR: Yes can summon one 10 HD fiends plus one 5 HD monster, or 
Components: VSM even fifteen 1 HD fiends. As the conjurer, you choose the HD 


Duration: Instantaneous distribution desired, and the spell attempts to accommodate the 


request. For purposes of this spell, the creature or creatures 


In an instant, this spell transforms one creature and all r í 
p summoned may have the statistics of non-fiend monsters, but 


objects it carries into stone, bereft of sense, thought, or thi ; d 3 M 
J Ven One are given the fiend type, and are described as suitably devilish. 


faintest glimmer of life, much like the legendary gorgons in In other words, if you wanted to summon something small 


the mythology of the Atlanteans. Alternately, this spell can and meck and winged, (helper eit anteater 
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Underworld, but their creature type would be fiend, and they 
would be revolting and demoniac to behold. Their appearance 
should be otherworldly and revolting to reflect their heinous 


origins. 


You cannot choose the specific type of fiend to be summoned, 
unless you know their true name (something which all demons 
guard ferociously). Despite this, a request can be worked into 
the spell’s casting. More general requests, such as “demons that 
fly” or “sorcerous demons” or “giant demons”, are more likely 
to be answered. The exact fiends summoned are determined by 
the Game Master. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 4 


points of Corruption. 


The material component for this spell is a small, lit candle. 


Tbrigan the Cerrible's Singer of 
Death 


Master Necromancy (memory 25) 
Casting Time: 1 action 

Range: 60 ft 

SR: Yes 

Components: VS 


Duration: Instantaneous 


You send negative energy coursing through a creature that 
you can see within range, causing it searing pain. The target 
must make a Constitution saving throw. Ifit fails, the creature 
is slain instantly. Otherwise, the creature takes 3dro necrotic 
damage +1 additional point per caster level. A humanoid killed 
by this spell rises at the start of your next turn as a zombie that 
is permanently under your command, following your verbal 


orders to the best of its ability. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 4 


points of Corruption. 
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Indestructible Globe of Protection 
Against Spells 


Master Abjuration (memory 25) 
Casting Time: 1 action 

Range: Self 

SR: No 

Components: VSM 


Duration: Concentration, up to 1 minute 


When this spell is cast, a faintly shimmering 20 ft diameter 
sphere of arcane energy envelops you. The globe acts as an 
impenetrable shield against any and all spells, including spell- 
like abilities and spell-like effects, even if the globe is located 
within the areas affected by such spells. Spells and effects 
targeting or encompassing the globe are not dispelled, but wash 
harmlessly against and over it. Anyone in the globe, however, 
may cast spells in, through, or outside of the globe. The globe is 


immune to Sorcerous Cancellation. 
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The material component for this spell is a small clear bead or 


sphere of glass or crystal, which shatters when the spell ends. 


Invocation of the Powers Beyond 


Master Conjuration (memory 25, ritual) 
Casting Time: 1 action 

Range: Self 

SR: Yes 

Components: V 


Duration: Instantaneous 


This is the mightiest spell a mortal creature can cast. By simply 
speaking aloud and swearing an oath to whatever powers 

may listen, you can alter the very foundations of reality in 
accordance with your desires. The basic use of this spell is to 
duplicate any other spell of Advanced complexity or lower. You 
don’t need to meet any requirements in that spell, including 


costly components. The spell simply takes effect. 


Alternatively, you can create one of the following effects of your 


choice: 


You create one object of up to 25,000 gp in value that isn’t 
amagic item. The object can be no more than 300 ft in any 
dimension, and it appears in an unoccupied space you can see 


on the ground. 


You allow up to twenty creatures that you can see to regain all 


hit points, and you end all effects on them. 


You grant up to ten creatures that you can see resistance to a 


damage type you choose. 


You grant up to ten creatures you can see immunity to a single 
spell or another magical effect for 8 hours. For instance, you 
could make yourself and all your companions immune to an 


Ocular Horror’s death beam. 


You undo a single recent event by forcing a reroll of any roll 
made within the last round (including your last turn). Reality 
reshapes itself to accommodate the new result. For example, 


an Invocation of the Powers Beyond could undo an opponent's 
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successful save, a foe’s critical hit, or a friend’s failed save. You 
can force the reroll to be made with advantage or disadvantage, 


and you can choose whether to use the reroll or the original roll. 


You might be able to achieve something beyond the scope 

of the above examples. State your desire to the Game Master 
as precisely as possible. The Game Master has great latitude 

in ruling what occurs in such an instance; the greater the 
invocation, the greater the likelihood that something goes 
wrong. This spell might simply fail, the effect you desire might 
only be partly achieved, or you might suffer some unforeseen 
consequence as a result of how you worded the invocation. For 
example, wishing that a villain were dead might propel you 
forward in time to a period when that villain is no longer alive, 
effectively removing you from the game. Similarly, wishing for 
a specific magic item or artifact might instantly transport you to 


the presence of the item’s current owner. 


Naturally, whenever you request something grand from the 
powers beyond, they will invariably want you to return the 
favor. What such powers desire is up to the Game Master to 


decide. 


The stress of casting this spell to produce any effect other 
than duplicating another spell weakens you. After enduring 
that stress, each time you cast a spell until you finish a long 
rest, you take 1dio necrotic damage per level of that spell. This 
damage can’t be reduced or prevented in any way. In addition, 
your Strength drops to 3, ifit isn’t 3 or lower already, for 2d4 
days. For each of those days that you spend resting and doing 
nothing more than light activity, your remaining recovery time 
decreases by 2 days. Finally, there is a 33% chance that you are 


unable to cast the spell ever again if you suffer this stress. 


Irrevocable Disintegration 


Master Transmutation (memory 25) 
Casting Time: 1 action 

Range: 60 ft 

SR: Yes 

Components: VSM 


Duration: Instantaneous 


A thin green ray springs from your pointing finger to a target 
that you can see within range. The target can be a creature, an 
object, or even a creation of magical force, such as the wall 
created by the Psionicist’s Wall spell. A creature targeted 

by this spell must make a Dexterity saving throw. On a failed 
save, the target is permanently and irrevocably disintegrated. 
Ona successful save, the target instead suffers 1d6 points of 
force damage per level of the caster. A disintegrated creature 
and everything it is wearing and carrying, except magic items, 
are reduced to a pile of fine gray dust. The creature can be 
restored to life only by means of an Invocation of the Powers 


Beyond spell. 


This spell automatically disintegrates a Large or smaller 
nonmagical object or a creation of magical force. Ifthe target 
is a Huge size object or magical barrier, this spell disintegrates 
a 10 ft cube portion of it. Magic items are unaffected by this 


spell. 


The material components for this spell are a lodestone and a 


pinch of dust. 
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The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 1 


point of Corruption. 


Liaborious Creation of the 
Gnspeakably Vile Undead 


Master Necromancy (memory 25, ritual) 
Casting Time: 1 hour 

Range: 60 ft 

SR: N/A 

Components: VSM 


Duration: Permanent 


This wicked spell allows you to create a potent and especially 
vile undead being. During the casting, you can choose from 
the list below what sort of undead you wish to create, but this is 
not aguarantee. Upon completion of the spell, you must make 
a Luck check. Ona success, you raise the undead type you 
wanted. On a failure, the Game Master rolls on the table below 


to determine the undead you have created. Created undead are 
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not automatically under the control of their animator. You may 
gain command of the undead as it forms by making a successful 


spellcasting check. This spell must be cast at night. 


| d20 | Undead Form | 
| 1-5 | Mummy | 
| 6-10 | Specter | 
[11-15 | Vampire | 
| 16-20 | Ghost | 


The material components for this spell are a corpse for 
reanimation and 100 gp worth of supplies including incense, 
esoteric salts, gems of power, and arcane candles designed 
specifically for the affairs of the dead. All such components are 


destroyed, spent, or consumed by the spell. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 4 


points of Corruption. 
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Che Laughing Mage's 
Elxtradimensional Labyrinth 


Master Conjuration (memory 25) 
Casting Time: 1 action 

Range: 60 ft 

SR: Yes 

Components: VS 


Duration: See below 


You banish a creature that you can see within range to a 

special pocket dimension ofa wicked design. It is an inky 
black void consisting only ofan enormous and labyrinthian 
maze, whose gray stone walls are indestructible, and which 
towers up into the heavens. The maze will be populated with 
whatever other creatures you have sent there recently, plus 
other random horrors banished there by other sorcerers, at 

the Game Master’s discretion. The Intelligence score of the 
target determines the time it takes for them to find a way out of 
the maze: under 3 takes 1d3 months; 3-5 takes 3d6 days; 6-8 


takes 2d4 days; 9-12 takes 5d4 hours; 13-15 takes 4dro minutes; 


es 
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16-17 takes 3d4 minutes; 18-19 takes 3d4 rounds; 20 or greater 


takes 1d4 rounds. 


On leaving the labyrinth, the subject reappears in the spot it 
had last been in when the spell was cast. If this spot is occupied, 
the subject appears in the nearest available space. Spells and 
abilities that move a creature within a plane do not help a victim 
escape The Laughing Magician s Extradimensional Labyrinth, 
although they can escape by means of spells that move them 
from one plane of reality to another. Minotaurs and their like 


are not affected by this spell. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 2 


points of Corruption. 


Mulro's Mastery of the Skies 


Master Transmutation (memory 25, ritual) 
Casting Time: ro minutes 

Range: Self 

SR: N/A 

Components: VSM 


Duration: Concentration, up to 8 hours 


You take control of the weather within a 5-mile radius of you for 
the duration. You must be outdoors to cast this spell. Moving 
to a place where you don’t have a clear path to the sky ends the 


spell early. 


When you cast the spell, you change the current weather 
conditions, which are determined by the Game Master based 
on the climate and season. You can change precipitation, 
temperature, and wind. It takes 1d4 x 10 minutes for the new 
conditions to take effect. Once they do so, you can change the 
conditions again. When the spell ends, the weather gradually 


returns to normal. 


When you change the weather conditions, find a current 
condition on the following tables and change its stage by one, 
up or down. When changing the wind, you can change its 
direction. 
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Precipitation 

Stage Condition 

1 Clear 

2 Light clouds 

3 Overcast or ground fog 

4 Rain, hail, or snow 

5 Torrential rain, driving hail, or blizzard 


Temperature Condition 


Stage Condition 


1 Unbearable heat 


Hot 
Warm 
Cool 

Cold 
Arctic cold 


~Ia AJIN 


Wind Condition 


Stage Condition 

1 Calm 

2 Moderate wind 
3 Strong wind 

4 Gale 

5 Hurricane 


The material components for this spell are burning incense and 


bits of earth and wood mixed in water. 


Pan-Dimensional Projection 


Master Necromancy (memory 25, ritual) 
Casting Time: 1 hour 

Range: 10 ft 

SR: Yes 

Components: VSM 


Duration: Special 


You and up to eight willing creatures within range project 

your immaterial souls into the Astral Plane (the spell fails and 
the casting is wasted if you are already on that plane). The 
material body you leave behind is unconscious and in a state of 
suspended animation; it doesn’t need food or air and doesn’t 
age. Your soul resembles your mortal form in almost every way, 


replicating your game statistics and possessions. The principal 
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difference is the addition of a silvery cord that extends from 
between your shoulder blades and trails behind you, fading to 
invisibility after 1 ft. This cord is your tether to your material 
body. As long as the tether remains intact, you can find your 
way home. If the cord is cut-something that can happen only 
when an effect specifically states that it does—your soul and 


body are separated, killing you instantly. 


Your soul can freely travel through the Astral Plane and can pass 
through portals there leading to any other plane. Ifyou enter 
anew plane or return to the plane you were on when casting 
this spell, your body and possessions are transported along the 
silver cord, allowing you to re-enter your body as you enter the 
new plane. Your soul is a separate incarnation. Any damage or 
other effects that apply to it do not affect your physical body, 


nor do they persist when you return to it. 


The spell ends for you and your companions when you use 
your action to dismiss it. When the spell ends, the affected 
creature returns to its physical body, and it awakens. The spell 
can also end early for you or one of your companions for a 
number of reasons, described below. A successful Sorcerous 
Cancellation spell used against a soul or physical body ends 
the spell for that creature. If a creature’s original body or its 
immaterial soul drops to o hit points, the spell ends for that 
creature. If the spell ends and the silver cord is intact, the 
cord pulls the creature’s soul back to its body, ending its state 
of suspended animation. If you are returned to your body 
prematurely, your companions remain separated from their 
bodies and must find their own way back, usually by dropping 


to o hit points. 


For each creature you affect with this spell, you must provide 
one jacinth worth at least 1,000 gp and one ornately carved bar 


of silver worth at least 100 gp, all of which the spell consumes. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 3 


points of Corruption. 
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Portal to the Detherworlds 
of Reality 


Master Conjuration (memory 25, ritual) 
Casting Time: 1 hour 

Range: 60 ft 

SR: No 

Components: VSM 


Duration: Concentration, up to 1 minute 


You conjure a portal linking an unoccupied space you can 

see within range to a precise location on a different plane of 
existence. The portal is a circular opening, which you can make 
5 to 20 ft in diameter. You can orient the portal in any direction 


you choose. The portal lasts for the duration. 


The portal has a front and a back on each plane where it appears. 
Travel through the portal is possible only by moving through 

its front. Anything that does so is instantly transported to the 
other plane, appearing in the unoccupied space nearest to the 


portal. 


Deities and other planar rulers can prevent portals created by 
this spell from opening in their presence or anywhere within 


their domains. 


When you cast this spell, you can speak the name of a specific 
creature (a pseudonym, title, or nickname doesn’t work). If that 
creature is ona plane other than the one you are on, the portal 
opens in the named creature’s immediate vicinity and draws the 
creature through it to the nearest unoccupied space on your 
side of the portal. You gain no special power over the creature, 
and it is free to actas the Game Master deems appropriate. It 


might leave, attack you, or help you. 


The material component for this spell is a pristine and brilliant 


diamond worth at least 5,000 gp. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 1 


point of Corruption. 


Sakraf's Merciless Draining 
of Mind and Spirit 


Master Necromancy (memory 25) 
Casting Time: 1 action 

Range: 60 ft 

SR: Yes 

Components: VS 


Duration: See below 


One of the most hated of all spells, this spell wracks the 
unfortunate target, draining them of 1d4 levels of experience. If 
cast on an undead creature, it gains 2d4 x5 temporary HP for 1 


hour. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 4 


points of Corruption. 


Simulacra of the Cloning Vat 


Master Necromancy (memory 25) 
Casting Time: 12 hours 

Range: N/A 

SR: N/A 

Components: VSM 

Duration: Until dispelled 


You shape an artificial duplicate of one beast or humanoid that 
is within range during the entire casting time of the spell. The 
duplicate is a creature, partially real and formed from ice, snow, 
or clay, and must be created in the chemical vat ofan alchemy 
laboratory outfitted for the growth of homunculi. While the 
creature is artificial and semi-magical, it can take actions and 
otherwise be affected as a normal creature. It appears to be 

the same as the original creature from which it was cloned, but 
it has half the creature’s hit point maximum and is grown ina 
cloning vat without any equipment. Otherwise, the creature 


uses all the statistics of the creature it duplicates. 


The simulacrum is friendly to you and the creatures you 
designate. It obeys your spoken commands, moving and acting 


in accordance with your wishes and acting on your turn in 
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combat. The simulacrum lacks the ability to learn or become 
more powerful, so it never increases in level or other abilities, 


nor can it regain expended spell slots. 


If the simulacrum is damaged, you can repair it in an alchemical 
laboratory, using rare herbs and minerals worth 100 gp per hit 
point it regains. The simulacrum lasts until it drops to o hit 
points, at which point it reverts to crumbling clay, or to snow 
and melts instantly. Ifyou cast this spell again, any currently 
active duplicates you created with this spell are instantly 


destroyed. 


The material components for this spell include snow, ice, or clay 
in quantities sufficient to make a life-size copy of the duplicate 
creature, a bit of hair or skin belonging to the creature being 
cloned, and powdered ruby worth 1,500 gp, which is sprinkled 


over the duplicate and consumed by the spell. 


Sykral's Wass Ensorcellment 


Master Enchantment (memory 25, ritual) 


Casting Time: 1 action 
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Range: 60 ft 
SR: Yes 
Components: VM 


Duration: See below 


You suggest a course of activity (limited to a sentence or two) 
and magically influence a number of creatures of your choice 
that you can see within range. The creatures must be able 

to hear and understand you. The total number of affected 
creatures is equal to your level+1d20. The suggestion must be 
worded in such a manner as to make the course of action sound 
reasonable. Asking the creature to stab itself, throw itself onto 
a spear, immolate itself, or do some other obviously harmful act 
automatically negates the effect of the spell. Each target must 
make a Wisdom saving throw. On a failed save, it pursues the 
course of action you described to the best of its ability. The 
suggested course of action can continue for the entire duration. 
If the suggested activity can be completed in a shorter time, 

the spell ends when the subject finishes what it was asked to 

do. You can also specify conditions that will trigger a special 
activity during the duration. For example, you might suggest 
that a group of soldiers give all their money to the first beggar 
they meet. Ifthe condition isn’t met before the spell ends, the 
activity isn’t performed. Ifyou or any of your companions 
damage a creature affected by this spell, the spell ends for that 


creature. 


If you are of 6th level or lower, the duration for the spell is only 
24 hours. If you are of 7th level or greater, the spell increases 
in duration to last for 10 days. If you are of 8th level and expend 
one point of soulburn in the casting of the spell, the spell 

lasts for 30 days. If you are gth level and expend two points of 
soulburn in the casting of the spell, it lasts for 180 days. Ifyou 
are amighty roth level sorcerer and you soulburn three points 


in the casting of the spell, the spell endures for a year and a day. 


The material components for this spell are a snake’s tongue and 


either a bit of honeycomb or a drop of sweet oil. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 3 


points of Corruption. 
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Titanic Crembling of the 
Prince of the Elemental Carth 


Master Evocation (memory 25, ritual) 
Casting Time: 1 action 

Range: 500 ft 

SR: No 

Components: VSM 


Duration: Concentration, up to 1 minute per caster level 


Drawing upon elemental forces, and by invoking the Prince 

of the Elemental Earth itself, this spell creates an intense but 
highly localized tremor, within a r00 ft radius circle that ripples 
the ground, knocking creatures down, collapsing structures, 
and opening gaping fissures. The earthquake affects standing 


creatures in its area in a variety of ways. 


All creatures standing in the area must make a Dexterity save 

or fall down. Even if they remain standing, they suffer a -ro 
penalty to any actions attempted during the spell’s duration. 
Additionally, they will find it impossible to move at more than 
half their normal speed, ifatall. All spellcasters standing in the 
area find it impossible to cast spells or maintain concentration 
while the earthquake is in effect (barring your concentration on 
the Zianic Trembling of the Prince of the Elemental Earth) , and 


lose any spells they were in the process of casting. 


Fissures rip open in the ground without warning, with each 
creature in the area having a 25% chance of a chasm opening 
beneath them. Such creatures must make Dexterity saves to 
avoid falling into the fissure, taking 1d6 damage if they fail. The 
worse threat, however, is that all such fissures grind shut with 
impossible force at the end of the round, crushing any trapped 


creatures to death. 


The earthquake also has additional effects based on the terrain 


it effects: 


Cave or Tunnel: The roof collapses, dealing 8d6 damage to 
any creature caught under the cave-in (Dexterity save for half 


damage). 


Cliffs: The cliff crumbles, causing a landslide that travels as 
far horizontally as it fell vertically. An earthquake cast at the 
top ofa 100 ft cliff would sweep 100 ft outward from the base 
of the cliff. Any creature in the path of the landslide suffers 8d6 


bludgeoning damage (Dexterity save for half damage). 


River, Lake, or Marsh: Fissures open underneath the 
water, draining it away from the area to form a quagmire. Soggy 
marsh or swampland becomes quicksand for the duration of 
the spell, sucking down creatures and structures. All creatures 
in the area must make Dexterity saves or sink down in the mud 
and quicksand. At the end of the spell, the rest of the body of 
water rushes in to replace the drained water, possibly drowning 


those caught in the mud. 


Structure: Most structures standing on open ground collapse, 


dealing 8d6 bludgeoning damage to those caught in or beneath 
the rubble (Dexterity save for half damage). 


The material component for this spell is a chip from a stone 
cast by a giant and a live animal to be sacrificed to Tehkunal the 


Prince of the Elemental Earth. 


Wicked Binding of the Immortal 
Soul 


Master Evocation (memory 25, ritual) 
Casting Time: 1 action 

Range: 500 ft 

SR: See below 

Components: VSM 


Duration: Indefinite 


This spell forces (or convinces) a creature’s material body and 
life force to enter into an extradimensional space within a gem 
worth at least 1000 gp per level or HD of the creature trapped. 
The gem holds the trapped entity indefinitely or until the gem is 
broken and the life force is released, which allows the material 
body to reform. Ifthe trapped creature is a powerful creature 
from another plane, it can be required to perform a service 
immediately upon being freed. Otherwise, the creature can go 
free once the gem imprisoning it is broken. The spell can be 


triggered in one of two ways. 
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Spell Completion: The spell can be completed by speaking 


its final word as if you were casting a regular spell at the subject. 
This allows spell resistance (if any) and an Intelligence save to 
avoid the effect. If the creature’s true name is spoken as well, 
any spell resistance is ignored, and the saving throw suffers a 

-2 penalty. Ifthe save or spell resistance is successful, the gem 


shatters. 


Trigger Object: The second method tricks the subject into 
accepting a trigger object inscribed with the final spell word, 
automatically placing the creature’s soul in the trap. To use 
this method, both the creature’s true name and the trigger 
word must be inscribed on the trigger object when the gem 

is enchanted. As soon as the subject picks up or accepts the 
trigger object, its life force is automatically transferred to the 


gem without the benefit of spell resistance or a save. 


The material component for this spell is a gemstone worth at 


least 1,000 gp per level/HD of the target. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 3 


points of Corruption. 
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Words of Power 


Master Enchantment (memory 25) 
Casting Time: 1 action 

Range: 60 ft 

SR: Yes 

Components: V 


Duration: Instantaneous 


The words of power are among the most destructive, potent, 
and fundamentally harsh enchantments on Earth. With but 
asingle word, you can command a creature to do things 
ordinarily beyond their control. The known words of power 
are Sleep, Stun, Blind, and Kill. It is likely that other words of 


power exist, though who can say for sure... 


Sleep: With but an utterance, you place a target within range 
into a magical slumber from which they cannot be roused by 
ordinary means. If they have fewer than 60 hit points, they fall 
into slumber, which lasts indefinitely. The only way to rouse 
the sleeping victim is by performing an act that you decide with 
the utterance of the word. This action might be something as 
simple as speaking a secret password, or something as arduous 
as slaying a mighty demon. The conditions can be as esoteric as 
you like (within reason), involving the phases of the moon, true 
love, unique magic items, etc. The Game Master will have final 
say on what is and is not acceptable. The target is not required 


to hear your word of power, nor understand it. 


Stun: With but an utterance, you stun a creature within range. 
If they have 4o hit points or fewer, they become stunned for 
4d4 rounds. If they have 41-80 hit points, they are stunned for 
2d4 rounds. If they have 81-120 hit points, they are stunned 

for 1d4 rounds. Creatures with greater than 120 hit points are 
unaffected by this spell. A stunned creature cannot act for the 
duration. The target is not required to hear your word of power, 


nor understand it. 


Blind: With but an utterance, you render a creature within 
range blind. If they have greater than 100 hit points, they are 
immune to this spell. The blindness lasts for 1d4 minutes. 
The target is not required to hear your word of power, nor 
understand it. 
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Kall: With but an utterance, you kill a creature within range. If 
they have 7o hit points or fewer, they die instantly. The target is 


not required to hear your word of power, nor understand it. 


The casting of this spell carries with it the guarantee of 
automatic Corruption. Upon completion of the spell, you gain 


1d4+1 points of Corruption. 


Xai-Cang's Bubbling Regeneration 
Master Transmutation (memory 25, ritual) 

Casting Time: 1 minute 

Range: Touch 

SR: Yes 

Components: VSM 


Duration: 1 hour 


You touch a creature and stimulate its natural healing ability. 
The target regains 4d8 + 15 hit points. For the duration of the 
spell, the target regains 1 hit point at the start of each of its turns 
(10 hit points each minute). The target’s severed body members 
(fingers, legs, tails, and so on), if any, are restored after 2 
minutes. Ifyou have the severed part and hold it to the stump, 


the spell instantaneously causes the limb to knit to the stump. 


The material component for this spell is a salamander’s tail. 
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Game Master 
Section 


Everything beyond this point is for Game Masters only. Unless 


you are planning on being the referee of an upcoming game, 


GO NO FURTHER! You have been warned. 
Running the Game 


The following sections of this tome deal directly with the rules 
and minutia of running the game. As a Game Master, it is 

your job to have something of an understanding of these rules. 
However, if during play you cannot recall a specific rule, simply 
make a ruling on your own. You have the final say, not these 
rules. Do not sacrifice the forward momentum of your narrative 
for the sake of adherence to the rules. Don’t bother fumbling 
through pages if you could just as easily make a declaration of 


how things will proceed. Rulings, not rules, as they say. 


Your goal as a Game Master should be to construct compelling 
and exciting scenarios that your players can interact with. They 
are the main characters of a collaboratively told story in the vein 
of the classics of sword & sorcery literature. You can construct 
narratives with a beginning, middle, and end, but emergent 
narratives that come to life through play are just as valid and 
perhaps more memorable. 

NOTE: Ifyou are lacking examples of such titans of fiction, I direct you 


to Appendix N in the back of this very book, wherein you will find a list of 
recommended readings! 


The three most important things to remember when running 
the game and designing scenarios are that the game operates 
best when the focus is on action, adventure, and the forward 


momentum and break-neck pace of pulp fantasy. 


The sections that are to come will give you tools to help 
reinforce these three elements. Namely, the Game Master 
would do well to familiarize themselves with the Storytelling 
section and the Combat section. Beyond that, an understanding 
of the ideology behind the Exploration section would serve you 
well. Additionally, the Monsters section, Who’s Who section, 
Magic Items section, and the Gazetteer are there to serve as 
inspiration for you to construct enviroments and scenarios for 


your characters to explore and interact with. 


TWO PASSING NOTES FOR GMs: First, you may feel 
a strong affinity toward constructing a tightly built narrative 
that the party must strictly adhere to, with all the details and 
events put together in just the right way. If you have done this 
my friend, turn it into a short story instead—sell it to the pulps! 
Yow’re not utilizing the full breadth of what rpgs can provide. 
In my humble opinion, it’s far better to set up environments, 
NPCs, and the initial setup of your scenario. Be at peace 
knowing that players may choose to ignore your plot entirely 
in favor of finding trouble on their own. You can maintain a 
fun and exciting game with a brisk pace and little plot, I assure 
you. Just present options to the players, be as impartial as 
possible, and let the dice fall where they may. In my experience, 
emergent story moments are far more exciting and memorable 


than scripted ones. 


Second, it is tempting to think that you are the antagonist, or 
the enemy of the PCs. This is not the case. Neither are you an 
ally, however. You are there to facilitate and guide the game to 
exciting scenes and scenarios where the players can shine. You 
should present the relevant information and impartially react 
to their actions, questions, and decisions. Common sense, the 


dice, and the logic of the world will decide their fate. 


Che SIEGE Engine 


Swords & Chaos is powered by the SIEGE Engine. What does 
SIEGE mean? Nobody knows. I’ve asked the designers and they 
cannot remember. It’s an acronym, but we’ve only gotten as far 
as the last two letters being Game Engine (probably). Lost to 


the sands of time, I suppose... 
The core of the SIEGE Engine is this simple equation: 


Challenge Base + Challenge Level = Challenge Class, 
or: CB + CL = CC 


This equation is used to determine whether or not an action, 
saving throw, attribute check, etc, is successful on a d20 roll. 
Every roll is tied to one of the 7 attributes (Strength, Dexterity, 


Constitution, Intelligence, Wisdom, Charisma, and Luck). 


The CB or Challenge Base is always either 12 or 18 and is 
dependent on whether the d20 roll is tied to an attribute that is 


a Primary or Secondary attribute for the PC. 
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The CL or Challenge Level represents the situational modifiers 
that would make the action in question more difficult. A 
modifer of +1 to +5 is equivalent to an easy task, a modifer of 
+6 to +10 represents a difficult task, a modifer of +11 to +15 
coincides with a very difficult task, and a modifer of +16 to +20 


indicates a heroic task. 


The CC or Challenge Class is the combined total of the CB and 
CL and represents the number the player character needs to 


beat on a d20 roll in order for an action to succeed. 


Attribute Checks & When to 
Call for Chem 


Whenever you need to resolve an action where chance would 
realistically be a factor, the Game Master should call for 
an attribute check. This is a simple procedure that can be 


performed as follows: 


1. Calculate a Challenge Level (CL). If this check is 
being made in relation to a monster or opponent in combat, the 
CL is equivalent to the Hit Dice of the opponent, plus any other 


conditional elements that might be relevant. 


2. Have the player roll a d20, adding their level, and 
attribute score modifier for the relevant attribute to the 
roll. They should inform you of the result. If the attribute is 
a primary, they should inform you by saying “Prime”, if it is 
secondary, they should inform you be saying “Secondary”. 


3. Determine if the check was a success or failure by 
using the equation CB + CL = CC and compare it to the result 
given to you by the player. For Primary Attributes, CB is 12, 

and for Secondary Attributes, CB is 18. If the player’s result is 
greater than the total Challenge Class (CC), the check succeeds, 
and so does the character in their attempt. If it is equal to or less 
than the Challenge Class, the check fails, and the attempted 


action fails with it. 


Typically, if a character has knowledge ofa skill, it is not 
necessary for them to make a check to perform said activity. 
Checks for basic competency are the bane of the existence of 
player characters, and shatters the illusion of being a reliable, 


capable, competent person in a world of chaos and doom. 
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It would be unreasonable to ask a rogue to make a Dexterity 
check to climb over a wooden fence. Such a character would 
have the ability and familiarity with such activity to easily 

shimmy up the planks and pull themselves over the top with 


ease. The same could be said for a barbarian swimming across a 


slow creek, or a sorcerer identifying elementary arcane symbols. 


Some things characters just know. 


If the rogue were to climb a marble wall during a storm, or the 
wizard were to identify the nature of a spell based only on a 
secondhand account, or if the barbarian were swimming rapids 
during a flood, then checks are worth calling for! In these 
situations, too, penalties might be worth applying, at the GM’s 


discretion. 


Untrained Checks 


Ifa character is attempting to perform a skill for which they have 
no knowledge or training, they should always be expected to 
make a check, sometimes at a penalty, if the task is sufficiently 
difficult. If, however, the character is attempting an action that 
falls specifically under the domain of a character class other that 
their own, an attribute check should always be called for, often 


with a special modification. 


Ifthe GM rules that the PC has no reason to have any 
knowledge of the skill or activity they are attempting, then the 
player should add NO levels to the d20 roll! This is to show a 
lack of familiarity and training with a given activity. Generally, 
this harsh penalty is imposed only when explicitly stepping well 
beyond the bounds of what the PC should realistically know. 


Example: Che SIEGE Engine 
in Action 


Michael is playing Borakar, a 2nd level Rogue, and Jeremy is his 


Game Master. 


Jeremy: “Borakar runs through the rainy streets of Obar, the 


guards hot on his trail.” 


Michael: “I need to lose them! Can I look around for a place to 
hide?” 


Jeremy: “Yes, but remember, you're being chased. Are you 


stopping to have a look?” 
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Michael: “NO! [’m just whipping my head around while I run.” 


Jeremy: “You keep moving and whip your head back and forth. 
To the left, you can see an alley that recedes into the shadow 
between two tall buildings. Do you take it? You can hear the 
stomp of boots on the muddy street, and guards shouting up the 
way.” 

Michael: “Sure, whatever! I run into the alley and hide in the 


darkness there, Hopefully, they'll just run on past.” 


Jeremy: “Okay, you run into the alleyway and find yourselfin 
agrimy little space maybe 6 feet wide that runs back about 20 
feet. At the end of the alley is a dead-end of smooth, wet stone. 
The alley is relatively clear, save a bit of trash and mud clogged 


near a ditch.” 
Michael: “WHAT?!” 


Jeremy: “You can hear them coming closer... What are you 


going to do?” 


Michael: “Uhhh... I slather myself in some of the mud from the 


drain and hide as best I can.” 


Jeremy: “Wow, uhh... okay. Make me a Dexterity check, and 
[ll give you a +2 bonus on the check for thinking to camouflage 


yourself like that.” 


Michael rolls his die, getting a 15! He adds his level (2) and the 


bonus for the mud to his roll (2) and arrives at his result. 
Michael: “1g, Prime!” 


Jeremy knows that Michael’s Challenge Base is only 12, as 
Dexterity is one of his Primary Attributes. To the Challenge 
Base he adds a Challenge Level of 4 (+2 because the guards are 
actively looking for him, and another +2 because his hiding spot 
is very barren). These combine to give him a Challenge Class of 
16. Because 19 is greater than 16, Michael’s character Borakar 


was successful in eluding the guards. 


Saving Chrows 


Whenever you need to determine whether a character avoids 
an adverse effect or a special attack by an enemy, the Game 


Master can call for a saving throw to avoid such a hazard. A 


saving throw works in the same way as an attribute check. 
Attacks that have a save use the Hit Dice of the attacking enemy 
to determine the CL, as do saves vs oncoming spells. Traps 
determine their CL by using the HD of whoever set the trap, 
and so on. lf the player can beat the total Challenge Class, they 


make their save. If not, woe to them. 


Consult the table below to see which attributes can be used to 


modify which saving throws. 


Save Type Categories 

Strength Paralysis, Constriction, Grappling 
Intelligence Sorcery, Illusion 

Wisdom Confusion, Gaze Attacks, Petrification 
Dexterity Breath Weapon, Traps 


Constitution Disease, Energy Drain, Poison 


Charisma Charm, Fear, Hypnotism 
Luck Death Attack, Breath Weapon 
Variable Spells 


Awarding Experience Points 


Experience is the means by which you, the Game Master, can 
facilitate play and guide the style and feel of the game. Whatever 
you attach experience points to, the players will pursue with as 
much feverish desire as they might pursue treasure or magic 
items, for all players delight in becoming more powerful. Now, 
the questions you must grapple with are “How many experience 
points should I award?”, “How should I divvy experience points 
among my players?”, and “What should be worth granting 


experience?” 


The answers to these questions will come down to personal 
preference, and will become more clear with time. As you 
grow to better understand the system and what caters to your 
preferences as a Game Master, and the likes and dislikes of 
your players, you'll be able to award experience with more 
sophistication than we can. Some general guidelines are as 


follows: 


Experience points are best awarded at the end of the session, 
once all earned XP is tabulated. 
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When an enemy is slain, the listed XP in the creature’s stat 
block is divided evenly among the combatants. NPCs assisting 
the players will also get a share of the experience, even if they 


don’t have any levels. 


For every 1 gold piece worth of treasure that player characters 
plunder while adventuring, they are awarded 1 XP. This 

might seem redundant, as treasure seems like it should be 
reward enough, but recall, we want to encourage players to be 
scoundrels motivated by things like quick coin. Ducking the 
monsters or negotiating with fell demons for their treasure will 
still warrant them a great deal of experience just for getting 
the gold. If multiple player characters are involved in such an 
activity, the XP is divided evenly among them, including any 
NPCs that assist them in the act, even if they don’t have any 


levels. 


When a player character comes up with a clever solution to a 


problem that you did not anticipate, award them too XP. 


When a player roleplays a scene especially well, be it an action 


scene or a dramatic scene, award them 150 XP. 


If the party loses a combat or is captured, award them '4 of the 


XP value of their opponents. 


Ifa player character accomplishes one of their major goals or 


motivators, award them 500-1,500 XP. 


Ifa player character wakes up drunk in an alley, award them 
50 XP. Clearly, SOMETHING happened, even if nobody 


remembers. 


Awarding Boons 


As briefly discussed in the character creation section, a boon 

is an emergency critical success that a player can use once per 
game session. Some players in a group may have boons awarded 
to them for having especially low attribute scores. Those boons 
awarded during character creation refresh at the start of anew 


game session. 


However, as the GM, you have the option to award additional 
boons to players for clever roleplaying, engaging in exciting 


action, or doing something that just makes you laugh. If you're 
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worried that they might really struggle with an upcoming battle, 
throwing a few boons their way wouldn’t hurt either. There are 
no hard rules for awarding boons, but generally you shouldn’t 


let the players stockpile too many of them. 


Coins, buttons, uniformly colored dice, and glass or plastic 
gemstones make for excellent physical boons that you can hand 
to players and which they can hand back to you upon expending 
them. 


Storytelling 


Sword & sorcery narratives are very close to their protagonists. 
The scope of such tales is usually very immediate and involves 
the intimate concerns of their main characters. Tales in the 
genre almost never concern things like world-ending terrors or 
saving all humanity from a cackling villain. The characters are 
protagonists, but not explicitly heroes. A typical narrative will 
have smaller stakes, and the motivation of the characters will 

be internal, rather than external. Instead of saving the world, 
such characters would concern themselves with revenge, greed, 
romantic desire, escaping from the shackles of another, or the 


fallout of a night of too much wine and pleasure. 


The point is to keep the stakes comparatively low, and the 
narrative close to the characters. That is not to say, however, 
that stakes don’t matter. They do! Just keep the stakes focused 
on the characters and the things they care about. They should 
often be on the knife’s edge or at the end of a sword, managing 


to survive trials by their wit and brawn. 


Yarns & Sagas 


Within the realm of sword & sorcery fiction, two durations of 
stories seem to emerge, which will prove helpful in the design 
of your adventures and scenarios. After all, this is a genre that 
can simultaneously support one-off narratives and overarching 
goals and motivations. If you like, you could consider this the 


dichotomy of episodic and serial storytelling. 


In episodic storytelling, the tale is short, has a contained 
beginning, middle, and end, and is wrapped up rather neatly 
in a short amount of time. You might also call such short and 


concise stories yarns, as there is little difficulty involved in their 
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telling or much forethought in their presentation. It’s simple, 


mindless work, like spinning yarn. 


By contrast, serial storytelling is continuous and sees an 
overarching narrative blossom over time. These stories can 
be quite involved, resonant with the characters, and complex 
on the part of the storyteller. The narrative is building to 
something with each installation, though the readers (i.e. 
players) know not what. Such long-form storytelling can be 
called sagas—derived from the epic nature and long oration of 


the ancient sagas of the skalds. 


Do not make the assumption, however, that these two points 
are binary options. In tabletop games, there exists a subtle 
gradient between episodic and serial narratives, that borrow 
from one another. One session might be a one-off experience 
that builds to nothing, but darn it, it was fun to play, and the 
next session might reveal the presence of a villainous figure 
who has been shadowing the player characters for months. 
Everyone will find their own preferred point on the gradient 
between these two types of storytelling, but for sword & sorcery 
fiction, I cannot recommend enough the hybrid of roguish, 
unrelated adventures occasionally punctuated by a distant or 
obfuscated overarching narrative. The players may or may not 
even be drawn into this subtler serialized narrative, but it is 


good to present it either way. 


Combat, Surprise & Initiative 


Combat adheres to the following basic procedure. First, 
Surprise must be determined. If it is even possible that one 
or more parties in a given combat could be surprised, a check 
should be made. If there is no realistic way any combatants 
would enter combat unsuspectingly, do not bother with this 


step. 


For every individual that could be surprised, call fora 
Wisdom check (modified by circumstances such as sneaking, 
camouflage, night vision, etc. within a range of-5 to +5). Any 
individuals or parties who fail their check are caught off-guard 
and cannot act during the first round of combat. If both parties 
fail their Wisdom check, everyone is caught so unawares that 
nothing happens during the first round other than surprised 


looks and shouts. 
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Next is to determine Initiative. Initiative is determined by 
rolling a dro. The highest roll goes first, followed by the next 
highest, and so on until each participant has had a turn. In 
the event of a tie, the character with the higher Dexterity acts 
before the character with the lower Dexterity. 


Now that initiative has been determined, each participant takes 
action, adhering to this sequence. During an individual’s round, 
called a Combat Round (roughly equivalent to 6 seconds time), 
they have access to a number of potential Combat Actions, 

as well as free movement. A combatant can move at any time 
during their turn (before, after, or during actions), up to their 
total movement speed (default 30 ft). 


Have all combatants take turns until the end of the initiative 
order, and then roll initiative again. Repeat until one party 
decides to flee, one party is completely slain or captured, or 
both parties wish to cease. 


Dass Combat & the 
WAR. System 


Battles represent the pinnacle of violence in the medieval world. 


Armies clash, blades spark, and the thundering of hooves 
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echoes through the hills and mingles with the cries of frenzy, 
anguish, and bloodshed. Vast forces move against one another, 
tying to gain the upper hand, and ultimately warriors pass from 


life into legend. 


For their incredible cost, risk of men, and time involved in their 
orchestration, battles are a rare and noteworthy thing indeed. 
When armies move to war, all the lands thereabout pay close 


heed, for history is soon to be made. 


Eventually, you may find yourself in a situation where your 
players have set themselves up against a massive force, or might 
be commanding a massive force of their own. When the number 
of combatants in such an action scene are too great to be 
conveniently managed with the traditional rules of turn-by-turn 
combat, it may be worthwhile to use mass-combat rules, also 
referred to as the W.A.R. (Without Arduous Rules) System. 


The W.A.R. System opts to substitute much of the die rolling 
and blow-by-blow exchanges of the traditional combat rules 

in favor of a single die roll which determines the tide of battle. 
The W.A.R. System is at its best when it is supplemented with 


dramatic, ground-level narration. If players are insistent on 
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+1 to +5 


being directly in the action, fret not. Allow them to use the | Well-Equipped Melee Character Present | +1 per level/HD | 
traditional combat rules while behind the scenes you determine | Well-Prepared Sorcerer Present | +1 per level/HD | 
the general flow of the battle as a whole. Typically, you can | Magic Item Present on the Battlefield +1 per item 


assume that there are enough enemies on the field for them to | Supernatural or Inhuman Combatants 


slay that they won’t ever crunch through the whole force before 4. Tally up totals. Whichever side has the higher final total 


the combat is resolved. 


wins the battle. In the event of a tie, assume both sides are 


forced to fall back and suffer comparable losses. 


5. Calculate the difference between the two die rolls 
to determine the impact of the battle on both sides. Subtract the 
final score of the losing side from the final score of the winning 
side and consult the table below to determine the number of 


combatants slain, injured, or fatigued due to the battle. 


Difference Casualties Result 
Winners : Losers Winners : Losers 
1-2 0% : 10% Secure Battlefield : Retreat 
3-4 0% : 20% Secure Battlefield : Retreat 
5-6 10% : 20% Secure Battlefield : Retreat 
7-8 10% : 30% Secure Battlefield : Retreat 
9-10 20% : 40% Retreat : Retreat 
What follows are the key steps of the W.A.R. System: 11-12 0% : 30% Baie BEETS Ele Raton 
: . 13-14 20% : 50% S A : Retreat 
1. Have both sides ofa conflict roll a dr2. oe E 
15-16 30% : 60% Secure Area : Retreat 
2. If one side has vastly superior numbers, 17-18 10% : 50% Secure Region : Retreat 
award them a bonus to their die roll per the table below. 19-20 0% : 30% Secure Region : Rout 
| 5 Rees | B | 21-22 20% : 70% Secure Region : Rout 
uperior Numbers onus 
k 23-24 10% : 70% Secure Region : Rout 
| Outnumber the enemy by any degree | +2 | 
| Gumunbeneieneniy bye | a | 25+ 10% : 100% Dominate Region : Wiped Out 
| Outnumber the enemy by 3 to 1 | +6 | 
| Oununbeneecen a anon | +8 | Secure Battlefield: Combatants maintain/gain control of the 


battlefield after the battle. 
3. Award a circumstantial bonus to any of the forces 


present for the battle in accordance with the table below. Secure Area: Combatants maintain/gain control of the area 

surrounding the battlefield, out to roughly 2 miles. 

Advantageous Condition Bonus 

Good Cover +2 Secure Region: Combatants maintain/ gain control of the region 

High Ground +1 surrounding the battlefield, out to roughly 5 miles. 

Surprised the Enemies E2. 

Se Ce Ce m Dominate Region: Combatants maintain/gain total control over 

Siege Engines and Machines of War T3 all contended holdings 

Sond Mowe te Retreat: Combatants fall back and regroup at the nearest safe 

Experienced Leader +1 per level/HD 


location 
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Rout: Combatants disband and openly flee. The force is 


dissolved, and any survivors will try to make their way home. 


NOTE: The fighting of pitched battles is usually avoided at all costs by 
most governments and warlords, for they are incredibly risky affairs. Far 
more common are sieges, wherein one side hides in a fortified castle and 
the other seeks to scale their walls or otherwise wait them out. Sieges can 
also be resolved with the W.A.R. system, however, defenders do not give 
up their fortifications unless the besiegers manage to beat their W.A.R. 
roll by 15 or more. In the event that a besieging army cannot overcome this 
requirement, they can always guard all entrances to the fortification, and 
starve the defenders out, though this will take time. For more information 
on castles, and the potential for player-owned castles, consult the 
Strongholds section on page 129. 


Siege Weapons 


Typical weapons employed in the siege ofa castle are listed 
in the table below. In the event that they are used in a context 
other than mass combat, their actual damage dice values are 
listed. 


Siege weapons need to be incredibly powerful to overcome 

the incredibly high resistance to damage that castle defenses 
have. For context, the defensive 10 ft thick stone wall ofa castle 
ignores any attack dealt to it that does less than 20 damage in 

a single blow. Wooden defenses can likewise ignore attacks 
that fail to do at least 10 or 15 points of damage in a single blow, 


depending on thickness and design. 


Siege Weapon Bonus to Hit Damage 
Ballista +6 3d6 Piercing 
Mangonel T5 5d10 Bludgeoning 
Ram +4 3d10 Bludgeoning 
Siege Tower N/A N/A 
Trebuchet +5 8d10 Bludgeoning 


Ballista: A ballista is a Large sized object that resembles a 
massive crossbow, either on wooden wheels or simply set on 

a wooden frame. It takes an entire action to aim a ballista, and 
another action to load a specially designed bolt into it. Firing 

is as simple as pulling the lever to release the cord. Ballistas 
have a range of 120/480 ft. They can be sabotaged or destroyed, 


having an AC of 15 and 50 hit points. 


Mangonel: A mangonel is a Large sized structure that is often 


also referred to simply as a catapult. [thas a long arm that can 
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be cranked back and released to hurl heavy payloads high into 
the sky. Mangonels are ideal for striking enemies hiding behind 
high walls, as the projectiles shoot up at such a steep arc as to 
easily navigate such barriers as castle walls. It takes two people 
to load a mangonel, two people to aim a mangonel, and one 
person to heave the great release level to throw the payload. 
Mangonels have a range of 200/800 ft. They can be sabotaged 


or destroyed, having an AC of 15 and 70 hit points. 


Ram: A ram is a Large sized log shod with iron caps used 

to bash through doors and barricades. Sometimes rams are 
supported by two high beams of timber, from which the ram is 
suspended by a chain to offer maximum freedom of movement. 
It requires at least four people to lift and swing a ram effectively. 
Though unlikely, a ram can be destroyed, having an AC of 15 


and 70 hit points. 


Siege Tower: These enormous mobile towers are Huge in 
size, though their exact dimensions vary wildly depending on 
the needs of those who build them. A siege tower is a wooden 
structure often draped in furs and slathered in mud to avoid 
catching fire. They have beam frames and slatted walls. These 
towers sit upon sturdy wooden wheels which allow them to 

be pushed or dragged—typically by oxen, elephants, mules, 
soldiers, or slaves. Warriors can use the tower to reach the 
top of the walls of the tower they are invading, assuming the 
tower was built to the right specifications. Siege towers can be 


destroyed, having an AC of 15 and 150 hit points. 


Trebuchet: Trebuchets are Huge sized catapults that 

fling payloads in high arcs ina similar fashion to mangonels, 
permitting them to hit enemies behind cover. By using a 

sling and pouch at the end of the arm of the catapult to fling 

the ammunition, the trebuchet can throw things even farther 
and harder than can a mangonel. It takes two people to load a 
trebuchet, two people to aim a trebuchet, and one person to 
pull the lever to release the payload. Trebuchets have a range of 
300/1,200 ft. They can be sabotaged or destroyed, having an 
AC of 15 and 100 hit points. 
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Underwater Combat 


When making a melee attack underwater, a creature that 
doesn’t have a swimming speed suffers disadvantage on attack 
rolls unless their weapon is a dagger, javelin, shortsword, spear, 
or trident. All other weapons also deal half damage when used 


underwater. 


A ranged attack automatically misses a target beyond the 
weapon’s normal range. Even against a target within normal 
range, the attack roll has disadvantage unless the weapon is 
a crossbow, net, or a weapon that is thrown like a javelin (i.e. 


spear, trident, dart, etc.). 


Swimming requires knowledge of how to swim AND a 
successful Strength check. Creatures with swim speeds aren’t 
required to make a check. On a success, a creature can swim at 
half their movement speed (depending on water currents). On 
a failure, the creature is only able to flail ineffectively. Failure 
by 5 or more indicates that they begin to sink. See page 128 for 


drowning rules. 


Creatures and objects fully immersed in water have resistance 


(4) to fire damage. 


Situational Modifiers, Poor 
Visibility § Cover 


There are elements to the situation and environment that can 
conditionally modify the outcome of a die roll just as easily as 
acharacter’s attributes, level, or an opponent’s armor class. 
These peripheral elements are called situational modifiers. It 

is entirely up to you, the Game Master, to determine when (if 
ever) a situational modifier might come into play. Some opt to 
use them all the time, and others prefer to ignore them entirely. 
There is no right approach. 


In general, modifiers can be divided into two types: reliable 
and unreliable. A reliable modifier is one that you can count 
on being consistent. Things like hiding behind a wall for cover 
against missile fire or a drake’s fire breath will reliably protect 
someone, and should confer a static modifier—something like a 


bonus on either AC or a die roll that is set in stone, like a +1 to 
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a+5 would be appropriate. An unreliable modifier is one that 
has too many variables to count on with any regularity. No static 
number is attached as a bonus or penalty, and instead die rolls 
are made with advantage or disadvantage. Firing an arrow into 
the chaos of melee is a good example of this—the odds that the 
bowman will have a good shot at their target will change from 
moment to moment, and a static penalty would not make much 


sense. 


Here are some generic situational modifiers that you might find 
useful to reference from time to time. While all these modifiers 
are combat-oriented, there is no reason modifiers cannot be 


applied for non-combat checks. 


Situation Modifier 
Defender prone or blind Advantage 
Defender is defenseless wS 
Defender at lower elevation +1 
Defender stunned or cowering T2 


Defender invisible /attacker blind Disadvantage 


Melee attack from mount/unstable platform -2 
Ranged attack from mount/unstable platform -4 
Visibility Modifier 
Blinding Light Disadvantage 
Bright Light -2 to hit 
Normal Light No Modifier 
Dim Light -2 to hit 
Darkness Disadvantage 
Mist, Light Fog -2 
Dense Fog, Rain, Twilight -4 


Penalties apply to attack rolls and any checks that rely on sight. 
At GM’s discretion, these penalties may be applied to Dexterity 


or Luck saving throws as well. 


| Cover 


Modifier 


+2 AC and Dex saves 


| Three-Quarters cover 


+5 AC and Dex saves 


| Half cover | 


| Full cover 


Defender cannot be attacked directly 


Half Cover: Half the body is obscured or blocked. Standing 


behind a low wall, in a thicket, in a crowd of people, etc. 


Three-Quarters Cover: Three quarters or more of the 
body is obscured or blocked. Standing at an arrow slit in a wall, 


behind a tree, diving in a pool of water, etc. 


Full Cover: Body is fully obscured or blocked. Standing 
behind a solid wall, within the hollow of an ancient tree, a bend 


in a cavern, etc. 


Firing into Melee: Ranged weapons and thrown weapons 
used in close quarters (i.e., in melee range) make their attack 
rolls at disadvantage, due to the fast and erratic movements of 


opponents up close. 


Additionally, ranged weapons and thrown weapons Cast into 

a melee from outside make their attack rolls at disadvantage 
due to the high likelihood that during the scuffle, an enemy or 
ally might come into or move out of the path of the projectile 
unknowingly. If such an attack misses, it will continue along 
its given path in a straight line and can hit anything in its path. 
Make an attack roll for each combatant that is along the line of 
fire. Add a cumulative -1 penalty to the attack roll for every to ft 


the projectile passes beyond its intended target. 


Health, Healing, Rest & Death 


Hit points represent an amalgamation of stamina, luck, speed, 
and combat familiarity. Successful attacks and damage do not 
mean that a sword strike landed, and chunks of flesh were 
hacked off. An attack that lands indicates only a light nick, 
and the drawing ofa bit of blood. Mostly the loss of hit points 
represents the depleted stamina of the combatant, and the 


energy it took to parry, block, or otherwise avoid a fatal blow. 


Once any non-player character reaches o hit points, they 

are out of the energy needed to defend themselves, and the 
incoming strike lands true. They are slain. In the case of player 
characters, the rules are slightly different. At o hit points, a 
player character is struck by an enemy and collapses in a great 
heap. It is very possible that they are dead, but none should be 


so quick to assume so. 


Only when another individual goes to inspect the body will it 
be known for sure what the fate of the PC was. To inspect the 
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character, a Roll the Body check must be made. A d20 must be 
rolled, adding the downed character’s Luck modifier. A Roll the 
Body check is always made with a CB of 12, even if Luck is not 
one of their primary attributes. If the roll meets or exceeds a 12, 
the character was not slain, but simply lost consciousness due 
to a blow or the fatigue of battle. If the roll is less than the CB 
of 12, the inspector will find that indeed, the character has been 


slain. 


After a battle, the players may find their hit points seriously 
depleted. This represents the strain the battle has put on them 
and the subsequent exhaustion that follows death-defying 
stunts. Characters have a few options for regaining hit points, 


and GMs have a few options for how to allocate them. 


Characters need rest to regain this fighting spirit and vitality. 
A resting character is one who spends a full 8 hours relaxing. 
They aren’t under physical or mental strain, are well fed, are 
kept warm, and have any wounds tended to. GMs have their 


choice of three options for what an 8-hour rest does. 


Option One: If the conditions for proper rest and relaxation 
are met, a character recovers 1 hit point per day, modified by 
their Constitution modifier, up to their hit point maximum. 


This makes combat feel very impactful and dangerous. 


Option Two: Ifthe conditions for proper rest and relaxation 
are met, a character recovers a number of hit points per day 
equal to their level, modified by their Constitution modifier, 
up to their hit point maximum. This makes combat feel mildly 


impactful and occasionally dangerous. 


Option Three: Ifthe conditions for proper rest and 
relaxation are met, a character can elect to expend their class’s 
Hit Dice. They can expend as many Hit Dice in a single rest 

as they have levels in their class. For each Hit Die expended, 
the character gets to roll that dice value (as determined by 
their class) and add their Constitution modifier to the result 
(minimum 1 hit point). This is then added to their current hit 
points, up to but not exceeding their hit point maximum. This 
makes combat feel like something the PCs are geared toward, 


which they can dive into headlong without much concern. 
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Once the character has expended all their Hit Dice, they must 
relax for a full seven days, spending gold hand over fist and 
reveling in earthly pleasures. This period is called Skullduggery, 
and player characters can expect to lose much of their gold 


during this period. 


NOTE: Skullduggery is thematically evocative of sword & sorcery 
literature but is not appropriate for all character archetypes. If this 
behavior clashes with the nature ofa player character, it is acceptable 

to spend the seven days doing something else, though whatever it is, it 
shouldn’t violate the intent behind resting. Good substitutions would 
include a week of prayer and meditation in the hallowed Temples of the 
Gods, a week among close friends and loved ones, seven days at a comfy 
lodge, a period of contemplation and tale telling among the philosopher 
poets, etc. 


Ifskullduggery rules are not being used, the GM is encouraged 
to use the carousing rules for the party whenever they return 
to town as a means to still represent that element of the genre. 


They can be found on page 128. 


Hit points can also be regained through a few different items 
and resources, such as ales, wines, potions, poultices, and 
medicines. The exact amount of hit points these consumables 
offer should be dictated in their item descriptions or decided 
upon by the Game Master. Generally, most such objects have 
diminishing returns. A bottle of spiced wine might serve as 
liquid encouragement, and instill the imbiber with heroism 
and bravery, and with it a few hit points. After that first bottle, 
however, they aren’t likely to gain additional hit points from 
subsequent bottles. Potions are the notable exception to this 


rule. 


As a general rule, assume that ales, beers, and similar drinks 
restore around 1d4 hit points to the imbiber, while stronger 
drinks restore greater amounts. Ifyou want a more robust 
system, consult the table below, which features specific drinks 
and medicinal treatments and suggested values for hit point 
restoration. Ifa player wishes to purchase such consumables, 
their price should range between 2 cp for the poorest quality 


stuff to 50 gp for the finest treatments available. 


| Consumable | Hit Points Restored | 
| Ale | 1d4 | 
| Aqua Vitae | 2d6 | 
| Bandages | 1d2-1 | 
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Beer 


Brandy 


Fermented Gruel 


Huangjiu (Yellow Wine) 
Mead 
Palm Wine 


Pombe 


Potion of Healing 


Poultice 

Sake 

Wine 

Wine, Spiced 


Regaining Luck 
& Healing 
Soulburn 


Whenever a character burns 


points from their attributes to enhance a die roll or improve 
an outcome, they will invariably ask when and how they can 
recover their lost attribute points. Luck regenerates rather 
simply and is tied to the act of resting, as described in the 
section above. A character that rests for a full 8 hours regains 


1d4 points of spent Luck. 


Soulburn—the sacrifice of attributes to improve spellcasting 
results—was explained in the sorcerer class section, but will be 
reiterated here. Sorcerers should expect it to take one week for 


them to recover a single point lost in the casting of a spell. 


Atyour discretion, a point of the sorcerer’s soulburn might 
never be recovered if it was performed in a permanent act, 
such as personal disfigurement or dismemberment, or as part 
ofa particularly dramatic or memorable set-piece. It must be 
stressed, however, that doing this regularly will discourage 
and frustrate players of sorcerers who want to maintain their 


viability over time. 


You are encouraged to concoct additional means by which 
soulburn can heal at an accelerated rate. One thematically 
appropriate option is the use of powerful drugs and narcotics, 
which send the sorcerer into a dreamlike slumber, from which 


they awaken with 1d4 points of soulburn healed. There should 
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be an element of risk vs. reward with such an option, and 
making these sorcerous drugs highly addictive is an excellent 


way to go about doing it. 


Medical Science 


Ancient and medieval societies are typified by misunderstanding 
and superstition in the realm of medical science. Death is the 
ultimate doom, but it is usually better to suffer in silence for an 
ancient man than to risk the horror of going under the knife of 


the local doctor. 


Most of what is understood of health and medicine are derived 
from herbal remedies, mysticism, and the study of the balance 
of the four humors. Poultices, salves, and ointments derived 
from wild plants and mosses are the norm, as are concoctions 
mixed in the alchemical vein of sorcery, under specific phases 
of the moon, or during significant astrological events. While it 
might seem obvious to the modern man that powdered rhino 
horn and hoping for the best will only get you so far, for the 
ancient man, this is cutting-edge stuff. Indeed, some success 
was seen in such times, for both amputations, invasive surgeries, 
and treatment for a wide variety of infections and diseases. 


Death was still the norm, but some success was had. 


Falling, Drowning, 
Starvation 4 Debydration— 
Horrible Ways to Die 


There are several ways PCs, NPCs, and even monsters can die 
that fall outside of the typical means listed thus far. For sake of 


ease, some of the most common will be aggregated here. 


Falling: Falling damage occurs whenever a creature falls 
from a height of 5 ft or more. From 5-10 ft falls, characters 

can make a Dexterity check to avoid taking 1d6 points of 
Bludgeoning damage. After this point, falling damage increases 
EXPONENTIALLY. After the initial to ft fall, the number of 
d6s used for each 10 ft fallen is cumulative. This means that if a 
character falls 20 ft, they take 1d6 points for the first 10 ft, and 
2d6 for the next ro ft for a total of 3d6 points of damage. Ifa 
character were to fall 60 ft, they would take 1d6 for the first 10 
ft, 2d6 for the second ro ft, 3d6 for the third ro ft, 4d6 for the 
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fourth 10 ft, 5d6 for the fifth ro ft, and 6d6 for the sixth 10 ft, 
for a monumental 21d6 points of Bludgeoning damage! The 
number of feet fallen are always rounded to the nearest 10 feet 


for purposes of calculating damage. 


Drowning/Suffocation: Characters can hold their breath 
for a number of rounds equal to their total Constitution score. 
Subsequent rounds require a Constitution check that begins 
ata CL o and increases by +1 every round. When a character 
fails a Constitution check before finding fresh air, they start 

to drown/suffocate. This instantly drops the character to o hit 
points and they begin dying. They can persist in this state for a 
number of rounds equal to their Constitution modifier before 
they are explicitly dead. If someone rescues the dieing character 
prior to this eventuality, a roll the body check can be performed 


as per usual. 


Starvation and Dehydration: There are no hard rules for 
dying from lack of food or water. In general, humans can only 
last roughly 1 to 2 months without food (30-60 days, give or 
take about a week). Humans die from dehydration after only 

3 days in most cases. You can demonstrate signs of weakness 
in starving and dehydrated characters about halfway through 
the process by imposing disadvantage on all dice rolls. Death 


should occur regardless of hit points. 


Carousing 


Carousing is what happens when the party returns to town 
laden with treasures and gold, and want to have some fun. This 
is an incredibly common occurrence in sword & sorcery media, 
and often serves as both a way to keep characters in need of 
money and as a way to deliver new adventure hooks for exciting 


new plots. 


Players spend their time drinking, eating, partying, gambling, 
and wenching to their heart’s content. For every day of revelry, 
PCs spend at least 1d6x10 gold pieces on all sorts of luxuries 
both legal and illicit. Characters can always elect to spend more 
if they like. For every day of carousing, call for a Luck check 

to see if anything of particular note occurs of each PC, and if 
they incur any significant good or ill fortunes as a result. Player 


characters are awarded XP for carousing. Each day they spend 


carousing, they get twice as much XP as they spent in gold. 
Thus, if a character spent 60 gold on a wild bender, they gain 
120 experience points for that day. Carousing cannot award 
more than 200 XP in a single day, however, nor can it award 
more than 500 XP ina single week, (ignoring any bonus exp 


awarded from the carousing table). 


Luck Check Carousing Result 

>1 Jailed for capital crime! Must pay a huge fine or 
serve sentence. 

1 Robbed of all treasure and equipment! 

2 Lost all coins on a bad night of gambling! 

3 Pickpocketed of a random item or fistful of gold! 

4 Cursed by a cultist of some bizarre god. 
Strange... 

5 Got in a nasty fight! City guard had to break it 
up. 

6 Woke up with no memory of the prior day or 
night. 
Nothing out of the Ordinary 
Nothing out of the Ordinary 
Nothing out of the Ordinary 

10 Earsplitting hangover, but otherwise nothing of 
note. 

11 Nothing out of the Ordinary 

12 Nothing out of the Ordinary 

13 Nothing out of the Ordinary 

14 Told tales of the party’s exploits. The common folk 
will remember your names. 

15 Won a bet. Gain 1d4x20 sp. 

16 Humiliated or one-upped a rival. 

17 Make a new friend. Good old whatshisname... 

18 Won 1d4x5 gp gambling. 

Ie Find a rare and valuable artifact in a dusty old 
shop. 

20 Won 1d10x10 gp in winnings after a deadly 
duel. 

21 Fell in love, or at the very least became infatu- 
ated. 

22 Made a new friend—a loyal level O follower! 
23 Don’t remember the night very well, but somehow 
gained 200 gp, 400 XP, and a Boon! 

It is up to the GM to decide on costs for various negative events, 


but some of them, like being jailed for a capital crime, can be 
incredibly expensive. The bribe to escape from the dungeons 
alone could measure 1,000 gp or more, and if not paid, the PC 
could risk long-term imprisonment or even death, regardless of 


whether they actually committed the crime. 
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Strongholds 


Strongholds are bases of operations that player characters 
can establish if they so choose after they have accumulated 
significant wealth and renown. Some are castles or keeps, 
some are sorcerer’s towers, and some are guilds of thieves or 


assassins, etc. 


Some players delight in the opportunity to partake in what is 
often called ‘the domain game’, and thus rules for strongholds, 
taxation, and the management of followers and hirelings (see 
the next section) have been included. If carving out a territory 
in the wild, recruiting followers and hirelings, and constructing 
a fortress from which to rule would not fit well with the pace or 
theme of your game, simply ignore this section, and move on to 


the next one. 


To establish a stronghold, a character must have two things: 
wealth and territory. Most often territory is won by tearing the 
bloody crown of the king from his brow and placing it upon 
your head while his corpse is thrown to the buzzards, but this 
is not always the case. You can use your imagination as to how 
wealth might be acquired, but I assure you that there are many, 


many ways. 


Generally, a PC will have to clear out an area of monsters and 
foes to make it safe. Such a region should be at least 5-10 miles 
in radius to support the needs of the stronghold. Within such 

a domain, 2d4 settlements should be found. These settlements 
will be very small, with populations no greater than 400 
individuals maximum. Such individuals are taxed between 8 and 
20 gp per year, at the player character’s discretion. 


NOTE: Taxes are not always paid in gold. Grain, wine, beer, linen, goats, 
chickens, and cattle are often sent off with the tax collector. 


Strongholds are incredibly expensive to build and maintain. 
Masons, carpenters, teamsters, engineers, architects, laborers, 
diggers, stonelayers, quarrymen, blacksmiths, and many 

more professionals are required to perform such a feat of 
construction—roughly 3,000 men! Wagons will be needed to 
transport materials to the site, and the farther from civilization 


the stronghold is, the more expensive everything will become. 
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In general, a PC should expect to pay the following for each 
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burning sand or boiling oil or water, they deal 3d6 damage to 


element ofa castle. whatever is underneath them ina 5 ft radius. 
Castle Element Cost (gp) Siege Equipment Cost (gp) 

Castle Wall (20 ft tall, 10 ft thick) 300gp/10 ft Ballista 2,000 gp 
Tower, round (20 ft diameter) 5,000 gp Mangonel 3,000 gp 
Tower, round (30 ft diameter) 8,000 gp Ram 2,000 gp 

Tower, square (20x20 ft) 6,000 gp Siege Tower 2,500 gp 
Tower, square (30x30 ft) 9,000 gp Suspended Cauldron 200 gp 
Bastion 40,000 gp Trebuchet 4,000 gp 
Gatehouse 10,000 gp 
Gates /Portcullis 500 gp birelings & Followers 
a cece ee Player characters may invariably find themselves in charge of 
Ditch (10 ft deep) 100 gp 
Stone Outbuilding 500 gp a group of NPC followers, or else they may wish to hire some 
Weedeoupuicme DEO ae servants or assistants for some task. 
Wooden Palisade 25 gp/10 ft 
Sore Bikkee 500 gp/10 ft In general, hirelings are employees of the player character 
Wooden Bridge 250 gp/10 ft who work for them long-term. They receive regular wages 
Moat (Unfilled, 10 ft deep) 40 gp/10 ft and receive room and board (or at the very least proper 
Moat (Filled, 10 ft deep) 80 gp/10 ft compensation for such). In effect, they are full-time employees. 
ReeplsG0x300's) ZEON Ee The player character is expected to supply their hirelings with 
eee 50,000 gp any materials that are required for their trade. 
Keep (100x100 ft) 30,000 gp 


Castles and strongholds are also often equipped with siege 
engines and machines of war. They are also frequently subject 
to them when a siege is laid upon them. For rules regarding 
the use of war machines and siege weapons and their effect in 
mass combat, or while conducting a siege, consult the section 
entitled Mass Combat & the W.A.R. System on page 121, and 


the section entitled Siege Weapons on page 123. 


In addition to those weapons listed in the Siege Weapons 
section, castles and strongholds come equipped with a unique 


weapon of their own—the suspended cauldron. 


Suspended Cauldron: Suspended Cauldrons are Large 
sized iron pots suspended at the edge of a castle wall or above 
a gatehouse so that they can be easily poured to dump their 
contents below. These cauldrons can be filled over the course 
of three rounds and emptied as a single action. They are often 
filled with burning-hot sand, boiling oil, or foul refuse. These 


cauldrons have an AC of 19 and 20 hit points. When filled with 


Costs for hirelings for single jobs are listed on the NPC 
Services table on page 56. For those not listed there, GMs 
should come up with their own price points based on what the 


player characters want. 


Ifan employer does not have a stronghold to house their 
servants, followers, and hirelings, they will need to determine 


where such NPCs will stay. 


In the section below, Upkeep represents the cost of food and 
lodging for said hireling, as well as any materials they need for 
the maintenance of their profession. This does not include any 
initial equipment required to start engaging in their profession 


under the employ of the PC. 


Initial Equipment costs are listed based on what tools the 
hirelings need to perform their given trade or skill. For small 
purchases, simply refer to the Equipment section of this book 
for the cost of specific items. 
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The knight class accumulates followers at higher levels, who 
function like hirelings, but who are devoted to the cause and 


ideology of the PC, and thus work largely for free. Followers 


have an upkeep cost, as well as the cost of initial equipment, but 
require no wages. At the GM’s discretion, other characters may 


accumulate followers, especially if they have a particularly high 


Charisma score, are of greater than 5th level, or are especially 


well-known. 


NOTE: Ifhirelings or followers are mistreated, abused, or forced into 


deadly circumstances on a regular basis, routine Charisma checks should 


be called for by their employer/leader. Cumulative penalties should be 


applied more frequently as such abuse transpires. In the event that a check 
fails by 5 or more, the hirelings will revolt and the followers will disband. 


Standard birelings 


Bearer/Porter 
Upkeep Cost: 1gp/month Wage: 6 gp/month 
Initial Equipment: None 


Bearers and porters carry heavy loads—up to 100 lbs. per bearer. 


Beast Trainer 

Upkeep Cost: 500 gp/month, plus cost of beasts 

Wage: 25 gp/month 

Initial Equipment: Varies depending on beast being trained. 
Beast trainers are professional tamers of wild and savage 


animals. 


Carpenter 

Upkeep Cost: 2 gp/month 

Wage: 8 gp/month 

Initial Equipment: None 

Carpentry assumes most woodworking jobs. Carpenters can 
build chests, fix doors, ete. 


Domestic Servant 

Upkeep Cost: 1 gp/month 

Wage: 5 gp/month 

Initial Equipment: None 

Domestic Servants refer to those sundry valets, lackeys, and 
attendants who see to the immediate needs of their employer 


and their estate. 
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Leather Worker 

Upkeep Cost: 8 gp/month 

Wage: 7 gp/month 

Initial Equipment: The space and materials needed to safely 
boil leather in oil and not bother everyone with the terrible 
smell costs roughly 60 gp. 

Leather workers produce leather goods from various hides and 


skins. They can make packs, bags, belts, straps, horse tack, ete. 


Limner 

Upkeep Cost: 2 gp/month 

Wage: 15 gp/month 

Initial Equipment: A fully equipped studio for painting and 
design costs 50 gp. 

Limners are responsible for sign painting, book illumination, 


and the drawing of heraldic signs. 


Mason 

Upkeep Cost: 2 gp/month 

Wage: 15 gp/month 

Initial Equipment: None 

Stonework is the domain of masons, and they are essential to 


the construction of anything made of stone or carved from it. 


Pack Handler 

Upkeep Cost: 1 gp/month 

Wage: 6 gp/month 

Initial Equipment: None 

Pack handlers are experts in loading and unloading beasts 
of burden. They are also especially skilled at handling and 


controlling such beasts. 


Tailor 

Upkeep Cost: 3 gp/month 

Wage: 7 gp/month 

Initial Equipment: None 

Tailors make and repair clothing. They can also produce cloth 
bags, sacks, hats, cloaks, etc. 


Teamster 

Upkeep Cost: 5 gp/month 

Wage: 8 gp/month 

Starting Equipment: Depends on the beasts they work with, but 
always includes a wagon costing 35 gp. 

Teamsters drive wagons and carts with expert skill. They can 
also load and unload their cargo, much as can pack handlers. 
Teamsters are experts at handling the specific type of beast of 


burden that they work with. 


Espert Hirelings 


Alchemist 

Upkeep Cost: 800 gp/month 

Wage: 400 gp/month 

Initial Equipment: A fully outfitted lab costs 1,500 gp. 
Alchemists can produce potent alchemical elixirs, potions, and 
salves. Much of their time is spent experimenting with various 


ingredients, hence their incredibly high upkeep. 


Architect 

Upkeep Cost: 25 gp/month 

Wage: 250 gp/month 

Initial Equipment: None 

Architects design structures such as houses, forts, castles, 
temples, etc., and ensure that they won’t collapse or fall over. 


Very important, that. 
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Armorer 

Upkeep Cost: 150 gp/month 

Wage: go gp/month 

Initial Equipment: A fully stocked forge costs roughly 150 gp. 
Armorers concern themselves with the creation of shields and 
armor. Not all armorers know how to make all types of armor. 
The time it takes to produce a set of armor is dependent on the 
type, but ranges from a day for a small shield to go days for full 
plate armor. Chain mail represents the average time investment, 


requiring a full 45 days to produce a set. 


Assassin 

Upkeep Cost: N/A 

Wage: 2,000 gp per job 

Initial Equipment: None 

Assassins are expert killers for hire who do so subtly, often with 
poison or a knife in the dark. Most don’t care who their mark is, 


so long as the gold is good. 


Blacksmith 

Upkeep Cost: 20 gp/month 

Wage: 10 gp/month 

Initial Equipment: A fully stocked forge costs roughly 150 gp. 


Blacksmiths are a requirement in any stronghold. They can 
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produce nails, horseshoes, hinges, arrowheads, etc. A single 


blacksmith can fulfil the needs of 40 men or horses. 


Engineer 

Upkeep Cost: 500 gp/month 

Wage: 250 gp/month 

Initial Equipment: None 

Engineers have minds for metal and wheels. They can build 
siege engines, machines of war, portcullises, drawbridges, etc. 
They are essential in the construction of a castle, and work 


alongside an architect to bring the architect’s vision to reality. 


Jeweler/Gemcutter 

Upkeep Cost: 300 gp/month 

Wage: 300 gp/month 

Initial Equipment: A jeweler’s workshop costs 1,000 gp. 
Gemcutters and jewelers produce and appraise fine gems and 
jewelry from rough material. Such material is often sold at a far 
higher value than the cost of the unrefined gold or the uncut 


gems. 


Sage 

Upkeep Cost: 1,000 gp/month 

Wage: 1,000 gp/month 

Initial Equipment: A library costs 2,000 gp minimum. 

Sages are educated folk wise in various fields of study. Itis 
useful to have a sage around to ask questions of abjuration, 
architecture, art, astrology, astronomy, biology, botany, 
cartography, chemistry, conjuration, cryptography, customs, 
demography, divination, dweomercraft, enchantment, 
engineering, ethics, evocation, folklore, genealogy, geography, 
geology, heraldry, history, illusions, language, legends, 

law, mathematic, medicine, metaphysics, meteorology, 
multiverse studies, music, mycology, mythology, necromancy, 
numerology, oceanography, philosophy, physics, planes of 
existence, politics, psychology, runes, sociology, theology, 
topography, transmutation, zoology, etc., etc. A typical sage 
will know 1d3+1 related fields of study. 


Sailor 


Upkeep Cost: 10 gp/month 
Wage: 2 gp/month 
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Initial Equipment: None 
Sailors are essential crew aboard a sailing vessel. They have the 


training required to operate a ship efficiently. 


Scribe 

Upkeep Cost: 30 gp/month 

Wage: 50 gp/month 

Initial Equipment: A studio and equipment for illuminating 
books costs 80 gp. 

Scribes are literate and know how to read and write in several 
languages. They are often employed to transliterate, transcribe, 


and illuminate various rare books, tomes, and scrolls. 


Ship Master/Captain 

Upkeep Cost: 50 gp/month 

Wage: 250 gp/month 

Initial Equipment: A ship to captain. 

Ship masters, also referred to as captains, command crews of 
sailors can maintain the order, efficiency, and operations ofa 


vessel. 


Spy 

Upkeep Cost: 10 gp/month 

Wage: 500 gp per mission 

Initial Equipment: None 

Spies are experts at information gathering, blending in, and 
integrating among the enemy. They are a favorite resource of 


many kings and nobles the world over. 


Steward/ Castellan 

Upkeep Cost: 1 gp/month 

Wage: 6 gp/month 

Initial Equipment: None 

Stewards and castellans manage the affairs and day-to-day 
operations ofa castle and ensure that things run smoothly for 
their master. When the lord of the castle is away, all hirelings 
defer to the authority of the steward. Castellans are tasked 
with the management of the lands surrounding the castle as 
well. One individual can fill both positions, and really, they 
can be considered interchangeable terms for one another. It is 
incredibly important that whoever is assigned to these roles are 


fiercely loyal to their employer and undoubtedly trustworthy. 


Weapon Maker 
Upkeep Cost: 25 gp/month 
Wage: 10 gp/month 


Initial Equipment: A fully stocked forge costs roughly 100 gp. 


Weapon makers are experts in the construction of various 
weapons and implements of war. It takes roughly a day to 


produce a single weapon. 


Soldier Hirelings 


Soldier, Infantryman 

Upkeep Cost: 1 gp/month 

Wage: 2 gp/month in reserves, 6 gp/ month on campaign 
Initial Equipment: Determine from equipment tables. 


A basic foot soldier. 


Soldier, Archer 

Upkeep Cost: 1 gp/month 

Wage: 4 gp/month in reserves, 12 gp/month on campaign 
Initial Equipment: Determine from equipment tables. 


A trained bowman. 


Soldier, Cavalryman 

Upkeep Cost: 1 gp/month 

Wage: 8 gp/month in reserves, 24 gp/month on campaign 
Initial Equipment: Determine from equipment tables. 


A trained soldier who fights on horseback. 
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Sergeant 

Upkeep Cost: 1 gp/month 

Wage: Double the cost of the same troop type 

Initial Equipment: Determine from equipment tables. 
Sergeants are officers who command small groups of soldiers. A 
sergeant is required for every 10 soldiers. They report to their 


lieutenant. 


Lieutenant 

Upkeep Cost: 1 gp/month 

Wage: Triple the cost of the same troop type 

Initial Equipment: Determine from equipment tables. 
Lieutenants are officers who command medium groups of 
soldiers. At least two sergeants report to the lieutenant. A 
lieutenant is required for every 20 soldiers. They report to their 


captain. 


Captain 

Upkeep Cost: 1 gp/month 

Wage: Quadruple the cost of the same troop type 

Initial Equipment: Determine from equipment tables. 
Captains are officers who command large groups of soldiers. 
At least three lieutenants report to the captain. A captain is 


required for every 60 soldiers. 


Mercenary Soldier 

Upkeep Cost: 1 gp/month 

Wage: Twice the wage of a typical infantryman, archer, or 
cavalryman. 

Mercenaries are veteran fighters who sell their skill at war to 
the highest bidder. Mercenaries organize into companies, and 


typically sell their services as a group. 


Adventuring Birelings 

Hirelings who go adventuring with player characters receive a 
fair share of XP and treasure in addition to their upkeep cost 
and wages. If such a hireling ever enters combat, they also gain 
ashare of any XP awarded from a fight. 


Adventuring Combatant (Man-at-Arms, etc.) 
Upkeep Cost: Rations and Lodging 
Wage: 2-5 gp/day, depending on danger 
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Initial Equipment: 
Determine from 
equipment tables. 
Adventuring 
Combatants are men- 
at-arms, thugs, etc. who 
aren’t afraid to join the 
fray of battle. go% of 
such hirelings are basic 
NPCs with 1d4 HD and 
a total bonus on their 
attack and damage rolls 
equal to their number 
of HD. Such individuals 
are typically down on 
their luck and willing to 
do whatever it takes to 


make fast money. 


The other 10% of 
adventuring combatants 
have character classes 
and trail their employer 
by 1d4+1 levels (such 
hirelings are always 

at least level 1). These 
hirelings will charge an 
additional 10 gp/day per 


character level. 


Adventuring 
Non-Combatant 
(Torchbearer, etc.) 
Upkeep Cost: Rations 


and Lodging 

Wage: 1 gp/day 
Adventuring Non-Combatants consist of those who will 
willingly travel with their employer and even go into a dungeon 
or other dangerous environment but will never enter combat 
if they can help it. Common Adventuring Non-Combatants 


include torchbearers, porters, and bearers. 
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Loyalty and Morale 


Followers and hirelings are not obsequious factotums. They 
will not gladly take any abuse dealt to them by their masters. 
Nor will they face down any horror imaginable. When the going 


gets tough, the smart look for an exit. 


Hirelings and followers typically have a sense of self- 
preservation about them and won’t mindlessly obey the 

whims of their leaders. Whenever an NPC in the employ ofa 
PC witnesses a horrific thing (i.e., a violent death, a hideous 
monster, a wicked spell, the coming of a great host of foes, etc.) 
a loyalty check should be made to see if they remain loyal to 


their leader, turn and flee, or worst of all—mutiny against them! 


Alternatively, a loyalty check can be made outside of combat 
when a PC requests something ofa hireling or follower with 
whom they have an unsure relationship. This system is not 
recommended for mundane requests, however, as the extreme 


reactions may COME across as nonsensical. 


A Loyalty check is a 2d6 roll made by the GM, who consults the 
table on the next page. The result is adjusted by the Charisma 
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Every NPC has a listed morale rating listed among their other 
statistics. To perform a morale check, simply roll a d20 and 
compare it to the morale rating of the creature in question. This 
die roll can be modified by situational circumstances such as 
NPCs who are vastly outnumbered (-2 penalty), or who are 


inspired by a strong leader (+2 bonus). 


If the result exceeds the morale rating of the NPC or monster, 
the creature flees. Otherwise, the creature remains firm and 


continues to fight on. 
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modifier of the PC in command of the hirelings/ followers. It 


can also be adjusted further by past good or bad treatment of 


the NPCs on the part of the player characters, from +5 to -5. 
Typically, you will make a morale check whenever something 


2d6 In Combat//Outside Combat truly dire occurs on the battlefield. Some suggestions are listed 
2 Flees Combat//Angrily Refuses below. 
3-5 Shaken (-1 to all rolls)//Refuses 
6-8 Stand Their Ground//Uncertain e The creatures’ numbers are reduced by half. 
9-11 Unshaken//Accepts 
12 Emboldened (+1 to all rolls)// e The creatures’ leader is violently killed. 
Gladly Accepts 


e A powerful weapon or magical spell is used against them. 
Another alternative to loyalty which is especially useful in fast- 


paced combat scenarios is the Morale check. Morale is different e The enemy force is reinforced by fresh warriors. 
from loyalty in that morale applies to general NPC combatants, 
while loyalty applies specifically to hirelings and followers e — Aterrible monster appears on the battlefield! 
bound to the PCs. 

e  Anallyis cleaved in twain, incinerated, or liquified. 
Morale checks are useful for groups of monsters, hostile NPCs, 
and enemy groups, and serve as a quick and simple way to 


determine if they stand and continue to fight or turn and flee. 
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Cime Cracking 


Time is measured in rounds as far as game terms are concerned. 


One round represents 6 seconds, and 10 rounds thus equals 1 


minute. This is only really relevant in combat, however. 


Outside of combat, where sword strokes need not be known, 


time can be tracked more abstractly. 


In dungeons, time is measured in cycles, but that is only 
aconcern of the Game Master, and the less cognizant of 
dungeon cycles the players are, the better. A cycle represents a 
10-minute segment of time within a dungeon, and is useful for 
keeping track of spell durations, resources, torches, wandering 
monsters, etc. Cycles are explained in greater detail in the 


Running a Dungeon section on page 141. 


There is no concrete way to track in-game time outside 

of combat or dungeons. Instead, the Game Master should 
consider the closeness of narrative in deciding how quickly 
time passes. The more intimate and important the activities 
are, the slower time will pass, as you need to get all the details 
right, and allow for any potential roleplay to get out at the table. 
For the mundane or unimportant, time will likely move fairly 
quickly. A 5-mile hike without any noteworthy occurrences 

or interruptions could be described in broad strokes, noting 
things like changes in terrain or scenery, temperature, or light, 
but nothing so exhaustive as to slow down the game and thus 


slow down time. 


You will get a feel for things as you go. Don’t worry, and if at 
any point someone asks you how long something took, or what 
time itis, just go with your gut. If it sounds reasonable to you, 


they aren’t going to call you out on it. 


Exploration, Gravel & 
Getting Lost 


When designing a narrative for a game session, or even during 
the playing of the game, you might be tempted to gloss over 
great distances of travel for the sake of expediency. There are 
circumstances in which this is appropriate, but as a general 


rule it should be avoided (unless the players are getting bored 
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of trudging through some banal stretch of country). Traversal 
through harrowing environments is a key element of sword 

& sorcery fiction. Most such tales were penned before all the 
corners of the map were filled in, and the market for speculative 
fiction was hungry for exciting adventure in far-flung locations 
not seen nor dreamt of by those with a g to 5. Engaging the 
environment in which the players are traversing is essential if 
you wish to solidify and make real the experience of the game 


and its world. 


When players are traversing vast treks of wilderness, you 
should engage their senses, and drip feed details about their 
surroundings. What does the air smell like? Is it humid? Can 
you hear the cries of the birds? Should you hear the cries of the 
birds? What does that waterfall over there REALLY look like? I 


could go on... 


In terms of the game itself, the players should have a sense 

that their characters are seeing something new, or previously 
unknown. They should not know what lies in the vast wild, 
because it is very likely that their characters have no idea what 
lies out there. If they are traveling from one place to another, do 
not pull a map out in front of them and show them where they 
are going. Describe the landmarks as they approach and pass 
them by, and allow them to remember where it is they are trying 
to get to on their own. If they’re clever, they'll remember. If 


not... well... the lions will likely take care of them after nightfall. 


Along this line of thinking, avoid showing your players maps of 
dungeons, terrain, or regions if you can help it. If one of them 
requests a detailed map, remind them that the world is hazy 
and only vaguely understood, and that if they wish to have a 
map, they will need to draw one themselves, using information 
afforded to them through the course of play. The best they 
could hope for in-game should be a vague and likely inaccurate 
regional map, or a simple sketch ofa few roads and buildings 
concerning a specific city. Incredibly wealthy cities might 

have guilds of cartographers, but even they are limited by the 
knowledge of local surveyors. As a result, their maps will start 
fairly competent but will get progressively more inaccurate and 
fantastical the further they get from the place where the map 


was drawn. 
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For ageneral exploration procedure, allow players to direct the 
course of action, and allow them to determine where they would 
like to go. Permit them what basic information their senses 

can afford. If they go to the top ofa hill on a clear day, they will 
likely get a good view of the surrounding country, and thus 
should be awarded a brief description of the horizons in each 


cardinal direction. 


Once they’ve decided where they’re going, privately make a 
Wisdom check on behalf of the most knowledgeable survivalist/ 
explorer of the party. Do not inform them that you are doing so. 


Simply roll the die and move on. 


If the check is successful, said character intuitively guides their 
fellows through the wilds and maintains their original heading. 
If the check is unsuccessful, the character unknowingly leads 

the party astray. Use the table below for modifiers to the check 


based on the environment. 


Very Poor visibility constitutes blizzards, thunderstorms, heavy 


fog, smoke from wildfires, or overcast nights. 


In the event that the party goes off course due to a failed 
Wisdom check, roll an 8-sided die, and assign a cardinal 
direction to each value, with 1 being north, 2 being northwest, 
3 being west, etc. Roll this die, to determine which way they 
wound up wandering. If the PCs or their players don’t notice 
something soon, they may wander far afield and become VERY 
lost indeed. In general, if the players become wise to the 
incorrect direction, they can simply ask to reorient themselves 
by finding a good vantage point and making a successful 
Wisdom check. Let them roll this check, by the way... Ona 
success, they figure out where they are roughly, and can sus out 


the correct direction to get back on track. 


Ata fast pace, characters can travel 32 miles during an eight- 
hour forced march. This assumes direct movement with 


minimal breaks at a continual speed. This corresponds to 4 


Terrain Modifier miles per hour. 
Clear +0 
Desert 3 Ata normal pace, the same characters can travel 24 miles in a 
Pr 2 day. This corresponds to 3 miles per hour. 
Hs a 
Jungle -8 : : 
aa F Ata slow pace, the same characters will travel at only 16 miles 
Rough 2 per day. This corresponds to 2 miles per hour. 
Swamp -5 
Woodland 2 Certain environments limit the speed a character can attain 
OT Al overland. Consult the table below to determine how much land 
Sea -3 a character can cover by terrain type. 
You can also apply modifiers for visibility if you so choose. Terrain Maximum Pace MPH 
Clear Fast Pace 4 
| Visibility | Modifier | Desert Fast Pace 4 
| Clear | +0 | Forest Slow Pace 2 
| Poor | -2 | Hills Medium Pace 3 
| Very Poor | -4 | Jungle Slow Pace 2 
Mountains Slow Pace 2 
Clear visibility constitutes bright, sunny days with clear to Rough Medium Pace 3 
partly cloudy skies. Swamp Slow Pace 2 
Woodland Medium Pace 3 
Poor visibility constitutes light fog, heavy cloud cover, rain Osean N/A By Vessel 
showers, mist, or twilight. Sea N/A By Vessel 
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Random Encounters 


This section will be left brief. When player characters are 
trekking overland it may be useful to spring something 
unexpected upon them. Write up a list of 11 things that might be 
encountered in the area. Place the most common encounters in 
the middle, and the rarest encounters at the beginning and the 
end of the list. Assign the numbers 2-12 to them in a fashion 
that should look similar to the table below. 


2d6 Random Encounter 


Very Rare 


Rare 
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Uncommon 


Uncommon 


Common 


Common 


Common 


Uncommon 
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Rare 
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Very Rare 


To check for a random encounter, roll a d6. Ifyou roll a x on the 
die, the party encounters something, and 2d6 should be rolled 


on the table of potential encounters you've created. 


Check for encounters roughly once every 4 in-game hours if 
the players are traversing the wilderness. If characters are in 

an especially dangerous place, you may wish to increase the 
frequency of random encounter checks to every 2 hours or even 
more frequently! If they are in a secure area, you may reduce 


the frequency to once every 8 hours, or once every day. 


Ifyou are unhappy with your result on the random encounter 


table, you can always choose to ignore it. 


Encounter Reactions 


Generally, as the Game Master you will have a good idea of how 
certain NPCs and monsters will react upon discovering the 
party. Some monsters will always attack (see zombies) or drive 
the player characters mad (see alien horrors), but the motives of 


NPCs and monsters aren’t always immediately obvious. 
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In such moments where you find yourself unsure of how to 
adjudicate, you can roll on the reaction table. Simply roll 2d6 
and consult the table below, adjusted by the Charisma modifier 
of whichever player character will be spotted first during the 
encounter. Consult the table below to determine how the 
NPCs/monsters initially react to the party. After that, it’s up to 


the party how to steer the course of the encounter. 


2d6 Reaction 
2 Immediately Attack! 
3-5 Hostile. Might Attack. 
6-8 Uncertain. Opponent is wary. 
9-11 No attack. Opponent either leaves or entertains 
bribes/offerings. 
12 Friendly (for now). 


Running a Dungeon 


Dungeons are the archetypal framework for most fantasy 
games. They present a limited set of options that the party can 
choose from, allowing the Game Master to invest their time as 
efficiently as possible into the predetermined options set before 
their players. For sake of applicability, consider a dungeon 

to be any enclosed space where hostile enemies, hazards, or 


unknown dangers might lurk. 


To run an effective dungeon, it is imperative that you map it out 
ahead of time, and never EVER show this map to your players. 
They are in an alien environment which is wholly strange to 
them. Revealing the layout ofa subterranean catacomb, for 
example, ruins the illusion that it is a winding labyrinthine 
complex of shadowy passages. After all—how bad can it be if you 


can easily map it on a sheet of 8.5x11 graph paper? 


If the party is insistent on having a map, assign one of them 

to serve as the official Map Maker, whose responsibility it 

is to draw out the passages they have explored in an effort 

to avoid becoming lost. The map they create will almost 
certainly be inaccurate. Do not fret over this. A healthy level 
of disorientation and confusion is a good source of anxiety 
and dread. This is further exacerbated if they are pressured by 
the constant risk of a random encounter, and the knowledge 
that you will not guide them out of the dungeon once they 
reach its end. Make it clear to them that THEY will have to 
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find their way back out. This will greatly improve their sense of 


accomplishment when they escape with their heavy bags of loot. 


Another tip is to include multiple entrances and exits, as well as 
many branching paths that double back or crisscross into other 
areas of the dungeon as a way to enhance the maze-like 
nature of the structure. Rooms and chambers should 

be memorable, with fun and exciting set pieces, and 
corridors should be likely places to encounter wandering 
enemies or traps. The procedure for running a dungeon 


is explained thusly: 


Dungeon crawling is divided into 10-minute segments 
of in-game time called cycles. Every cycle, four things 


happen. 


1. Wandering Monsters: The Game Master checks for 


wandering monsters as applicable. 


2. Actions: The Party decides what actions they wish 
to take. 


3. Descriptions: The GM describes what happens. If 
monsters are encountered, follow the procedure for 


wandering monsters described below. 


4. EndofCycle: The GM updates time records. Special 
attention should be paid to light sources, spell durations, 


and the party’s need to rest. 


Wandering Monsters: Every other cycle the GM should 
check for wandering monsters. This is done in a similar fashion 
to overland random encounters. A d6 is rolled, and on a result 


of az, awandering monster is encountered in the dungeon. 


The purpose of the wandering monster table is to elevate the 
sense of danger within a hostile environment. If the characters 
spend too much time standing around in a deadly dungeon, the 
odds only increase that some terrible monster with find them. If 
the players are wasting a lot of time doing nothing, or if they’re 
making lots of noise, make an immediate wandering monster 
check. 
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Roll 2d6 and consult a table like the one below, where you’ve 
assigned monsters to the dungeon based on their frequency and 
threat level. Less dangerous foes who appear more often should 


occupy the common and uncommon spots, and great and 


terrible monsters should occupy the rare and very rare spots. 


Wandering Monster Table 


2d6 Wandering Monster 


Very Rare 


Rare 
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Uncommon 


Uncommon 


Common 


Common 


Common 


Uncommon 
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Rare 


12 Very Rare 


Wandering monsters appear 2d6x10 ft away from the party, 


moving toward them. 


NOTE: Wandering monsters carry little to no treasure on them, and are 


thus not typically worth the trouble for clever adventurers. 


Fleemg From Monsters: There is no shame in running 


away from avery powerful monster. That’s how smart PCs 
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live to see old age. Most dungeon-dwelling monsters will not 
continue their pursuit after their quarry goes beyond the range 
of their vision. Obviously, intelligent monsters are an exception 


to such arule. 


While running, it’s not a bad idea to try and distract a monster 
by tossing them something they might want. Greedy monsters 
might stop to collect discarded gold coins, and hungry 


monsters will almost certainly stop to eat thrown food. 


Searching: Player characters can search a roxto ft area in the 


dungeon, however it takes a full cycle to inspect the area fully. 


Resting: For every hour that the party spends ina dungeon, 
they will need to spend a full cycle resting. Failing to do so will 
result in a cumulative -1 penalty to attack and damage rolls for 
every hour that they fail to rest and recuperate. Rest will have 

to be done either outside the dungeon, or somewhere safe and 
out of the way within the dungeon itself. Ifthe party took efforts 
to effectively hide and fortify themselves in the dungeon, a 
decrease in the frequency of wandering monster checks may be 


appropriate. 


Light Sources: At the end of every cycle, the GM should roll 
ad6. On aroll of 1, one of the party’s light sources go out. For 
high quality light sources such as hooded or bullseye lanterns, 
the check should be made every 2 cycles. Spells like Luminous 


Evocation last as long as their duration states. 


Light Source Illumination 


Candle 5/5 ft radius 
Torch 20/20 ft radius 
Lamp 15/30 ft radius 


Hooded Lantern 30/30 ft radius 


Bullseye Lantern 60/60 ft cone 


Luminous Evocation 20/20 ft radius 


The number before the slash represents the number of ft of 
bright light the light source produces. The number after the 
slash represents the additional ft of dim light produced by the 


light source. 
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Additionally, monsters, NPCs, and PCs carrying light sources 
cannot usually surprise opponents in dark environments and 


are very easy to spot. 


Doors: Most doors are stout wooden things, bound in iron, 
thick and heavy. Some doors are entirely made of iron or steel, 
and some have slats or peepholes for viewing through. In 


general, seven basic door types exist. 
Unlocked Door: This door can be opened and closed normally. 


Locked Door: This door is locked with a key. It can be unlocked 
and opened with the right key, or it can be picked with 


lockpicks or thieves’ tools. They can also be opened by sorcery. 


Barred Door: This door is forced closed by a wooden bar or 
crossbeam. Such doors have no keyhole, and thus cannot be 
picked open. They can be opened by sorcery, or can be hacked 
down with a sturdy axe. Chopping down the door is noisy and 
takes time. Immediately make a wandering monster check if the 


players start to hack at the door. 


Hidden Door: This door is obscured by something and is 
discovered only by searching an area. Hidden doors are 
completely obscured by things like statues, tapestries, or 
furniture, which often need to be moved to reveal the doors 


presence. 


Secret Door: This door is obscured in a clever way. Secret doors 
are designed to blend into the wall itself, and thus hide in plain 
sight. Secret doors can only be discovered if they are being 


specifically looked for. 


Stuck Door: This door is old, warped, or jammed in some way. 
Asuccessful Strength check is required to force the door open. 
Failure indicates that the door was given a mighty blow but 
didn’t budge. In such instances, whatever might be lurking on 
the other side of the door is made aware of the party’s presence. 
Stuck doors can also be chopped down, but doing so provokes a 


wandering monster check. 


Portcullis: This door is less a door and more a grate. They 

are strong, heavy, metal grates that are lowered down along 
grooves on either wall to bar a passage. Typically a portcullis 
will have a lever to raise and lower it only on one side. A 
successful Strength check at disadvantage can be attempted to 


lift a portcullis. 


Traps: Traps typically only have a2 in 6 chance of triggering 
when their activation conditions are met, assuming the trap 
isn’t brand new. Some traps are well hidden, and others are 
very obvious. Some traps in a dungeon—especially a very old 
dungeon—will likely already have gone off, and have mangled 


skeletons (or nothing) in them. 


A brief note on traps, but an incredibly important one: nobody 
likes to be killed by a trap. It is not a heroic death, nor is it 
meaningful. As such, traps should be used sparingly, and their 
implementation should be dictated by their environment as well 
as the enemies that dwell in the dungeon in question. Too many 
traps will make the party paranoid, and very quickly you will 
find that they will check every 5x5 ft section of floor for traps, 
and every wall, egress, chest, door, lock, and lever for tricks and 
perils incessantly. This will grind the game to a halt, and is the 
antithesis of the action-oriented, fast-paced thrill of sword & 


sorcery fiction. Some sample traps are listed below. 


Collapsing Roof: A razor-thin tripwire runs between two 
support beams holding up a crumbling and disrepaired section 
of the roof. Ifone fails to notice the tripwire (-2 penalty on 
checks to spot the wire) and walks between the beams, they will 
come against the wire, and pull at the base of the support beams, 
causing them to come loose, triggering a collapse. Everyone 
under the section of damaged roof must make a Dexterity 
saving throw, taking 4d6 damage on a failed save, or half as 
much ona successful one. The area then becomes littered with 


rubble and debris which may make the area unnavigable. 


Falling Net: A tripwire is rigged between two columns or 
trees, at just about ankle height. Above the wire is suspended a 
weighted net, typically hidden in shadows, cobwebs, or foliage. 
Triggering the trap by walking through the tripwire releases the 


net, which covers a 1oxto ft square area. Any creatures within 


SWORDS & CHAOS 


that area will be entangled until freed. A creature can use its 
action to make a CL 13 Intelligence check to untangle itself 
or another creature ona success. This takes 1d4 rounds to do, 
however. Dealing 20 slashing damage to the net (AC 12) also 


frees the creature without harming them. 


Fire-Breathing Statue: A magical hex cast upon a statue 

is activated when an intruder steps on a hidden pressure plate. 
This releases a magical gout of flame from the maw of the statue. 
Attempts to spot the pressure plate are made at a -1 penalty, as 
are the faint scorch marks on the floor and walls near the statue. 
When 20 lbs. or greater weight is pressed upon the pressure 
plate, the statue exhales a 30 ft cone of fire. Each creature in the 
fire must make a Dexterity saving throw, taking 3dro damage 
ona failed save, or half as much on a successful one. Wedging 


an iron spike under the plate will effectively disarm the trap. 


Pit: Four basic pit traps exist. 


Simple Pi: A hole dug in the ground—usually at least 10 ft deep, 
though it can be deeper—covered by a large cloth anchored on 
the pit’s edge and camouflaged with dirt and debris. Spotting 
the trap is relatively easy, and checks made to spot such a trap 


are made with a +2 bonus. 
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Hidden Pit: This pit has a cover constructed from material 
identical to the floor around it. Checks to spot it are made ata 

-2 penalty and are only obvious by the lack of foot traffic along 
that section of floor, and perhaps the accumulation of dust 
thereon. When a creature steps on the cover, it causes it to 
swing inward like a trapdoor, swallowing the intruder into the 
pit below. These pits are typically 10 to 20 ft deep but can be far 
deeper. Once discovered, iron spikes can be wedged between 
the pit’s cover and the surrounding floor, preventing the pit 


from opening, and allowing it to be navigated safely. 


Locking Pit: This trap is identical to the hidden pit trap, with 
one exception. The cover is spring-loaded, and once someone 
falls in, the cover snaps shut, trapping the victim inside. Checks 
made to force the cover open, break it apart, or break the spring 
mechanism are made ata -3 penalty, as the construction of the 


trap is incredibly robust and advanced. 


Sptked Pit: The deadliest of all the pit traps, this pit is a simple, 
hidden, or locking pit trap with sharpened wooden or iron 
spikes at the bottom. A creature falling into the pit must make 
a Luck saving throw. Ona failed save, they are impaled on 

the spikes and die horrifically. On a success, they suffer 2dro 
piercing damage in addition to any falling damage they might 
suffer. Some heinously wicked spiked pit traps are smeared 
with poison, either a generic type that deals 4d6 points of 
damage on a failed Constitution saving throw, or one of the 


poisons type I-VI. 


Poison Darts: When a creature steps on a hidden pressure 
plate, poison-tipped darts shoot from spring-loaded or 
pressurized tubes cleverly embedded in the surrounding walls. 
Anarea might include multiple pressure plates, each one rigged 
to its own set of darts. The tiny holes in the walls are obscured 
by dust and cobwebs, or cleverly hidden amid bas-reliefs, 
murals, or frescoes that adorn the walls. Wedging an iron spike 
or other object under the pressure plate prevents the trap from 
activating. Stuffing the holes with cloth or wax prevents the 
darts contained within from launching. The trap activates when 
more than 20 Ibs. of weight is placed on the pressure plate, 
releasing four darts. Each dart makes a ranged attack with a +8 


bonus against a random target within to ft of the pressure plate. 
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If there are no targets in the area, the darts don’t hit anything. A 
target that is hit takes 1d4 piercing damage and must succeed 
on a Constitution saving throw, taking adro poison damage on 


a failed save, or half as much damage on a successful one. 


Poison Needle: A poisoned needle is hidden within a 
treasure chest’s lock, or in something else that a creature might 
open. Opening the chest without the proper key causes the 
needle to spring out, delivering a dose of poison. When the 
trap is triggered, the needle extends 3 inches straight out from 
the lock. A creature within range takes 1 piercing damage and 
suffers 2d8 poison damage. Sometimes this poison is one of 
the lingering types classified as Poison Types I-VI. In such 
instances, a Constitution saving throw is permitted, but the 
damage suffered due to the poison described above is always 


suffered. 


A clever character might deduce the trap’s presence from 
alterations made to the lock to accommodate the needle. 
Meddling with the lock with tools can yield success in breaking 
or removing the needle but failing on an Intelligence check to 


perform such a feat results in the trap being triggered. 


Rolling Boulder: When 20 or more lbs. of pressure is 
placed on this trap’s pressure plate, a hidden trapdoor in the 
ceiling opens, releasing a ro ft diameter rolling sphere of solid 
stone. When the sphere falls free, all creatures present must 
roll initiative if they have not done so already. The sphere also 
rolls initiative with a +8 bonus. On its turn, it moves 60 ft ina 
straight line. Whenever the Sphere enters a creature’s space or 
acreature enters its space while it’s rolling, that creature must 
succeed on a Dexterity saving throw or take 10d8 bludgeoning 
damage and be knocked down. The sphere stops when it hits a 
wall or a similar barrier. It can’t go around corners, but clever 
dungeon builders incorporate gentle, curving turns into nearby 


passages that allow the sphere to keep moving. 


Monsters & 
Enemies 


This (admittedly massive) section details a list of wild beasts, 
savage monsters, and human foes that players might encounter 
through the course of play. This list is by no means exhaustive 
but represents a strong assortment of varied beings with 
whom players might parlay or battle. The entries are listed 
alphabetically, with inhuman foes being listed first, followed 
by archetypal humans of various backgrounds. Before leaping 
directly into the list ofalphabetized horrors, however, an 
explanation of terms and how to use the stat blocks have been 


provided to help you make sense of the game statistics. 


Number: This refers to the number of creatures encountered 
ina group. If there is a second spread of numbers separated by 
acomma, this second set of numbers is meant to represent the 


total population that might be found in a settlement or lair. 


Size: This refers to the bulk and shape of the creature. There 
are four creature sizes in Swords & Chaos, which are Small 
(roughly 4 ft tall or smaller, and around 100 lbs. or less in 
weight), Medium (roughly the size of a human, give or take 
about 1-2 ft and a hundred or so lbs.), Large (substantially taller 
or larger than a human—roughly around the size ofa horse), and 
Huge (immense and vast, at least the size of an elephant, though 
they can be far, FAR larger). Objects can also be classified 


using these sizes. 


HD: This refers to the number of hit dice the creature has. 
The number in parenthesis refers to the type of hit die. To 
determine this creature’s hit point maximum simply roll that 
many dice of the die type in the parenthesis. Add your rolls 


together to arrive at the creature’s hit points. 


AC: This number refers to the creature’s armor class value. If 
a creature wears any armor, including a shield, such equipment 


will be listed in parenthesis next to the creature’s AC. 


Saves: This represents the creature’s saving throws. An ‘M’ 


means the creature’s mental attributes are considered Primary 
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Attributes for the purpose of making saving throws and even 
ability checks. Mental attributes include Intelligence, Wisdom, 
Charisma, and Luck. A ‘P’ means the creature’s physical 
attributes are considered Primary Attributes for the purpose 

of making saving throws and even ability checks. Physical 
attributes include Strength, Dexterity, and Constitution. If 

an ‘M’, and a ‘P’ are listed, that means the creature treats all its 
attributes as Primary Attributes. Ifan ‘N’ is listed, that means 
the creature has no Primary Attributes to speak of and rolls 
every check and saving throw as a Secondary Attribute. On 
both saves and attribute checks, the number added to the d2o is 


equal to the creature’s HD total. 


Move: This value represents the number of feet the creature 
can move on its turn. Sometimes multiple speeds are listed, 
in which case they have more than one means of moving 
around. Non-walking/running movements will be followed 
in parenthesis to show what mode of locomotion they are 
using. Special movement types include flying through the air, 
swimming through water, burrowing through earth, climbing 


up a surface, jumping, hovering above the ground, etc. 


Attacks: This section lists the variety of weapons, both natural 
and manufactured, that monsters may use in battle. All of the 
monster’s physical attack forms are listed here. The number of 
attacks is listed first. If there is no number, then only one attack 
per round is assumed. The form of attack is listed next. Damage 
from each form of attack is included in the adjacent parentheses. 
An attack listing of 2 Claws (1d6); Bite (1d8) would mean that 
the creature can attack three times per round: twice with claws, 
for 1d6 points of damage each, and once with a bite, for 1d8 
points of damage. Creatures that carry weapons may have a 
common weapon listed as an attack, or else it will simply say 

‘By Weapon’. In such instances, the damage the creature deals 
is determined by the weapon it carries. On an attack roll, the 


bonus to hit on a d20 is equal to the creature’s number of HD. 


Special: This refers to all of a creature’s special abilities: 
offensive, defensive, and miscellaneous. Generally, specific 
descriptions for each monster are provided in the monster’s 


listing. The exceptions to this are as follows. 
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Amphibious: An amphibious creature can breathe both air and 


water. 


Deepvision: Ages spent beneath the earth and in the dark 

and quiet places of the world have imbued certain creatures 
with the ability to see into darkness that a human would find 
impenetrable with the naked eye. This vision extends up to 120 
ftin even the darkest of nights and deepest of tunnels. Colors 
tend to erode with deepvision, and objects appear in many 
shades of gray. It is otherwise like normal sight, and creatures 
can function well with no light at all. Bright lights, such as from 
alantern or other light source, spoil deepvision. A creature 
requires one turn to adjust its eyes when a light source is 


extinguished before gaining full use of deepvision. 


Darkvision: In a similar manner to deepvision, some creatures 
can see in complete darkness for up to 60 ft. Darkvision 
produces images that are in shades of gray but is otherwise like 
normal sight. These creatures can function well with no light 

at all. Bright lights, such as from a lantern or other light source, 
spoil darkvision. A creature requires one turn to adjust his or 
her eyes when a light source is extinguished before gaining full 


use of darkvision. 


Duskvision: Some creatures can see in starlight and moonlight 
just as others can at dusk. They retain the ability to distinguish 
color and some detail under these conditions, though 
everything is cast in shadows. They have no enhanced vision 
underground, under torchlight, or in similar conditions of poor 


illumination. 


Blindsight: Creatures that are born, live, and die entirely 
underground, or which rely on senses other than sight might 
have blindsight. Such creatures are often eyeless or have other 


incredibly honed senses. 


Lmmunity/Reststance: This describes any innate immunity 
that a creature possesses. Lightning Immunity would mean 
that a creature is immune to all lightning damage. Lightning 
Resistance would mean that the creature isn’t immune, but 


takes only half normal damage. 
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Regeneration: A creature with this ability is difficult to kill, as 
the creature automatically heals damage at a fixed rate per 
round, as given in the entry. The number following the listing 
in the creature’s stat block designates how many hit points 
that creature regenerates in around. For instance, the Devil 
of the Wilds with “Regeneration 2” heals 2 hit points per 
round. Certain attack forms, typically fire and acid, deal lethal 
damage to the creature which doesn’t go away. The creature’s 
descriptive text provides the details. Regenerating creatures 
can regrow lost portions of their bodies and can reattach 
severed limbs or body parts; details are in the creature’s 
descriptive text. Severed parts that are not reattached wither 
and die normally. Healing starts the round immediately 


following the round in which damage was taken. 


Scent: This ability allows a creature to identify locations, items, 
and even people by making a successful check. They gain a +2 
bonus when using any tracking ability they may possess. Scent 
functions up to a range of 30 feet. These creatures are natural 
hunters and can “sniff out” singular scents, even when that 
odor is overpowered by another. Winds, weather conditions, 
and other situations may render this ability useless or reduce 
its potency; multiple strong odors will cause confusion, for 


example. Other effects are at the Game Master’s discretion. 


Spell Resistance: This is a special defensive ability. A defender’s 
spell resistance is like an armor class against magical attacks. If 
a spell is targeted at a creature with spell resistance, the caster 
of the spell must roll 1d20, unmodified. Ifthe result is equal to 
or greater than the creature’s spell resistance rating, then the 
spell can affect that creature. Otherwise, the creature’s spell 
resistance causes the spell to dissipate harmlessly. Certain 
spells are not subject to spell resistance, as detailed in their 


descriptions. 


All monsters have an innate SR. 1. A monster’s spell resistance 
is listed in its stat block with the abbreviation SR. For example, 
an Alien Horror’s spell resistance is 10, and it is listed on the 


Special heading as “SR 10”. 


Tracking: Many monsters can track. When noted, the monster 


in question can track as a ranger’s level equal to the number 


listed. A wolf has Tracking 10. The wolf can track as a roth level 


ranger. 


Twilight Vision: Even under starlight, moonlight, or torchlight, 
these creatures have exceedingly good vision. They can 
distinguish color and detail under these conditions for up to 


one mile when outside. 


Intelligence: This refers to the degree of mental ability the 
creature has, and roughly corresponds to player character 
Intelligence, though some creatures go far beyond the range of 


human intellect, both above and below, as detailed in the chart 


shown below: 
Intelligence Mental Strength 

1-2 Animal 
3-5 Inferior 
6-8 Low 

9-12 Average 

13-15 High 

16-17 Superior 

18-21 Genius 

22-25 Supra-Genius 
26+ Deific 


Type: This refers to the classification of the creature. A 
creature’s type can be particularly important where spells and 
magical summoning are concerned. Types of creatures are 


listed as follows: 


Aberration: Aberrations have bizarre anatomy, strange abilities, 


an alien mindset, or any combination of the three. 


Animal: An animal is anon-humanoid creature with a real-world 


equivalent. 


Beast: A beast is a creature with no real-world equivalent. It is 
a creature with reasonably normal anatomy and no magical or 


supernatural abilities. 


Construct: A construct is an animated object or artificially 


constructed creature. 


Dragon: A dragon is a reptilian creature, usually winged, with 
magical or unusual abilities. 
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Elemental: An elemental is an entity composed of one of the 


four classical elements: air, earth, fire, or water. 


Extraplanar: An extraplanar creature is a non—elemental that 


originates from another dimension, reality, or plane. 


Fiend: A fiend is an extraplanar creature that originates 
specifically from the Underworld. 


Giant: Giants are Large or Huge-sized humanoid creatures of 
great strength and bulk. 


Humanoid: A humanoid is a creature that is anthropoid: they 
have two arms, two legs, one head, and a human-like torso. 
Humans are considered humanoids but are listed as humans 
to distinguish them from their monstrous counterparts. All 


humans are humanoids, but not all humanoids are human. 


Magical Beast: Magical beasts are similar to beasts but can 
have an Intelligence of Inferior or better rating. Magical beasts 


typically have supernatural or extraordinary abilities. 


Monstrous Humanoid: These are humanoid creatures with 
monstrous or animalistic features, occasionally possessing 


supernatural abilities. 
Ooze: An ooze is an amorphous or mutable creature. 
Plant: This type encompasses all plants and plant-like creatures. 


Shapechanger: This type of creature has a stable body but can 


assume other forms. 


Undead: Undead are once-living creatures animated by spiritual 
or supernatural forces. Undead are immune to all mind-altering 
effects (charms, compulsions, etc.), poison, sleep effects, 


paralysis, stunning, disease, and death effects. 


Morale: This is a general rating of how stalwart and brave a 
creature is in the face of combat and certain doom. This value 
can be adjusted for circumstantial factors including how well 
the creatures have been treated by their leaders. Morale ratings 


correspond to the following range: 
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Morale Rating 
2-4 Unreliable 
5-7 Unsteady 
8-10 Average 
11-12 Steady 
13-14 Elite 
15-16 Champion 
17-18 Fanatic 
19-20 Fearless 


XP: This refers to the number of experience points awarded 
to characters for slaying, subduing, or otherwise defeating 
acreature. The number in each entry is the suggested 
average XP. The Game Master should feel free to adjust the 
experience point value as needed or desired. Experience 
points are broken down as the base (the value listed on the 
left) and the bonus (the value listed on the right). To get the 
total experience points for defeating a creature, multiply the 
bonus by the creature’s total number of hit points, then add 


this value to the base. 


Wild Beasts & 
Monsters 


Alien Borror 


Number: 1 

Size: Large (12 ft) 

HD: 15 (dra) 

AC: 18 (Natural Armor) 

Saves: M, P 

Move: 40 ft, 120 ft (fly), 30 ft (swim) 

Attacks: 2 Claws (2d6+4 Slashing), 2 Tentacle (2d8+4 
Bludgeoning) 

Special: Alien Mind, Amphibious, Eldritch Gaze, Horrifying 
Presence, Immunity to Cold, Immunity to Poison, Immunity to 
Psionics, Lightning Resistance (1⁄2), Resistance to Nonmagical 
Weapons (2), Darkvision 60 ft, Twilight Vision, SR 10 
Intelligence: Genius 


Morale: Champion (16) 
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Type: Aberration 


XP: 8,000+15 


Alien horrors are large, extraterrestrial crustaceans that have 
been reported on Earth at various periods over the course of 
many thousands of years. Perhaps they dwell in a secret society 
heretofore unknown to us, or perhaps they are visitors who 
come down from the heavens occasionally to feed upon flesh, 
and to terrorize humanity. Perhaps they are a race that crash- 
landed here many eons ago and lack the means to return to 
their homeworld. We simply do not know. Sometimes they are 
seen after a star falls from the heavens, or a meteorite strikes 
the Earth, scuttling about, performing strange and heinous acts 


upon whatever living things happen to be nearby. 


They have fleshy columnar bodies, which are ringed at their 
base with many segmented legs. They sporta heavy pair of large 
crablike claws, and out from their bulbous heads sprout a pair 
of small eyestalks. From the back of the beast grow leathery 
wings that permit swift and agile movement not only through 
the air but also through the water. To describe these beings 

is one thing. To look upon them is another thing entirely. 
Supposedly they are so violently disturbing to look upon as to 


cause madness in those who behold them. 


These beings are solitary, highly intelligent, telepathically 
gifted, and have bizarre and totally alien motivations. Most 
often they are found in the shallows near sandbars and coral 
reefs, where they sometimes scuttle about, sifting through 
sediment, or dissecting living organisms. Alien horrors seem 
don’t seem particularly interested in things like feeding, 
collecting treasure, or establishing territory. If anything, they 
seem more interested in taking everything apart and learning 
as much as they possibly can about whatever they can get their 


claws on. 


Alien Mind: Any attempt to communicate with or probe the 
mind of an alien horror by use of magic or psychic manipulation 
automatically fails and the caster must make a Luck saving 


throw at a -5 penalty or else be driven totally insane. 


Eldritch Gaze: On its turn, an alien horror can force a 

target it can see to make a Luck saving throw. Ifthe save fails, 
the target falls totally under the horror’s psychic influence, 
hypnotized and near-catatonic. In this state, an alien horror can 
telepathically order its thrall to do whatever it wishes, though 
suicidal orders allow for a second saving throw to break the 
trance. This domination ends when the victim succeeds on a 
Luck saving throw, or when the alien horror dominates another 


creature. 


Horrifying Presence: Any creature of 7 HD or fewer that so 
much as looks upon an alien horror must succeed on a Wisdom 
saving throw or run screaming for 1 minute. Creatures higher 


than 7 HD are immune to this fear. 
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Aint, Giant Queen 


Number: 1 

Size: Medium (6 ft long) 
HD: 10 (d4) 

AC: 16 

Saves: N 

Move: o ft 

Attacks: None 

Special: Sugar Sense, Colony Mother, Darkvision 60 ft 
Intelligence: Animal 
Type: Beast 

Morale: Average (9) 


XP: 100+10 


The queen of a giant ant colony is the single most important 
member of their society. Every single member of a colony is 

the offspring of that one queen, and the task of egg-laying 

is her sole responsibility. For this reason, the queen ant is 
uncommonly large, immobile, and is almost always found in the 
presence of adio warrior giant ants who defend her at all costs. 
Her chamber will also always be filled with many hundreds of 
giant ant eggs. These eggs have virtually no value at market, and 
only a giant ant will have the instinctual knowledge to raise an 


egg to hatch. 


Sugar Sense: Giant ants have an incredibly keen sense of 
smell. They are awarded advantage on any checks that rely on 
smell and can detect sweet or sugary substances from up to 


1,000 yards away. 


Colony Mother: All the other ants ofa giant ant colony 
are the spawn ofa giant ant queen. As such, the queen is 
ferociously defended by her colony. All allied giant ants within 


100 ft ofa giant ant queen gain a +2 bonus to hit and damage. 


Ant, Giant Warrior 


Number: 1-20 

Size: Small (3 ft long) 
HD: 3 (d4) 

AC: 16 


Saves: P 
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Move: 30 ft, 30 ft (climb) 

Attacks: Bite (2d4 Piercing) 

Special: Sugar Sense, Sting, Darkvision 60 ft 
Intelligence: Animal 

Type: Beast 

Morale: Steady (11) 

XP: 35+3 


Giant warrior ants are the soldiers and defenders ofa giant ant 
colony. While physically larger than the worker ants, they do 
not outrank them in any observable way. They gather no food 
and do little building or digging, but are the ones responsible 


for colony defense and war. 


Sugar Sense: Giant ants have an incredibly keen sense of 
smell. They are awarded advantage on any checks that rely on 
smell and can detect sweet or sugary substances from up to 


1,000 yards away. 


Sting: Ifa warrior ant succeeds in biting an opponent, they 
can immediately follow up with a sting attack, which deals 

2d4 points of piercing damage. A Constitution saving throw 
must then be made by the victim. On a failed save, the victim 
suffers an additional 2d4 points of poison damage as they are 


envenomated by the warrior ant. 


Ant, Giant Worker 


Number: 1-100 

Size: Small (2 ft long) 

HD: 2 (d4) 

AC: 16 

Saves: P 

Move: 30 ft, 30 ft (climb), 15 ft (burrow) 
Attacks: Bite (1d2 Piercing) 

Special: Sugar Sense, Darkvision 60 ft 
Intelligence: Animal 

Type: Beast 

Morale: Average (8) 

XP: t0+2 


Giant worker ants are the builders, gatherers, and servants of 


the giant ant colony. They are by far the most abundant of all 
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the types of ants within the colony of giant ants, and are always 


subservient to a queen. 


Sugar Sense: Giant ants have an incredibly keen sense of 
smell. They are awarded advantage on any checks that rely on 
smell and can detect sweet or sugary substances from up to 


1,000 yards away. 


Ape 


Number: 1-20 

Size: Medium 

HD: 3 (d8) 

AC: 12, 

Saves: P 

Move: 30 ft, 30 ft (climb) 
Attacks: 2 Slams (1d3 Bludgeoning), Bite (1d6 Piercing) 
Special: Rend, Twilight Vision 
Intelligence: Animal 

Type: Animal 

Morale: Average (8-10) 

XP: 30+3 


Apes live in tropical forests and steaming jungles, far away 
from the bothersome intrusions of man. Females and young 
congregate in familial troops, which are led by a single adult 
bull male. Males are highly territorial and protective of their 
troop and will defend it ferociously. Apes are generally shy and 
non-confrontational, with the exception of rogue bulls. x in 


1,000 apes may know the regional dialect of sign language. 


Rend: An ape can rend a victim for 2d4 points of extra slashing 
damage if both slam attacks hit. 


Ape-Man 


Number: 1-20, 25-100 

Size: Large 

HD: 4 (dr2) 

AC: 14 

Saves: P 

Move: 30 ft 

Attacks: 2 Slams (1d6 Bludgeoning), Bite (tdio Piercing) or By 


Weapon (rare) 

Special: Rend, Darkvision 60 ft, Twilight Vision 
Intelligence: Low 

Type: Humanoid 

Morale: Steady (11-12) 

XP: 70+4 


These shaggy, ape-like hominids are a hideous melding of the 
wild apes of remote jungles and true humanity. They are neither 
savage beast nor fully formed man. They dwell in that disquieting 
and uncanny valley of pseudo-humanity. They walk with alow 
stoop, though mostly move only on their hind legs, and shuffle 
along with a primitive gait. Despite this, their eyes reveal an 
incredible capacity for thought and reason, for they are the eyes 


ofaman. 


Ape-men sport wicked claws and savage canines which they use 
in displays of power. They are more social creatures than true 
apes, dwelling clans consisting of multiple families, either in the 
far north or on remote islands. Some among the elite of human 


society are said to keep ape-men as slaves and pets as a means of 
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showing off their immense wealth and mastery over nature. This 


almost never ends well. 


Rend: An ape-man can rend a victim for 2d8 points of extra 


damage if both slam attacks hit. 
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Arachnid Shepherd 


Number: 1-6 


Size: Medium 

HD: 5 (d8) 

AC: 14 

Saves: P 

Move: 30 ft, 30 ft (climb) 
Attacks: 2 Claws (1d4), Bite (1d8) 
Special: Venom, Spider Climb, Web Sense, Web Walk, Web, 
Twilight Vision 

Intelligence: Low 

Type: Monstrous Humanoid 
Morale: Elite (13) 

XP: 120+5 
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Arachnid shepherds are lazy, fat-bodied, spider-like bipeds 
who dwell in dark forests, old groves, or among ancient ruins or 
dungeons. They keep spiders as human shepherds keep flocks 
of sheep or goats. Otherwise, they are incredibly solitary, only 


gathering with other arachnid shepherds to mate. 


These fiends are generally cowardly and cruel. They prefer to 
construct traps and snares from their webbing to entangle foes 
rather than fight them openly. In fact, arachnid shepherds prefer 
to be seen not at all if they can help it. From the shadows, they 


chuckle and spit venom, both literally and figuratively. 


Arachnid Shepherds are able to speak the subtle language of 
spiders, and can even potentially learn a few words of a human 
language if they spend enough time eavesdropping from some 


shadowy place. 


Spider Climb: Arachnid shepherds can climb difficult surfaces, 


including upside down on ceilings without needing to make an 
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Web Sense: While in contact with a web, an arachnid shepherd 
knows the exact location of any other creature in contact with the 


same web. 


Web Walk: Arachnid shepherds ignore movement restrictions 


caused by webbing. 


Venom: The bite ofan arachnid shepherd forces its victims 

to make a Constitution saving throw or become paralyzed. The 
paralysis lasts for 5 minutes, although potent curative magic will 
end the paralysis early. 


Web (Recharge 5-6): Arachnid shepherds have specialized 
glands that produce silk, much like that of a spider’s, which it 
can sling out to a range of 60 ft. They can ensnare victims in this 
webbing with a successful ranged attack roll. Their webbing has 
an AC of 13 and 5 HP. 


Basilisk 


Number: 1-4 

Size: Large (12+ ft) 

HD: 8 (dro) 

AC: 17 

Saves: N 

Move: 20 ft 

Attacks: Bite (tdio Piercing), Tail (2d8 Bludgeoning) 
Special: Venom, Petrifying Gaze, Darkvision 60 ft 
Intelligence: Animal to Low 

Type: Magical Beast 

Morale: Champion (16) 

XP: goo+8 


Basilisks are enormous saurian beasts that hearken back to 

a bygone era. They are slow, lumbering things that measure 

12 feet or longer in length. The body ofa basilisk is low and 
heavy, ponderous, and armored with hard pebble-like scales 
of orange, black, red, and gold. The weight of the creature 

is supported by eight stubby legs which terminate in wide- 
splayed feet tipped with bone-white claws. The head of the 
beast is wide, flat, rounded, and studded with boney nubs. Its 
massive jaws are filled with long and dagger-like teeth. The 
bite of the basilisk is said to deliver a deadly venom. The tail of 


the basilisk is lined with thick spines. 


More fearsome than the basilisk’s venom, bite, or spined tail, 
however, is the creature’s gaze. The glowing green eyes of the 


basilisk can turn those who look upon them into stone. 


Basilisks enjoy hot, dry environments, typically deserts 

or badlands, where they dig burrows and lairs. They are 
carnivorous creatures, though they have been known to swallow 
loose stones to help their digestion. Such stones are known to 


harden into precious gems in the belly ofa basilisk. 


Venom: A victim bitten by a basilisk must succeed on a 
Constitution saving throw or suffer an additional 3d6 poison 
damage. 


Petrifying Gaze: Basilisks can, at will, activate or deactivate 
their petrifying gaze. Any creature who has line of sight with 
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a basilisk while the petrifying gaze is active must succeed 

on a Wisdom saving throw or be turned to stone. Basilisks 
typically avoid using this ability when hunting for food, to avoid 
petrifying their prey and rendering it inedible. The blind are 
immune to the petrification of a basilisk. Basilisks themselves 
are not immune to their own petrifying gaze, however, and 
seeing their own reflection will turn them to stone if their gaze 


is active. 


Bat 


Number: 1-100 
Size: Small (<1 ft) 
HD: 1 (d2) 

AC: 12 


Saves: N 


Move: 5 ft, 30 ft (fly) 


Attacks: Bite (td2 Piercing) 

Special: Disease, Blindsight 60 ft, Echolocation, Keen Hearing 
Intelligence: Animal 

Type: Animal 

Morale: Unreliable (2-4) 

XP: Nil 


Bats are small, furry, winged mammals that dwell in caves and 


other shadowy places until after dark when they come out to 


feed on insects. Bats are linked to many long-lived superstitions 
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and omens, and some believe that bats drink the blood of men 
to sustain themselves, or that bats are vampires or imps in 
disguise. Their reputation is somewhat deserved, however, as 


many bats carry deadly diseases like rabies. 


They are almost completely blind and rely on the emission of 
high-frequency sound to determine their location relative to 


other objects. 


Echolocation: Ifa bat is deafened, it cannot use blindsight 


and is effectively blinded. 


Keen Hearing: Bats have advantage on Wisdom checks that 


rely on hearing. 


Disease: There is a 5% chance that any given bat is diseased. 
Any creature bitten by a diseased bat must make a Constitution 
saving throw to avoid being inflicted with Rabies. The disease 
is marked by four stages. The first, the incubation period, 
typically takes between 2-3 months and is evidenced only by the 
bite mark alone. The second stage of the infection manifests as 
soon as the incubation period is complete and lasts for several 
days. It is typified by general flu-like symptoms, including 
fever and headache. These symptoms progressively get worse. 
The third stage, called the acute stage, shows the first signs of 
anxiety, confusion, paranoia, aggression, insomnia, delirium, 
hallucinations, hydrophobia (fear of water and inability to 
drink it), and other abnormal behaviors. These symptoms will 
worsen over the course of 2 to 10 days. The final stage of rabies 
is where the victim starts foaming at the mouth and becomes 
wildly violent and incoherent. If the victim reaches this stage 
of the disease, they will die of dehydration or one of the myriad 


problems plaguing their brain and central nervous system. 


Victims suffering from the first stage of the disease will show no 


signs of their having been infected. 


Victims suffering from the second stage of the disease suffer 


disadvantage to all physically related checks and saves. 


Victims suffering from the third stage of the disease suffer 


disadvantage on all checks, saves, and attacks. Additionally, 
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they cannot discern friend from foe, and periodically flee in 
terror, or fight violently against loved ones. They gain no 


benefit from resting either, as they cannot sleep. 


Victims suffering from the fourth stage of the disease are wildly 
incoherent, violent, aggressive, paranoid, and are rendered so 


totally insane they cease to function, thereafter quickly dying. 


The only surefire way to cure rabies is to cast the reverse of Pox 
of the Pustulent Godling, called Banishment of the Pustulent 
Godling, on the diseased subject. 


Batrachian Bog-Dweller 


Number: 2-8, 10-100 

Size: Medium 

HD: 1 (d8) 

AC: rr 

Saves: P 

Move: 30 ft, 20 ft (climb), 30 ft (swim) 
Attacks: 2 Claws (id2 Slashing), Bite (1d4+1 Piercing), or By 
Weapon 

Special: Amphibious, Stench, Darkvision 60 ft 
Intelligence: Low 

Type: Monstrous Humanoid 

Morale: Elite (14) 

XP: 15+1 


Batrachian bog-dwellers are humanoid amphibians who reside, 
unsurprisingly, in bogs (though they are commonplace in 
swamps and fens as well). They are a race of creature squat of 
body and rotund in shape. Their massive head is fused directly 
onto their bloated body without a neck to divide them, and 

the head is dominated by a wide, toothless maw, and a pair of 
bulging, orange eyes. Batrachians move somewhat bipedally 
and somewhat quadrupedally, with long, wide splayed limbs 


that carry them awkwardly on dry land. 


They live in old mossy ruins, which they fortify by means of 
wooden palisades and other crude defenses. They are grim, 
creeping creatures who steal often from both lizardmen and 
humanity. They covet tools of metal especially, which their 


damp skin prevents them from forging themselves, lest they 


desiccate during the act of shaping metal in the intense heat of 


the flame. 


Often, they will creep into nearby settlements, climbing 

walls and defenses with their sticky toepads to filch away the 
treasures of man in the night. Typically, this is seen as little 
more than a nuisance, but if the batrachians are allowed to get 
away with it too frequently, they grow bold, and opt to outright 


attack human settlements, day or night. 


They are highly vocal beings, calling always to one another with 


aseries of belches and croaks. This, their language, is almost 


impossible for other creatures to understand, let alone replicate. 


Stench: When a batrachian wishes to, it can secrete a 
horrendous oil from glands located posterior to its bulging 


eyes. Any non-batrachian within 30 ft must make a successful 


Constitution save with a -1 penalty for each Batrachian in 


the area. If this save fails, the victim suffers a -1 penalty on 
attack and damage rolls due to nausea and revulsion. Ifthe 
Constitution save is successful, the target is immune to the 


effects of batrachian stench for 24 hours. 


Bear 


Number: 1-6 

Size: Large 

HD: 6 (d8) 

AC: n 

Saves: P 

Move: 40 ft 

Attacks: 2 Claws (1d8 Slashing), Bite (1dr2 Piercing) 
Special: Hug 

Intelligence: Animal 
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Bird of Prey 


Number: 2-4 

Size: Small (4 ft)/Medium (10 ft) 

HD: 1 (d6)/4 (d8) 

AC: 13/15 

Saves: N/P 

Move: 5ft, 60 ft (fly)/1o ft, 80 ft (fly) 

Attacks: 2 Talons (1 Slashing), Beak (td2 Piercing)/2 Talons 
(1d3 Slashing), Beak (1d6 Piercing) 

Special: Flyby, Improved Sight, Dusk Vision, Twilight Vision 


Intelligence: Animal 
Type: Animal 
Morale: Unsteady (6) 
XP: 5+1/40+4 


Type: Animal 
Morale: Average (8-10) 
XP: 240+6 


f f Birds of prey include owls, condors, falcons, eagles, hawks, and 

Bears are large, furry mammalian creatures who dwell in almost ; i , 
. . other large, carnivorous birds. Most have incredible eyesight 

every non-desert region and clime. Brown bears are the most as P ; ; ; 
; . and can sustain flight for hours by gliding on the wind with their 
commonly encountered ofall bear species, though others exist. ae 
; massive wings. 
The polar bear is an especially massive breed of white bear that 


dwells on arctic ice sheets and subsists on fish and seal. Polar ; : ae . ee . 
Most birds of prey circle in the air, looking for prey with their 


bears have a swim speed of 30 ft. Black bears are the smallest, inaediblesenseol asion. Whenthey iy cniiwad, iisby 


coming up to only about 5 ft high when standing on their rear f i : ; : 
Bul y 5 tug 8 dive-bombing to snag their quarry with slashing talons when the 


legs. Black bears are very shy and skittish, and have a climb PEYE 
moment is right. 


speed of 30 ft. 


Birds of prey can range in size rather significantly, though most 


Ifan adult female bear is encountered, there is a 50% chance ; Ia : : ; 
5 would still be classified as Small sized. Truly massive specimens 


it will be accompanied by two cubs, who she will defend 5 PE SR i Pe 
can far exceed the size of their mundane kin and are terrifying 


ferociously. Mother bears gain advantage on attack rolls while . f 
exemplars of their species. 


defending their cubs. Adult males are solitary, and truly massive 
creatures: Flyby: Birds of prey can make swooping attacks from the air, 


allowing them to fly in, attack, and finish their flight movement 


Bears spend the winter months hibernating in burrows, dens, or ; . : 
without provoking an opportunity attack. 


Caves. 


Improved Sight: Birds of prey have advantage on checks that 


Hug: Bears are able to hug an opponent in a vice-like grip. If rely on sight. 


both the bear’s claw attacks are successful in a single round, the 

bear’s foe must make a Strength save or be caught in the bear’s Boar Gil d 

crushing hug. The victim can attempt to break free of the hug ite 4 6 
umber: 4-T' 

during subsequent rounds by making additional Strength saves. Size: M A 
1Ze: Medium 

HD: 2 (d8) 


AC: 16 


A bear can bite a hugged victim automatically each round. 
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Saves: P 

Move: 40 ft 

Attacks: Gore (2d6 Piercing) 
Special: Twilight Vision 
Intelligence: Animal 

Type: Animal 

Morale: Average (8-12) 

XP: to+2 


Wild boars are ill-tempered and aggressive herd animals that 
can be found in almost all regions of the world. They prefer 
scrublands or grasslands where they can forage for food. Wild 
boars are known to defend their territory and their young with 
equal fervor. Boars can grow quite large and are generally 
stocky and heavy-bodied. Boars have been known to tirelessly 


chase foes over great distances. 


Bone-Cater 


Number: 4-24, 40-400 

Size: Small 

HD: 1 (d4) 

AC: 15 

Saves: P 

Move: 30 ft 

Attacks: Bite (1d6 Piercing) or By Weapon 
Special: Darkvision 60 ft, Light Sensitivity 
Intelligence: Low to Average 

Type: Humanoid 

Morale: Unsteady (7) 

XP: 5+1 


Bone-eaters (also known as ratlings) are a race of diminutive 
corpse-eaters. A typical bone-eater stands roughly 2 and a half 
to 3 fttall. They sport large, batlike ears, have pinkish-red skin 
covered in fine hairs, and have a long, rat-like tail. Some grow 
long whiskers along the sides of their snout, which only serves 


to emphasize their rat-like appearance. 


The bite ofa bone-eater is incredibly strong—powerful enough 
to break through bone. This is aided by the incredibly strong 
incisors of the bone-eater, which are so stout as to function like 
bolt cutters. This is fortunate for the bone-eater, as the favorite 


treat is bone marrow. 
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Bone-eaters live in large colonies in the shadow of civilization. 
Many may take up residence in old cellars, abandoned homes, 
or warehouses, even in back alleys or sewer systems. They 
make their way in life unseen, only coming out at night to look 
for an easy meal. While they’d always prefer to stumble across 
something freshly dead to not risk harm in a fight, they are not 
above breaking into a barn for a cow or ambushing a drunk 


wandering the streets at night. 


Light Sensitivity: Bone-eaters suffer a -1 penalty to all 
attacks made in bright light. 


Bulette 


Number: 1 

Size: Large (10 ft) 

HD: g (dro) 

AC: 17 

Saves: P 

Move: 40 ft, 20 ft (burrow) 

Attacks: 2 Claws (3d6 Slashing), Bite (4d12 Piercing) 
Special: Darkvision 60 ft, Twilight Vision, Breach, 
Tremendous Leap 


Intelligence: Animal 
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Type: Magical Beast 
Morale: Steady (11) 
XP: goo+g 


The bulette is a hulking armored beast whichthat burrows 
through loose earth as a fish swims through water. Bulettes 
measure up to 10 feet long from tip to tail and are heavily 
plated with keratinous armor. They are voracious eaters, highly 
aggressive, and completely relentless in the pursuit of prey. 
While tunneling through the earth, the bulette’s primary back 
plate will occasionally breach the surface like a dorsal fin ofa 


shark, hence their other name: landshark. 


Bulettes are believed to be a hideous sorcerous hybrid of 


pangolin, giant snapping turtle, and devil’s blood, created by a 


black-hearted wizard stricken with madness in some bygone era. 


Breach: Any creatures standing within 5 ft of the area where a 
bulette emerges from the ground must succeed on a Dexterity 
saving throw or suffer 2d8 Bludgeoning damage and be 


knocked prone. 


Tremendous Leap: A bulette can leap 30 ft forward or 
15 ft vertically with the aid of its thick, heavily corded legs. A 
creature who is in the way of a leaping bulette is at risk of 
horrific bodily harm. Such creatures must make a Dexterity 


saving throw or suffer 3d6 Bludgeoning damage and be 


knocked aside. Ifa creature is at risk of being crushed by a 


160 GAME MASTER SECTION 


landing bulette, it must make a Dexterity saving throw or suffer 
8d6 Bludgeoning damage as they are crushed beneath the 


enormous weight of the beast. 


Byakhee 


Number: 1, 2-12 

Size: Large 

HD: 6 (dro) 

AC: 14 

Saves: M, P 

Move: 15 ft, 60 ft (fly) 

Attacks: Bite (2d4 Piercing), Claw (2d6 Slashing) 
Special: Dive Attack, Psionics, Teleportation, Darkvision 60 ft 
Intelligence: Low 

Type: Aberration 

Morale: Fanatic (17) 

XP: 210+6 


These hideous horrors glide through the gulf of space on 
black, leathery wings, descending from the heavens to torment 


mankind for unguessable reasons. 


Byakhee are truly alien both in appearance and in mindset. The 
creature’s large body resembles a disgusting hybridization of 
bat, eagle, and wasp, with a huge central eye resting just above 
its jagged beak. They have a strange, pulsating organ just 
visible under the casing of their thorax that allows them to warp 


space for ease of movement through the black gulf of infinity. 


Byakhee are also said to have a 
limited means of telekinesis and 
other psionic abilities afforded by the 
alien lobes of their brain. Despite this 
incredible mental ability, it does not 
seem that the byakhee have any significant 


culture or society of their own. 


Byakhee are often employed by sorcerers as 

horrific steeds when they seek to travel the 
universe for dark and unguessable purposes, 

riding them to the myriad alien worlds in the void 


of the cosmos. 


Dive Attack: Ifa byakhee is flying and dives at least 30 ft 
straight toward a target and lands a bite or claw attack, the 


attack deals an additional 1d8 slashing damage. 


Psionics: Byakhce, while not outwardly intelligent, 
possesses supernatural mental abilities. With these, the 
creatures can cast Luminous Evocation, Mesmerism of Yug- 
Taarush, and Telekinetic Manipulation as though they were a 


6th level sorcerer with 25 points of memory. 


Teleportation: By use of their unique organ, called a hune, 
a byakhee has the uncanny ability to instantly teleport to an 


unoccupied space it can see within 120 ft of it. 


Camel 


Number: 1-20 

Size: Large 

HD: 2 (d8) 

AC: 9 

Saves: P 

Move: 60 ft 

Attacks: Bite (1d4+1 Bludgeoning) 
Special: Fat Stores, Twilight Vision 
Intelligence: Animal 

Type: Animal 

Morale: Unreliable (3) 

XP: 10+2 


Camels are ornery beasts of burden who dwell in some of the 
hottest and most arid climes on Earth. Wild camels travel the 
wastes in herds, looking for oases and vegetable matter. When 
employed by humans, they are useful mounts and caravan 
creatures, able to go for many miles on little to no water, 
carrying incredible weight on their backs. Camels are known for 
smelling foul, and for spitting and kicking. Thus, they are not as 


popular as horses as far as mounts are concerned. 


Fat Stores: Camels have one or two large humps on their 
back that contain water-rich fat. This allows them to store large 
amounts of water for along time. With this ability, a camel 

can go up to 6 months without water, though they will lose a 
significant portion of their body weight in doing so and will 
likely die if pushed too hard. 
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Cat 


Number: 1-4 

Size: Small 

HD: 1 (d3) 

AC: 14 

Saves: P 

Move: 40 ft, 30 ft (climb) 
Attacks: Scratch (1d2 Slashing) 
Special: Twilight Vision 
Intelligence: Animal 
Type: Animal 

Morale: Average (8-10) 
XP: 5+1 


Cats are solitary and aloof creatures by nature. Many live their 
entire lives in the wild, while others are found in cities and 
homes all over the world. Cats are commonly keptas pets 

and come in a variety of colorations and patterns. Despite 
their unassuming appearance, cats are known to kill for sport, 
and anything rat-sized or smaller in the vicinity of a cat will 


eventually be slain. 


Cave Bear 


Number: 1-4 

Size: Large 

HD: 8 (dra) 

AC: 14 

Saves: P 

Move: 40 ft 

Attacks: 2 Claws (1d12 Slashing), Bite (3d8 Piercing) 
Special: Hug, Blood Rage 
Intelligence: Animal 
Type: Beast 

Morale: Average (8-10) 
XP: 525+8 


This titanic beast is a relative of the common brown bear but 
of massive and terrifying proportions. A cave bear measures 
almost 6 ft at the shoulder, and rearing up on its hind legs, it 
can measure well over 12 ft tall. They also sport a large hump of 
muscle on their back that differentiates them from the common 


brown bear. 
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Cave bears are aggressive creatures that dwell in limestone 
caves and dens. If disturbed, cave bears prove to have a 


ferocious and deadly streak. 


Hug: Cave bears are able to hug an opponent in a vice-like 
grip. If both of a cave bear’s claw attacks are successful in a 
single round, the bear’s foe must make a Strength save or be 
caught in the bear’s crushing hug. The victim can attempt to 
break free of the hug during subsequent rounds by making 
additional Strength saves. The cave bear can bite a hugged 


victim automatically each round. 


Blood Rage: A cave bear can continue attacking until it is 
reduced to -10 hit points. Once the bear is reduced to negative 


hit points, it gains a +2 bonus to all attack and damage rolls. 


Cave Horror 


Number: 6-36 

Size: Medium 

HD: 3 (d8) 

AC: 16 (Hide Armor + Shield) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon 

Special: Horrid Visage, Darkvision 120 ft 
Intelligence: Low to Average 
Type: Humanoid 

Morale: Elite (13) 

XP: 3043 


With huge, bulging eyes and wide, flabby maws, cave horrors 
are as terrifying as they are strange. They outwardly resemble 

a strange hybridization of frog, salamander, and lizard, though 
with the added strangeness of facial feelers and bipedalism. 
They have clammy white, pink, gray, or mottled yellow skin with 
a pebbly or scaly texture, and spend most of their time fighting 
for scraps and gnawing on bones in the dark places beneath 

the Earth. Cave horrors will live and die underground, never 
venturing to the surface for very long if they can help it. They 
favor dwelling in deep, dark pits where dank water can collect in 


great pools so that they may spawn in the slimy, foulness. 
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Their bodies are broad and squat, with bony digits ending in 
vicious, hooked claws, and mouths filled with curling, gnashing 
teeth. The sides of their heads are complemented with sprouts 
of writhing tentacle-like tendrils, which they employ in 


grooming and feeding. 


Cave horror society is primitive and superstitious. They detest 
humans as devils sent from the Overworld to steal their spirits. 
They worship gods that they cannot even begin to comprehend, 
and often engage in hideous ceremonies of madness and 
degeneracy to appease their grim deities. Anything sufficiently 


alien to a Cave horror may be worthy of worship. 


The toadlike creatures communicate using a strange, plonking 
language all their own. Those among their kin who dwell near 
civilization may know a smattering of the local language, picked 
up through silent observation, or by remembering the cries for 


mercy made by fresh sacrifices. 


Horrid Visage: Cave horrors are so vile in countenance and 
appearance as to terrify those who do not expect to gaze upon 
them. Those first caught unaware must make an Intelligence 
save or be paralyzed in fear for rdro rounds. Critical failure on 
this saving throw causes one to flee screaming into the darkness, 


never daring to look back for the duration. 


Cloaker 


Number: 1 

Size: Large 

HD: 6 (d8) 

AC: 16 

Saves: P 

Move: 10 ft, 40 ft (fly) 

Attacks: Tail Slap (1d6 Slashing), Bite (1d6 Piercing) 
Special: False Appearance, Moan, Engulf, Darkvision 120 ft, 
Phantasms 

Intelligence: High 

Type: Aberration 

Morale: Elite (13-14) 

XP: 330+6 
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Cloakers are wicked, tricksome creatures. They appear almost 


identical to a mundane cloak, with a body plan vaguely similar 
to that of a manta ray. Their only tell is that their underside 
bears their burning red eyes, and fanged mouth. They also sport 
claw-like digits where the fasteners would be (ifit were areal 
cloak), but these curl inward beneath the body of the creature. 
Always, a cloaker will try to cling to a ceiling or a wall, either in 
total shadow and darkness where it will never be seen, or where 
it might be mistaken for a cloak ona rack. They make their 
abodes in dark places like caves, dungeons, and abandoned 
buildings or sewers, and lie in wait near passages where they 


suspect people are most likely to come by. 


Cloakers are highly malleable and can fold and bend themselves 
into whatever arrangement they like. They can appear as 

neatly folded cloth or squeeze themselves into an open pipe 

or crevasse with ease. They seem to sadistically delight in the 
terror and chaos they cause when they spring suddenly to life 
and attack. Cloakers are solitary creatures and feed slowly on 


their victims over the course of many days. 
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Strangely, cloakers speak the Gibbering Tongue of the Void 


Between Stars. 


False Appearance: While a cloaker remains motionless 
without its underside exposed, it is indistinguishable from a 


dark cloak. 


Moan: Cloakers can emit a dangerous subsonic moan which 
can profoundly affect creatures within 30 ft who can hear it. A 
cloaker can produce two distinct frequencies of moan, both of 
which inflicts a different torment on the listener. A cloaker can 
continue to emit its moan for as long as it likes and can choose 
to change the frequency of the moan on its turn to alter the 


effect it causes. 


The Fear frequency forces all applicable victims to make a 
Wisdom saving throw or become horrifically frightened by the 
sound. Such victims will turn and flee from the gloomy dirge, 
only fighting if cornered. Cornered combatants will fight at a -1 
penalty to attack and damage rolls. Creatures with 6 or more hit 


dice are immune to this spell. 


The Nausea frequency forces all applicable victims to make a 
Constitution saving throw or become overcome with nausea 
and weakness. Their movement is reduced by 10 ft, they begin 


to sweat and vomit, and suffer 1d4 points of poison damage. 


Engulf: A cloaker can envelop a Medium or smaller creature 
within its body. When a cloaker succeeds on an attack roll, its 
victim must immediately succeed on a Dexterity saving throw or 
become wrapped up in the body of the cloaker. While engulfed, 
the cloaker makes all bite attacks against its victim with 
advantage on its attack roll. Its tail is still free to attack other 
targets during this time. Attacks that hit an engulfing cloaker 
deal half their damage to the monster, and half to the victim 


trapped within. 


Phantasms: Cloakers can manipulate the darkness around 
them to produce phantasmal duplicates of themselves, similar 

to the spell Bacci’s Parallel Beings. This effect produces 1d4 
phantasmal copies of the cloaker, however in bright light, they 
vanish, and the cloaker is incapable of producing the effect at all. 
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indescribably messy. Cockatrices prefer to eat carrion and will 


chase down anyone who strays too close to their corpses. 


Cockatrices are too heavy to fly but can flap their wings to help 


leap long distances up to 50 ft. 


Petrifying Spit (4-6 on a d6): Cockatrices can spit a 
venomous fluid in a manner similar to cobras. When goaded 
into defending itself, a cockatrice will often spit its venom at 

an aggressor. This venom can travel up to ro ft, and the victim 
must make a Luck save to avoid the venom landing in their eyes, 
mouth, or any open wounds they might have. A -1 penalty is 
applied to the save for every 4 hit points the victim is missing 
prior to the cockatrice’s attack. Ona failed save, the victim is 


petrified and turns to stone. 


Crocodile 
Number: 4-36 


Cockatrice Size: Medium to Large 


Number: 1-6 HD: 3-8 (d8) 

Size: Small AC: 12 

HD: 5 (d8) Saves: P 

AC: 14 Move: 20 ft, 30 ft (swim) 

Saves: P Attacks: Bite (see below), Tail Slap (1d12 Bludgeoning) 

Move: 20 ft Special: Hide, Roll, Twilight Vision 

Attacks: Scratch (1d3) Intelligence: Animal 

Special: Petrifying Spit, Darkvision 60 ft, Twilight Vision Type: Animal 

Intelligence: Animal Morale: Average (9) 

Type: Magical Beast XP: 30+3 to 525+8 

Morale: Steady (11-12) 

XP: 160+5 Crocodiles are 
semiaquatic 

Cockatrices are mean, hissing creatures that share traits with reptiles who 

both buzzards and cobras. Their bodies are lean and hunched, spend their lives 

coated in oily plumage partially plucked out, exposing the scaly among rivers, 

skin beneath. They have long, serpentine tails and equally long in swamps, or 

necks which terminate in a hooded head. Cockatrices have along warm 

beaks lined with boney toothlike protrusions and ugly orange coastlines. They 

eyes. Males of the species have red head crests and wattles. are indeterminate 
growers, 

These beasts are highly territorial and hiss and squawk at meaning that 

anything that comes near. They are incredibly noisy and as long as their 
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environmental needs are met, they will never reach full size. 
This can result in some truly massive specimens reaching over 


20 ft in length. 


These reptiles spend most of their lives in or under the water, 
with just their eyes poking out of the murk. When they do come 


on land, it is either to bask in the sun or lay their eggs. 


The bite ofa crocodile is one of the most fearsome in all the 
world, only getting more horrific as the creature matures and 
grows. As a general rule, a crocodile’s bite deals 1d4 points of 


piercing damage per 4 ft of length. 


Hide: When submerged, it is difficult to detect a crocodile. 
Doing so requires a successful Wisdom or Luck check (+5 


bonus to Challenge Base). 


Roll: After a successful bite attack, the victim must succeed 
ona Strength save or be grappled by the crocodile. This allows 
the crocodile to begin turning over, twisting whatever is in its 
maw into horrible ruin. This deals an additional 2d6 slashing 
damage on each subsequent round that the grapple persists. 
The grapple ends if the target succeeds on the Strength save 
to escape, the crocodile makes another bite attack, or the 


crocodile is slain. 


Darkling Sorcerer from Beyond 
the Veil 


Number: 1-2 

Size: Medium 

HD: 12 (d8) 

AC: 16 

Saves: M, P 

Move: 30 ft 

Attacks: See Below 

Special: Telepathy, Ethereal, Spell-Like Abilities 
Intelligence: High to Supra-Genius 
Type: Aberration 

Morale: Steady (11) 

XP: 3,325+12 
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Darkling Sorcerers are vague and somewhat sinister beings 
who come from beyond the veil of our reality. They are powerful 
sorcerers and spellweavers who meddle in the affairs of mortals 
only rarely, often choosing a specific individual to follow and 


patronize. 


These creatures are all unique, with no two darkling sorcerers 
looking alike. They take great care to obscure and mask their 
form, donning great robes or voluminous cloaks to make their 
bodies indistinct and their faces shadowed. Some are pot- 
bellied, while others are lank and slender. Some are short, and 
some are tall, but they always stick to a vaguely humanoid shape. 
From under their dark hoods, luminous spheres of light might 
twinkle, suggesting glowing eyes set on writhing stalks. Some 
have no eyes at all. Some might have extra limbs or writhing 


tentacles which trail out from their heavy cloaks. 


These extra-dimensional sorcerers were once of a more tangible 
race, originating from a neighboring plane of reality. When 
their world was annihilated, the most powerful among them fled 


into the ethereal border between their dimension and ours. 


For some reason, darkling sorcerers sometimes find themselves 
drawn to specific mortals, choosing them as a pupil or unwilling 


assistant in their strange and wizardly acts. In exchange for 


such (usually unwilling) service, a darkling sorcerer might 
offer sagacious wisdom, or useful leads on quests for fame and 
fortune. Even when a darkling sorcerer is outright rejected by 
a mortal that they have taken a shine to, the darkling sorcerer 
always seems to have a way of manipulating events to bring the 


two together again and again. 


Telepathy: Darkling Sorcerers from Beyond the Veil can 
speak telepathically and can thus communicate with any 


creature of low Intelligence or higher. 


Ethereal: Darkling Sorcerers exist only partially within the 
mortal realm. Most of their essence resides in a plane beyond 


the veil of reality. A creature in the mortal realm of reality 


cannot attack a darkling sorcerer, except with magical weapons. 


Spell-Like Abilities: 7ransference of the Many Forms of 
the Oozing Lord (5/day), Arcane Sensation (5/day), Luminous 
Evocation (5/day), Hurtling Beams of the Unerring Lance 
(5/day), Roving Eye of the Unseen Spy (1/day), Bacchi’s 
Banishment (t/day), Cryonixs Cone of Cold (2/day), and Pan- 


Dimensional Projection (1/ day). 


Darkmantle 


Number: 1 

Size: Small 

HD: 2 (d8) 

AC: 16 

Saves: N 

Move: 10 ft, 30 ft (fly) 

Attacks: Crush (1d6 Bludgeoning) 
Special: Blindsight 60 ft, Echolocation, Dark Aura, Smother, 
False Appearance 

Intelligence: Animal 

Type: Aberration 

Morale: Average (8-10) 

XP: 17+2 


Darkmantles are a nightmarish crossbreed of octopus, bat, and 
demon devised by a mad wizard in a bygone age. Unfortunately 
for spelunking enthusiasts, the wizard’s experiment was either 


let loose or escaped into the wild. In either case, these bizarre 
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creatures have established a population of their own in the wild. 


These cave-dwellers appear as small formations of limestone 
rock, though they are studded with a ring of glittering yellow 
eyes roughly halfway up their conical body. Out from their base 
run eight tentacles with wide, winglike membranes running 
between them. When spread fully out, the tentacles and their 
membranes catch the air and allow the darkmantle to awkwardly 


fly through the air like an enormous bat. 


Darkmantles are generally rather timid creatures and are easily 
irritated by bright lights or loud noises and may be coaxed 

into combat if sufficiently irritated. Being ambush predators, 
darkmantles always prefer to attack by surprise. They often leap 
suddenly to life, flying through the air, only to drop down right 
over someone’s head, smothering them while crushing them 


with their powerful muscles. 


Echolocation: Ifa darkmantle is deafened, it cannot use 


blindsight and is effectively blinded. 
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False Appearance: While motionless, NF 
a darkmantle is indistinguishable from a `à AY U 
mundane cave formation like a stalactite or Iy X 


stalagmite. 


Smother: If a darkmantle makes a crush 
attack against an opponent who is unaware 
of its presence, the darkmantle attaches to 
the victim by engulfing their entire head. 
The victim is then completely blinded by 

the smothering body of the darkmantle and 
cannot breathe. While attached to the target, 
the darkmantle can’t attack anyone else. It 
can, however, continue to crush the original 
victim round after round with advantage on 


the attack rolls as it crushes its victim’s head. 


A creature can tear itself free ofan attached 
darkmantle with a successful Strength check. A darkmantle can 


detach itself at will if it so chooses. 


Dark Aura (1/day): Darkmantles can expel a magical aura 
of darkness that extends out from their body in a15 ft radius. 
This aura moves with the darkmantle, and spreads around 
corners. The darkness persists for 1d3 minutes, or until the 


darkmantle is slain. 


Death Cree 


Number: 1 

Size: Huge (20-30 ft) 

HD: to (dro) 

AC: 13 

Saves: P 

Move: Nil (1-4 ft per day) 
Attacks: 4 Whip (1dio Slashing) 
Special: False Appearance, Entangle, Vampirism 
Intelligence: Inferior 

Type: Plant 

Morale: Champion (15) 


XP: 1050+10 
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In dark forests, fetid swamps, and lonely expanses of wild 


ye 
VA I a 


country, trees of great size and thickness grow and send their 
roots deep into the earth. Some trees, however, cannot subsist 
on soil, light, and water alone. The death tree is a blood-sucking 
animate tree that uses its flexible roots, branches, and vines to 
ensnare unsuspecting passers-by. Tiny barbs along their bulk 


can break the skin and drink greedily the blood ofits victims. 


Various theories have arisen to explain these strange creatures. 
Some suggest experimentation by mad sorcerers. Others posit 
the infestation of mundane trees by evil spirits. Still, others 
argue for spontaneous animation by the warping influence of 
Chaos. 


Death trees are capable of moving from one location to another, 
though they are incredibly slow. As a result, they prefer not to 
move once they are situated. Ifa death tree must move to anew 
hunting ground, it will do so only at night, when it is least likely 


to be disturbed or spotted by others. 


False Appearance: When motionless, a death tree is 


indistinguishable from a mundane tree. 


Entangle: Ifa death tree succeeds in attacking the same 
target with two whipping tendrils, the death tree can entangle 


the victim with barbed, ropey vines. While entangled, a 
victim cannot move, attack, or engage in any other activity 
that requires range of movement. To escape requires a 


successful Strength check. 


Vampirism: While a victim is entangled by a death tree, 
its thorny vines dig into the victim’s flesh and draw out its 
blood. This blood surges up the vines and into the bole of 
the tree, where it revitalizes the vampiric plant. Each round 
that a living victim is entangled by a death tree, it suffers 1d4 
points of necrotic damage. The death tree gains the same 


value in regenerated hit points. 


Deepspawn 


Number: 1-10, 100-600 
Size: Medium 

HD: 3 (d6) 

AC: 13 (Small Shell Shield) 
Saves: P 

Move: 30 ft, 80 ft (swim) 
Attacks: By Weapon 
Special: Gilled, Silent, Darkvision 180 ft 
Intelligence: Average 
Type: Aberration 

Morale: Elite (13) 

XP: 75+3 


If you ever find yourself on a lonely stretch of coastline 

with the waves crashing along a rocky shore, and the full moon 
casting its gibbous gleam upon the wake, go with caution. 

If you ever find yourself in a backwater village where the 
fishermen stick to the wharves and the place has a rot and a haze 
about it, go with trepidation. If, in such a village, the people 
have a strange cast to their looks, with bulging, glassy eyes, 
sickly skin, and wide, lipless mouths, flee in terror. Such men 


are the kin of the deepspawn. 


Deepspawn are a race of anthropoid sea creatures that resemble 
a hideous hybrid of fish and man. Their skin is green or gray, 
and they sport huge, yellow eyes which gleam evilly in the 
moonlight. Their man-like necks sport fish-like gills, and their 
humanoid limbs terminate in clawed, webbed digits. They are 


perpetually clammy, and reek of fish. 
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The race of the deepspawn dwell in underwater cities off the 
coast, in coral reefs or in kelp forests. In their slimy, algae- 
caked cities, they worship indescribable idols of hideous 
alien gods, and count down the days to an event called “The 
Great Inversion’. This event will mark the collapse of human 


civilization and the usurpation of the deepspawn. 


Deepspawn have been known to interbreed with coastal 
populations of humans. The end result of such an unspeakable 
union is ahuman child, who becomes more and more piscean 
as they age. Eventually, the hybrid adult will develop functional 
gills from fleshy folds in their neck. Thereupon they will leave 
their human colony to join their fellows in the city beneath the 


Waves. 
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The deepspawn speak their own language, and some will learn 
the local human tongue as a means to extol tribute, negotiate 


trade, or demand mates. 


Gilled: Deepspawn have large gills which flank their glassy 
eyes. These allow them to breathe underwater but lack the 
power to sustain prolonged breathing on dry land. Deepspawn 
can survive out of water for only 2d6 hours. If they do not return 


to the water before that time elapses, they will suffocate and die. 


Silent: Deepspawn move with an eerie and almost 
supernatural silence. They make little to no noise and make 
checks to sneak at a +5 bonus. Conversely, checks to find a 


sneaking deepspawn are made at a-5 penalty. 


Deepspawn Master 


Number: 1, 1-12 

Size: Medium 

HD: 7 (d6) 

AC: 13 

Saves: M 

Move: 30 ft, 80 ft (swim) 
Attacks: By Weapon 

Special: Gilled, Silent, Sorcery, Darkvision 180 ft 
Intelligence: High to Genius 
Type: Aberration 

Morale: Champion (16) 

XP: 315+7 


The most intelligent and wicked among deepspawn society 

rise through the ranks of their decrepit environment and find 
themselves in positions of power. These masters most often 
devote themselves to the black arts dictated by their insane, 
alien deities. They are the high priests, sorcerers, and leaders 
of the deepspawn. It is they who arrange audiences with surface 
dwellers. It is they who manipulate foolish humans so that they 
might extend their influence on dry land. It is they who plan 
“The Great Inversion’, and who count the shifting of the stars for 


the return of their wicked, shapeless gods. 


Twelve deepspawn masters rule over a deepspawn city—no 


more, no less. They meet in a council chamber to cast sorceries 
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and gaze into the future. They are greatly feared by other 
deepspawn, and for good reason. The masters are potent 


sorcerers who can drive others mad with an utterance. 


Gilled: Deepspawn masters have large gills which flank 

their glassy eyes. These allow them to breathe underwater but 
lack the power to sustain prolonged breathing on dry land. 
Deepspawn can survive out of water for only 2d6 hours. If they 
do not return to the water before that time elapses, they will 


suffocate and die. 


Silent: Deepspawn masters move with an eerie and almost 
supernatural silence. They make little to no noise and make 
checks to sneak at a +5 bonus. Conversely, checks to find a 


sneaking deepspawn master are made at a-5 penalty. 


Sorcery: Corruption 1d8-1, 22-28 Memory, deepspawn 
masters know the following spells, organized by memory 


size: 


1M: Arcane Sensation, Conjuration of the Slavering Maw, 
Serpent Charm, Transference of the Many Forms of the Oozing 
Lord 


2M: Conjuration of the Greater Slavering Maw, Instillment 
of Karthunia’s Terror, Summons of the Void Between 


Stars 


5M: Conjuration of the Notsome Breath of Boglox the Reeking, 


Lesser Demoniac Summons 


10M: Karthunia’s Superior Insullment of Savage Fear 


Demon from Beyond Reality 


Number: 1 

Size: Large (10 ft) 

HD: 12, (dr2) 

AC: 16 

Saves: P 

Move: 30 ft 

Attacks: 2 Claws (3d8 Slashing), Horns (6d6 Piercing) or By 
Weapon (+5) 
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Special: Immunity to Mortal Tools, Demoniac Form, Sunlight 
Sensitivity, Immunity to Fire, Immunity to Poison, Cold 
Resistance (12), Lightning Resistance (1⁄2) 

Intelligence: Average 

Type: Fiend 

Morale: Fearless (19-20) 


XP: 3,200+12 


Demons from beyond reality are extraplanar horrors of 
darkness. Their skin is onyx, their flesh shadow, their bones 
night. They dwell within a permanent bank of smoke and 
shadow which makes them vague and fearsome. The only 
source of light or contrast to these fiends are their eyes, which 
are perpetual motes of flame, spewing white-hot tendrils like 


burning brands. 


Despite their insubstantiality, such demons are physically huge 
and ferocious-looking when revealed in a proper light. They 
tower over I0 ft tall, with thickly muscled frames, long limbs, 
knife-like talons, and huge, bull-like heads ending in massive, 
up-turned horns. The frames of such beasts are supported by 


hairy, goatish legs terminating in hooves. 


As demons, these creatures are native to the Underworld, where 
they dwell in a land all their own, consisting of insubstantiality, 
shadow, smoke, and haze. They disdain the light and hate 
sunlight most ofall. When upon our plane of reality, they spend 
their time haunting crypts and caverns, dark pits, dungeons, 
and ruins. They are attracted to places of darkness and suffering 
especially. It seems that they feed on the residual sorrow of 

an environment, though souls satisfy their eternal hunger far 


better. 


Sunlight Sensitivity: Demons from beyond reality suffer 
disadvantage on attack rolls and saving throws while in direct 


sunlight. 


Immunity to Mortal Tools: Demons from beyond reality 
are immune to attacks from nonmagical weapons that are not 


made of silver. 


Demoniac Form: The physical form of a demon from 


beyond reality is dark and monstrous, at once both vague and 


172 GAME MASTER SECTION 


hideous. The demon is so vile in countenance and appearance 
as to terrify those who do not expect to gaze upon it. Those first 
caught unaware must make an Intelligence save or be paralyzed 
in fear for 1dio rounds. Critical failure on this saving throw 
indicates that the victim gains 1 point of Corruption, and flees 
screaming into the darkness, never daring to look back for the 


duration. 
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Devil of the Void Between Stars 


Number: 1-12 

Size: Medium 

HD: 2 (d8) 

AC: 14 

Saves: P 

Move: 40 ft, 60 ft (fly) 

Attacks: 2 Talons (1d6 Slashing), Horns (1d4 Piercing), or By 
Weapon 

Special: Lightning Tools, Shrieking Dirge, Darkvision 60 ft, 
Twilight Vision 


Intelligence: High 
Type: Fiend 

Morale: Steady (11-12) 
XP: 33+2 


These reddish-purple, winged beings are often misidentified 
as being of extraplanetary origin, as they are frequently seen 
descending from the skies on leathery wings on dark nights. In 
fact, these horrors come not from the heavens, but from hell. 
Native to the Underworld, a devil of the void between stars is 
slightly smaller than a man, with hunched back and bulbous 
head. 


They sport a barbed tail, ram’s horns, and wicked claws. 

Their skin is marred with enumerable scars and sores from 
the tortures put upon them by their wicked masters in the 
Underworld. They are so brutalized because they are the 
lowest ranking of all Underworld denizens, barring imps, who 


are the absolute lowest. 


Devils from the void between stars are generally cowardly and 
loathsome, unwilling to do much of anything unless forced 
with the threat of violence. When conjured by sorcerers, the 
devils will try to find any way they can to escape from the 
bondage of servitude, unless they are sufficiently terrified of 


the sorcerer. 


They often carry spears, tridents, whips, clubs, or javelins. 
They abstain from wearing armor, as it would impede their 
ability to fly, which they are capable of sustaining for many 
days without rest. This is accomplished by means of gliding 
high in the upper stratosphere. Doing so enables them to be 


carried by prevailing winds for incredible distances. 


There is a significant population of these devils who live not 

in the Underworld, but on Earth, spending their time flying 
through the air, looking for unsuspecting prey to snatch and 
carry off to mountain caves so that they can be torn apart and 
devoured. Itis this population that has given the devils their 
name among mankind, for many believe that the creatures fly in 


the void between stars, and descend to wreak havoc and misery. 
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Lightning Tools: Any weapon attack made by the devil of 
the void between stars deals 1d8 lightning damage in addition to 


normal damage. 


Shrieking Dirge: As an action, a devil of the void between 
stars can emit a deafening shriek from its pit of a maw. All 
creatures who can hear within 60 ft of the devil must make 
a Luck saving throw. If they fail, they suffer 1dro points of 


thunder damage, and are deafened for 1 minute. 


Devil of the Wilds 


Number: 1-8 
Size: Medium to Large 
HD: 6-9 (d8) 


AC: 15 


Saves: P 


Move: 30 ft 


Attacks: 2 Claws (1d4 Slashing), Bite (2d6 Piercing), weapon 


(+3 damage) 
Special: Rend, Darkvision 60 ft, Twilight Vision, 


Regeneration 5 
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Intelligence: Low 

Type: Fiend 

Morale: Fanatic (17-18) 

XP: 24016, 450+7, 700+8, or goo+g 


Folklorists and tale-tellers fill their yarns with strange creatures 
who wander the woods, creep through mountain passes, 
slumber under bridges, and cause mischiefin the lives of mortal 
men. Such creatures have many names, including bauchaun, 
boggart, brownie, dokkaebi, elf, gremlin, goblin, hobgoblin, 
kobold, nisse, ogre, tikoloshe, troll, and trow. Typically, 

these fanciful beings are regarded as the stuff of fairytales 

and children’s nursery rhymes, but in truth, they all have a 
progenitor in the monstrous creature called the devil of the 


wilds. 


Once, the devils of the wild dwelt in the pits of the Underworld, 
eking out an existence upon the barren rock, and waging 
savage war as the shock troops of the fearsome warlords of Hell. 
After the horrific demonic incursion that ended the Atlantean- 
Hyperborean conflict during the Age of Man, many of the 

great hosts of devils deserted and fled into the wilds of this 

new and exciting world of greenery and life. Ever since, they 
have left their mark on the collective imaginations of mankind, 
continually poking and prodding at its edges, causing torment, 
as is the wont of devils, and laying claim to dark forests, haunted 


caves, ancient ruins, and the like. 


Devils of the wild are humanoid in shape, and continually grow 
larger as they age. Their skin is mottled, tough, and includes 
the typical range of human colorations. Beyond this, their skin 
can also be dull gray, bone white, olive green, mustard yellow, 
or burnt sienna. Their body is rubbery and hideously textured 
with boils, lumps, tumors, wiry hairs, and unusual growths. 
Their hair is uniformly black and grows with great thickness out 


of the top of their almost conical skull. 


Devils of the wild are generally slow-witted, unintelligent, 
and prone to great rages and acts of extreme violence. They 
have a hatred for humanity that drives them to hide away from 
civilization, but which also draws them out from time to time, 


for they love the taste of human flesh above all other meats. 
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When hunting for prey, they will take with them large weapons 
capable of goring men and running them through. They 
especially enjoy using clubs, hammers, axes, and spears. Some 
have learned archery and use bows of such incredible poundage 


that no human could hope to use them. 


Rend: If a devil successfully hits with both of its claw attacks 
on the same opponent, it is able to make a fierce dig with those 
claws to rip the victim’s flesh. This attack automatically inflicts 


an additional 1d4+1 points of slashing damage on the victim. 


Regeneration: Three rounds after the devil suffers damage, 
its body begins to repair itself. Devils of the wilds regenerate 
at arate of five hit points per round. A devil of the wilds that 

is slain in battle will reform 3d6 rounds after falling and will 
continue to fight. Only two ways to permanently kill such a 
devil are known. The first is to remove its heart and bury it and 
consecrate the ground with anointed oils, or powdered silver. 
The second is by means of the persistent damage of fire or acid. 
If the creature suffers fire or acid damage, its regeneration will 
stall for the subsequent round. If reduced to o hit points by 


using fire or acid, the devil will be slain. 


Dimensional Shambler 


Number: 1-4 

Size: Large 

HD: 7 (d8) 

AC: 16 

Saves: M, P 

Move: 30 ft 

Attacks: 2 Claws (2d8 Slashing) 

Special: Grappler, Dimensional Shift, Tour of Madness, 
Extradimensional Senses 60 ft, Darkvision 60 ft, Resistance to 
Damage from Nonmagical Weapons (2), Acid Resistance (12), 
Cold Resistance (1⁄2), Fire Resistance (1⁄2) 

Intelligence: Genius 

Type: Aberration 

Morale: Unsteady (5) 

XP 315 +7 


From whatever far-flung dimension these terrifying things 


originated, none can say for sure. It is possible that they have 


W 


wandered across the multiverse for all of time, seeking out 
victims to drag into other realms, to show great vistas of mind- 
shattering splendor. All that is known for certain is that when 


they come, they bring madness with them. 


A dimensional shambler walks on two unsteady legs, and 

possesses long, bone-thing, gangly limbs terminating in thick, 
iron-hard claws. Their bodies are hairless and gray, with a dull 
iridescent sheen similar to the chiton of certain beetle species. 
Their heads are drooped and hairy, with deep-set, baboon-like 
noses and black, vacuous eyes. Curling tusks jut up from slack 


lips which never make a sound. 


Dimensional shamblers are cruel, enigmatic things that 

can open gates to other planes of existence on a whim, and 
spend their endless days walking across the vast gulfs of 
infinity, seeking out victims to show the true immensity of the 
multiverse. It seems they derive some form of sustenance from 
the agony and terror they invoke in others, but such a line of 


thought is hardly substantiated. 
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Grappler: If both ofa dimensional shambler’s attacks on 
a single target in a single round are successful, the target is 
considered grappled (Strength check to break free at a-3 
penalty). 


Dimensional Shift: A shambler can shift from one plane of 
reality to another, seemingly vanishing! This is done with ease 
on the part of the shambler, and thus does not rob the creature 


of its action. However, it cannot take a grappled victim with it. 


Tour of Madness: As an action, a dimensional shambler can 
drag an opponent who is already grappled through a myriad 

of dimensions and alien realms in terrifying succession. The 
victim must make a Wisdom saving throw. On a fail, they suffer 
6d8 psychic damage as mental and physical havoc are wrought 
upon their mortal frame. Additionally, they gain 1 point of 
Corruption. If they succeed on their Wisdom saving throw, they 


take halfas much damage, and gain no such Corruption. 


Dire Wolf 


Number: 2-12 

Size: Medium 

HD: 4 (d8) 

AC: 13 

Saves: P 

Move: 50 ft 

Attacks: Bite (2d4 Piercing) 
Special: Pack Tactics, Darkvision 60 ft, Twilight Vision, Scent, 
Tracking 6 

Intelligence: Animal 

Type: Beast 

Morale: Steady (11) 

XP: 100+4 


The dire wolf is an especially large and ferocious breed of 
wolf that travels in packs and are less fearful of man than their 
smaller cousins. Dire wolves have been known to attack men 


outright, and some have a taste for human flesh. 


Pack Tactics: While a dire wolf is adjacent to one of its allies, 


it makes its attack rolls with advantage. 
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Diinni 

Number: 1 

Size: Large 

HD: 7 (dro) 

AC: 17 

Saves: M, P 

Move: 20 ft, 60 ft (fly) 

Attacks: Slam (2d8 Bludgeoning) 

Special: Air Mastery, Wish, Wind-Walking, Spell-Like 
Abilities, Whirlwind, Darkvision 60 ft, Immunity to Acid, Plane 
Shift, Telepathy 100 ft, Mighty Physique 

Intelligence: High 

Type: Extraplanar 

Morale: Elite (13-14) 

XP: 1,305+7 


Djinn are supreme magical beings indigenous to the Plane 
of Elemental Air. They are physically mighty creatures who 


resemble humans, though far larger, and with an unusual cast 
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to their skin. Djinn oftentimes have blue, green, off-white, or 
even gold skin. They favor ostentatious dress, jewelry, and garb. 
Some djinn will carry jewel-encrusted swords as symbols of 


their power, wealth, or status. 


They are boisterous creatures, and oftentimes vain. They regard 
humans as lesser beings, whom they will humor only if the 


mood suits them. 


Most djinn in our reality are bound to magical bottles and lamps, 
which are able to imprison the otherwise omnipotent beings 

of raw chaos and sorcery. Thus bound, a djinn cannot leave 

its lamp unless summoned forth by whomever possesses the 
container. A djinn freed of its lamp may offer to grant the wish 
of whomever freed it, though caution should be taken in such 
instances. Not all djinn are alike, and some will warp the wish of 
their freer for their own amusement into something horrific or 


cruel. 


Air Mastery: Airborne creatures suffer disadvantage on attack 


rolls against djinn. 


Spell-Like Abilities: Z/zann s Instant Vanishment, Camut 
Shang 's Conjured Comestibles (1/ day, can also create wine), and 


Mutro’s Instant Evaporation (t/day) 


Wind-Walking: Once per day, a djinni can transform itself 
and up to five willing creatures within 30 ft into billowing wisps 
of cloud-like vapor. The vapors are extremely light and can 

fly through the air at incredible speed (600 ft per round/too 
ft per second/68 mph). Each wisp of cloud can act of its own 
volition and is pushed along by magical winds. In cloud form, 
wind walkers are immune to all physical harm. No spellcasting 
is possible in this cloud form. The cloud shape lasts for up to 
8 hours, ending early if the djinn so chooses. A wind walker 
can transform back to their normal form, or back into a 

cloud during the duration of the spell if they spend 5 rounds 


concentrating on shifting forms. 


Wish: Djinn can grant the wishes of their masters. With 
their wish-granting abilities, they can replicate the effects of 
any other spell; Undo harmful effects of other spells; Create 


a valuable item, even a magic item of extreme value (up to 
25,000 gp); Permanently raise or lower an attribute by +1 

or -1; Remove injuries and afflictions, regardless of severity; 
Bring the dead back to life; Instantly transport up to seven 
beings located anywhere in the multiverse to anywhere else 

in the multiverse (unwilling targets are afforded a Charisma 
saving throw to avoid this transportation); Undo a single 

recent event by forcing a reroll of any roll made within the 
previous round. Reality reshapes itself to accommodate the new 
result. Itis possible that a character might wish for something 
beyond these parameters. In such instances, the djinn will try 

to accommodate, but the powers of their wish-granting are 
supremely powerful and only dimly understood. An overzealous 
wisher will potentially get more than they bargained for, as 
wishing for something out of greed or anger only engenders the 
corrupting nature of wishes. A djinn can grant one wish per day, 
and only ever to a mortal. They cannot grant themselves wishes, 
nor the wishes of another djinn. Additionally, a djinn not bound 
to a master by way of a lamp is extraordinarily unlikely to grant a 


wish, let alone acknowledge they have such a power. 


Whirlwind: A djinni can transform itself into a whirlwind 
once every 10 minutes. This whirlwind acts just like the air 


elemental’s ability of the same name. 


Plane Shift: Djinn are able to use the spell Portal to the 
Netherworlds of Reality seven times per week. This version 

of the spell can be used only in the first manner, as a means of 
travel, not as away to summon others. The djinn does not need 


to concentrate to maintain the gate once it has been created. 


Mighty Physique: Djinn are physically mighty, as their 
strength is that of the elemental air itself. When a djinni 

uses weapons, it can wield a heavy weapon in one hand, and 
deals standard weapon damage +3. A djinni can also carry 
tremendous weight with little issue—up to 5,000 lbs. A djinni 


can drag up to 15,000 lbs. 


Telepathy: Djinn are able to telepathically communicate with 
any intelligent creature within 100 ft. They are able to read 
surface thoughts and can concentrate ona specific creature for 
three rounds to reveal its class, level, or hit dice, and whether or 
notit is being truthful. 
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Dog 


Number: 1-20 

Size: Small to Medium 
HD: 1 (d8) 

AC: 12 

Saves: P 

Move: 40 ft 

Attacks: Bite (1d4 Piercing) 
Special: Tracking 10, Twilight Vision 
Intelligence: Animal 

Type: Animal 

Morale: Average (8-10) 
XP: 5+1 


The humble dog has been known as man’s best friend for many 
thousands of years, and for good reason. Dogs are faithful, loyal, 
stalwart companions who will follow their masters through thick 


and thin, even to the bitter end. 


Guard dogs use the same statistics as mundane dogs but have an 
AC of 14 and bite for 1d6 Piercing damage. Guard dogs are more 
stout than typical domesticated dogs, and are specially bred to 


keep watch over a given area. 


War dogs likewise have an AC of 16, have 2d8 Hit Points, and 
bite for 2d4 Piercing damage. War dogs are trained and willing 


to enter combat. 


Most dogs are wolfish and lean, with gray, brown, or black fur, 
and while some selective breeding has produced a variety of 

breeds, most serve as either guards, hunters, pack animals, or 
companions. Some dogs are even bred to pull sleds, or to fight 
in bloody battle along their masters in war. The natural enemy 


of the dog is the wolf. 


Doom Knight of Chaos 


Number: 1 
Size: Large (8 ft) 
HD: 15 (dro) 
AC: 20 (Full Plate + Large Steel Shield) 
Saves: M, P 
Move: 30 ft 
Attacks: By Weapon 
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Special: Chaos Aura, Brutal Strike, Multiattack, Mote of Flame, 
Doom Bringer, SR 15, Darkvision 120 ft 

Intelligence: Superior 

Type: Extraplanar 

Morale: Fanatic (17) 

XP: 5,000+15 


These fearsome knights are champions of the cause of Chaos in 
all the planes of reality. They serve as the generals of the dread 
Chaos Lords and lead their hordes in battle against the forces 
of Law wherever the eternal conflict heats up. Doom Knights 
of Chaos appear as large and powerfully built humanoids clad 
in heavy black plate armor. Great helms enclose their grisly 
visages, and fiery orange light glows eerily from within. No 
doom knight will ever willingly remove their helmet. A doom 


knight measures 8 ft tall and twice as broad as most men. 


Once they were mortal men, but one by one they swore pacts to 
the Lords of Chaos, and thus were bound to them as champions 
until the end of time. Now they serve as generals in their 


ceaseless war which wages throughout all the realms of reality. 
It is unknown how many of these Generals of Hell exist. 


Chaos Aura: Anyone who moves within 30 ft of a doom 
knight must succeed on a Constitution saving throw or gain a 
point of Corruption. Those who critically fail their Constitution 
save must roll a d3 to determine what becomes of them. 1) The 
victim is transformed into a snarling mutant who is fiercely 

loyal to the doom knight. 2) The victim is rendered completely 
insane. 3) The victim is transformed into a cackling chaos- 


warped subhuman. 


Brutal Strike: Every successful weapon attack by a doom 
knight deals triple damage. 


Multiattack: Doom knights make four attacks per round. 


Mote of Flame (Recharge 6 on a d6): Doom knights 
can spew forth a mote of fire, ash, and molten steel from their 
mouth, horribly burning and disfiguring whoever gets in their 


way. All creatures within a 20 ft cone in front of the doom 
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knight must make a Dexterity saving throw. On a failed save, a 
victim suffers rod8 points of fire damage, or half as much on a 


successful save. 


Doom Bringer: Doom knights radiate doom and chaos 
wherever they go. All boons are ignored in the presence ofa 
doom knight, and luck cannot be burned to succeed against a 
doom knight. Additionally, all servants of chaos allied with the 
doom knight enjoy a +4 bonus to all die rolls while within 30 ft 
of the knight. 


Doom Spore 


Number: 1-6 

Size: Large 

HD: 1d8 

AC: 20 (Rubbery Surface) 

Saves: N 

Move: 15 ft (float) 

Attacks: See Below 

Special: Ricochet, Explode, Immunity to Bludgeoning Damage, 
Vulnerability to Piercing Damage, Vulnerability to Fire 
Intelligence: None 

Type: Plant 

Morale: Average (8) 

XP: 80+1 


Doom spores are large, helium-filled sacs of mycelial tissue 
closely related to many wild varieties of polyp-growing fungi. 
They measure roughly 7 ft in diameter and float gently through 
the air in dark caves, abandoned dungeons, or other dank, cool 
places. They are greenish-yellow in color and wave a waxy, 


slightly shiny surface. 


These spores are the last stage in the lifecycle of a complex 
fungal lifeform called a floater plant, which spends the vast 
majority of its life completely buried beneath the earth. In this 
final state, the sole purpose of the doom spore is to drift away 
from its native soil, find a new place to lay down seeds, and start 


anew colony. 


If undisturbed, a doom spore will hardly react to the presence 


of another, save to gently bounce off them if they get too close. 


If struck, however, a doom spore may 
bounce around violently and involuntarily in 


response to the force exerted upon it. 


If the waxy hull ofa doom spore is ever 
ruptured, the creature will explode in 
spectacular fashion. This can cause a violent 
chain reaction if other doom spores are 


present. 


Ricochet: Attacks made against a doom 
spore that would hit an AC of to (but fail to 
hit an AC of 20) are assumed to strike the 
spore but not damage it. In such instances, 
have the player roll damage anyway, but 
don’t track it. The doom spore bounces 
away from the strike at blinding speed 
(120ft), and ricochets off whatever surfaces 
block its path. If, while bouncing around, 
the doom spore ricochets off an opponent, 
the victim must succeed on a Dexterity 
saving throw or suffer 3d6 bludgeoning 
damage. The bubble always travels a number AN ` : SS : y NAW ‘ AE “AA l i Gp Z 
of feet equal to the damage rolled by the s XD 
attacker multiplied by 15 ft. 


Doom spores are immune to the damage 


of other doom spores’ ricochets but still 

bounce when they collide. This interaction 

can potentially cause a deadly chain reaction! Duergar 
Number: 2-8, 25-100 


Explode: Ifa doom spore is slain, the spore bursts in an Size: Small (4 ft) 
explosion of helium gas and seedlings. Every creature within HD: 1 (dr2) 

a 30 ft radius of the doom spore when it explodes must make a AC: 18 (Studded Leather) 
Dexterity saving throw, taking 5d6 points of force damage ona Saves: P 

failed save, or half as much damage on a successful save. Move: 20 ft 


Attacks: By weapon 
Vulnerability to Piercing Damage: Any piercing damage Special: Darkvison 120 ft, Invisibility, Sunlight Hypersensitivity 


dealt to adoom spore will instantly trigger an explosion. Intelligence: Average to High 
Type: Humanoid 
Morale: Elite (13) 


XP: 7+1 


Vulnerability to Fire: Any fire damage dealt to adoom 


spore will instantly trigger an explosion. 


GAME MASTER SECTION 179 


SWORDS & CHAOS 


In the deepest, darkest depths of the Earth, in unguessable 
darkness, beyond the last vestiges of the warmth of the Sun, the 


duergar dwell. They are a race that once dwelt above ground 


when the world was new and giants had dominion over the earth. 


With the rise of mankind, they were driven below, banished, 
and driven out of the sun forever. Now they have dwelt so long 
in the deep that they cannot bear the sting of sunlight at all, for 


it burns their eyes and flesh. 


The body of a duergar is ghostly white or ashy gray, short, and 
broad. They have wide, flat faces, and elongated, flat-topped 
skulls. Duergar have small eyes set deep into their head, which 
glow red in the darkness. Their hide is scaly, and they have 
three digits on each limb. In place of external ears, they have 


small holes at either side of the base of their large head. 


Despite their bizarre and frightening appearance duergar 

have a complex culture and are gifted craftsmen. They work 

in cloaker leather and iron, and design for themselves fine 
armor and weapons. They are also innately magical, having the 
supernatural ability to vanish on a whim. This they utilize to 
great effect in their bloody subterranean wars with rival clans 
of duergar. Unfortunately, it does them little good against their 


most hated enemy, the blind race called the subterrans. 


Sunlight Sensitivity: While in sunlight, duergar take 1d4 
radiant damage per round. While exposed to bright light of an 
artificial sort, they take no damage but suffer disadvantage on 
all checks that rely on sight. 


Invisibility (3/day): Duergar have the uncanny ability to 
make themselves vanish into thin air, as per the spell Ishtann’s 


Instant Vanishment. 


Dweller in the Fog 


Number: 1-3 

Size: Large 

HD: 12 (d8) 

AC: 17 

Saves: P 

Move: 30 ft 

Attacks: 4 Fists (3d6 Bludgeoning) 
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Special: Translucent, Resistance to Mortal Tools, Twilight 
Vision, SR 5 

Intelligence: Low 

Type: Extraplanar 

Morale: Elite (14) 


XP: 3,200+12 


Often thought to be the stuff of legend, the rarely encountered 
dwellers in the fog are truly terrifying opponents who leave 
none alive when they can help it. They are ghostly quiet giants, 
measuring twice as tall as the average man, with four pythonic 
arms, and a misty billowing tail in lieu of legs. Fog dwellers 

are partially transparent and whitish gray except for their eyes, 
which are a sickly luminous yellow. Their mouths are wide and 
filled with many fangs. The face ofa fog dweller rests upon a 
large bulge which rises hideously from their shoulders, for the 


creatures lack proper heads. 


They dwell forever in deep fogs and swirling mists. Whether 
they produce these fogs or just congregate among them is 
unknown, but in either case, the obscuring vapors make the 


dwellers nearly invisible to the naked eye. 


Dwellers in the fog subsist off the blood of animals, and favor 
the blood of horses and ponies most of all (a close second would 
be human blood, which is harder to come by). They are also 
known to be hoarders of magical treasures, which they often 


keep in secret caches near their hunting grounds. 


Translucent: Dwellers in the fog are nearly invisible while 

in fog, mist, smoke, or other vapors and cloudy gasses. Attacks 
made against dwellers are made with disadvantage, and dwellers 
gain a +5 bonus to hide checks and a +10 bonus to surprise 


checks while immersed in fog, mist, and similar substances. 


Resistance to Mortal Tools: Dwellers in the fog only suffer 


half damage from nonmagical weapons that are not silvered. 


Clireeti 


Number: 1 
Size: Large 
HD: 10, (d8) 


AC: 17 
Saves: M, P 
Move: 20 ft, 40 ft (fly) 


Attacks: Slam (2d8 Bludgeoning) 

Special: Change Size, Shapeshift, Heat, Wish, Spell-Like 
Abilities, Darkvision 60 ft, Immunity to Fire, Vulnerability to 
Cold, Plane Shift, Telepathy 100 ft, Mighty Physique 
Intelligence: High 

Type: Extraplanar 

Morale: Champion (15-16) 

XP: 4,050+10 


Efreet are supreme magical beings indigenous to the Plane 

of Elemental Fire. They are physically mighty creatures who 
resemble incredibly muscular humans, though far larger, with 
short bullish horns, and with an unusual cast to their skin. 
Efreet oftentimes have red, purple, yellow, or even silver skin. 
Their bodies often glow and are enveloped in living flame which 
burns anyone who comes close. Efreet can grow blue-black 
beards, which they adorn with golden baubles and trinkets, 
and they often adorn their heads with turbans, ornaments, and 
gleaming rubies and diamonds as a show of their wealth. The 
elite among their kind carry massive scimitars forged of light 


and darkness, bound to steel, ivory, and gold. 
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They are cold and calculating creatures, who only suffer the 
indignancy of associating with mortals when they absolutely 
must. Humans they find especially tiresome, for humans are 


almost as vain and needy as the efreet themselves. 


Most efreet in our reality are bound to magical bottles and 
lamps, which are able to imprison the otherwise omnipotent 
beings of raw chaos and sorcery. Thus bound, an efreeti cannot 
leave its lamp unless summoned forth by whomever possesses 
the container. An efreeti freed ofits lamp may offer to grant 
the wish of whomever freed it, though efreet are uniformly 
wicked and deceitful. Ifan efreeti willingly offers a wish and is 
not compelled to do so by the magic of its imprisonment, it will 
surely warp the words of the wish maker to cause misery and 
woe. Always, the ultimate goal of a lamp-bound efreeti is to 


compel the holder of the lamp to wish them free. 


A clever efreeti will try to pass itself off as a djinni to make a 
would-be master more trusting of the sincerity of the wishes 
being offered. 


Change Size: Twice per day, an efreeti can magically change 
acreature or object’s size. This works just like the spell 
Gargan’s Gigantism, as though it were cast by a roth level 


sorcerer, except that the efreeti cannot use the ability on itself. 


Vulnerability to Cold: Efreet take one and a half times 


normal damage from cold type spells and effects. 


Heat: An efrecti is perpetually surrounded by elemental fire, 


dealing 1d8 extra points of fire damage whenever it hits in melee. 


Spell-Like Abilities: Arcane Sensation, Command 
of Mortal Flame, Ishtann’s Instant Vanishment (3/ day), 


Pyromancer’s Wall (3/day), and Mulro’s Instant Evaporation 
(1/day) 


Shapeshift: Once per day, for up to one hour, an efreeti 

can will their form to be malleable and subject to dramatic 
transformation. The efreeti can alter their shape as many times 
as they like during this hour, and can appear as another person, 
a snarling beast, or a strange and terrible monster. The form 


the efreeti takes can be as small as a hummingbird, or larger, 
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potentially vastly so. If the efreeti is slain while transformed, 

it reverts to its true form. The new form can be any creature 
whose HD are equal to or less than those of the efreeti. When 
transformed, the efreeti’s physical statistics and abilities are 
replaced with those of the creature it changes into. The efreeti 
maintains its mental abilities, and supernatural powers. When 
the efreeti returns to its true form, its hit point value reverts 
to however many hit points it had prior to using the shapeshift 
ability (unless the efreeti was slain while transformed). The 
efreeti is limited in the actions it can perform by the nature of 


its new form (a beast cannot wield a weapon, as an example). 


Wish: Efreet can grant the wishes of their masters. With 

their wish-granting abilities, they can replicate the effects of 
any other spell; Undo harmful effects of other spells; Create a 
valuable item, even a magic item of extreme value (up to 25,000 
gp); Permanently raise or lower an attribute by +1 or -1; Remove 
injuries and afflictions, regardless of severity; Bring the dead 
back to life; Instantly transport up to seven beings located 
anywhere in the multiverse to anywhere else in the multiverse 
(unwilling targets are afforded a Charisma saving throw to avoid 
this transportation); Undo a single recent event by forcing 
areroll of any roll made within the previous round. Reality 
reshapes itself to accommodate the new result. It is possible that 
acharacter might wish for something beyond these parameters. 
In such instances, the efreeti will try to accommodate, but the 
powers of their wish-granting are supremely powerful and the 
stuff of primal Chaos. An overzealous wisher will potentially get 
more than they bargained for, as wishing for something out of 
greed or anger only engenders the corrupting nature of wishes. 
An efreeti can grant three wishes per day, and only ever to a 
mortal. They cannot grant themselves wishes, or the wishes of 
another efreeti. Additionally, an efreeti not bound to a master 
by way ofa lamp is almost guaranteed to either never offer their 
services, or else intentionally corrupt and misconstrue the 


language of a wish for their own amusement. 


Plane Shift: Efreet are able to use the spell Portal to the 
Netherworlds of Reality seven times per week. This version 
of the spell can be used only in the first manner, as a means 


of travel, not as a way to summon others. The efreeti does 
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not need to concentrate to maintain the gate once ithas been 


created. 


Mighty Physique: Efreet are physically mighty, as their 
strength is that of the elemental fire itself. When an efreeti 
uses weapons, it can wield a heavy weapon in one hand, and 
deals standard weapon damage +5. An efreeti can also carry 
tremendous weight with little issue—up to 6,500 lbs. An efreeti 


can drag up to 25,000 lbs. 


Telepathy: Efreet are able to telepathically communicate with 
any intelligent creature within 100 ft. They can read surface 
thoughts and can concentrate on a specific creature for three 
rounds to reveal its class, level, or hit dice, and whether or not it 


is being truthful. 


Elemental, Air 


Number: 1-4 
Size: Medium/Large/Huge 
HD: See Below (d8) 
AC: Special (See Below) 
Saves: P 
Move: 100 ft (fly) 
Attacks: Slam (See Below) 
Special: Air Mastery, Whirlwind, Darkvision 60 ft, 
Regeneration 2 
Intelligence: Inferior to High 
Type: Elemental 
Morale: Medium/Large: Champion (15-16) 
Huge: Fanatic (17) 
XP: 2 HD: 27+2 
8 HD: 700+8 
16 HD: 5,700+16 


Air elementals are animate shafts of living, semi-intelligent 
wind native to the Plane of Elemental Air. They are potentially 
immortal beings of cosmic energy, and the older they are, the 


larger, more powerful, and more intelligent they become. 


Air elementals do not suddenly appear when brought from their 
native plane to our own. Instead, their animating spirit is called 


over, and that spirit instills the air present into a facsimile of life. 


Being generally dim-witted, air elementals are resentful and 
violent when summoned by sorcerers who are incapable of 
controlling them. They are erratic and lash out violently if given 
the chance. They are also prone to fleeing, given their proclivity 
toward the skies and their ability to fly unhindered. While 
usually brought to this world by means of sorcery, they can 
sometimes be spontaneously transported to this world by the 
random chance ofa bolt of lightning striking a place of magical 


significance. Something about this phenomenon imbues the 


surrounding air with a semblance of life. 


Air elementals appear as a violently spinning whirlwind of 
whipping air and cloud. Their funnel-like bodies are constantly 
shifting and billowing. Two limbs of smaller funnels sprout 
from either side of the main whirlwind, giving the shape the 
vague impression ofa torso with arms. Also faintly evident in 
the shadows and whipping cloud of its mass is the suggestion 
of two eyes and a mouth, though it is doubtful ifthese are even 
true sensory organs. 


SWORDS & CHAOS 


Intelligent air elementals speak in the language of the 


elementals, called Aethir, the Language of Creation. 


1-6 HD, AC 15. Slam for 2d4 bludgeoning damage. Whirlwind 


special attack allows a save with a +2 modifier. 


7-15 HD, AC 17. Slam for 2d8 bludgeoning damage. Saving 
throws to avoid the whirlwind are not modified. 


16+ HD, AC ar. Slam for adio bludgeoning damage. There is a 


-2 penalty on saves to avoid the whirlwind. 


Air Mastery: An air elemental gains a +1 bonus on attack rolls 
and a +2 on damage when fighting a creature that is airborne, 


either magically or naturally. 


Whirlwind (Recharge 3-6 on a d6): Each creature 
within 10 ft of the elemental’s space must make a Strength 
saving throw. Ona failure, the target takes slam attack damage, 
is flung up to 30 feet away from the elemental in a random 
direction, and is knocked prone. Ifa thrown target strikes an 
object, such as a wall or floor, the target takes 1d6 bludgeoning 
damage for every 10 feet it was thrown. Ifthe target is thrown 
at another creature, that creature must succeed on a Dexterity 
saving throw or take the same damage and be knocked prone. If 
the saving throw is successful, the target takes half the damage, 
and isn’t flung away or knocked prone. The whirlwind lasts a 
number of rounds equal to 12 the elemental’s HD. 


Ellemental, Earth 


Number: 1-4 

Size: Medium/Large/Huge 

HD: See Below (d8) 

AC: Special (See Below) 

Saves: P 

Move: 20 ft 

Attacks: Slam (See Below) 

Special: Earth Mastery, Darkvision 60 ft, Earth Glide, Siege 

Engine, Regeneration 2 

Intelligence: Inferior to High 

Type: Elemental 

Morale: Medium/Large: Champion (15-16) 
Huge: Fanatic (17) 
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XP: 2 HD: 22+2 
8 HD: 575+8 
16 HD: 4,600+16 


Earth elementals are animate mounds of living, semi-intelligent 
stone, earth, or sand native to the Plane of Elemental Earth. 
They are potentially immortal beings of cosmic energy, and the 
older they are, the larger, more powerful, and more intelligent 


they become. 


Earth elementals do not suddenly appear when brought from 


their native plane to our own. Instead, their animating spirit is 
called over, and that spirit bids the earth present to take shape 
into a vessel that can contain its spirit. This is sometimes a 
violent, bursting process, where shapes of rock explode from 


the ground to assemble into a vaguely mannish form. 


Earth elementals are slow and ponderous creatures, due to 
the immense weight of their bodies. This ponderousness 


often masks the incredible crushing power possessed by even 
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the weakest of earth elementals. Additionally, being so heavy 
means they cannot swim. In fact, earth elementals cannot stand 
the touch of water, though it harms them notatall. [fan earth 
elemental wishes to cross a body of water, it must pass through 


the earth beneath the body, which may take a very long time. 


Earth elementals appear as a vaguely humanoid coalescence 

of whatever earth was present at the time of their summoning. 
This may be gravel, stone, mud, sand, soil, earth, etc. The 
elemental will shape the earth into a bipedal shape with two 
immense, heavy forearms and a small mound of a head with 

the vague evidence of eyes indented in the earth. Oftentimes 
whatever was embedded in the earth will be taken into the 

form of the creature without a second thought. Things like 
fenceposts, coffins, pave stones, and deep-rooted plants will jut 
out of the creature at strange angles. The elemental will have no 
control over these intrusive objects, but they will not hinder the 


creature either. 


Intelligent earth elementals speak in the language of the 


elementals, called Aethir, the Language of Creation. 
1-6 HD, AC 15. Slam for 2d4 bludgeoning damage. 

7-15 HD, AC 17. Slam for bludgeoning 2d8 damage. 
16+ HD, AC ar. Slam for adro bludgeoning damage. 


Earth Mastery: Against opponents touching the ground, the 
earth elemental’s slam attacks always inflict maximum damage, 
but against airborne or swimming creatures, the attack suffers a 


-4 penalty to damage. 


Earth Glide: An earth elemental can burrow through 
nonmagical, unworked earth and stone. While doing so, an 


elemental doesn’t disturb the material it moves through. 


Siege Engine: Earth elementals deal double damage to 


objects and structures. 


Elemental, Fire 


Number: 1-4 
Size: Medium/Large/Huge 
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called over, and that spirit bids any fire present to take shape 
into a vessel that can contain its spirit. This is an explosive and 
chaotic event, with the accompaniment of many flashes and 
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As fire is the least often present ofall elements on Earth 
naturally, fire elementals are perhaps the least commonly 
encountered naturally—and for good reason too. Fire 
elementals are the most innately destructive and dangerous 
of all the elementals. Merely by their presence, they produce 
and spread insatiable fire, which in turn could permit more 


fire elementals to appear. Unlike other elementals, who need a 


volume of material equal to their size to be fully created, a fire 


elemental can be spawned froma flame as small as a lit candle, 


for it is the nature of fire to grow and spread. 


Fire elementals appear as a vortex of living, dancing flame, 


brilliant orange in color, with flecks of white, red, and yellow 


cascading off their incandescent bodies. The shape of a fire 


elemental is wide at the base and narrow and tapering at the 


HD: See Below (d8) top, like a giant campfire. It possesses two arms and a body of 
AC: Special (See Below) wild, frenzied heat and light. The light of the flame brightens 
Saves: P and dims in the upper portion of elemental in a way that makes 
Move: 50 ft it appear to have vague eyes and mouth. It is dubious if these 
Attacks: Slam + Burn (See Below) are truly sensory organs, or something the elemental manifests 
Special: Burn, Darkvision 60 ft, Immunity to Fire, when interacting with humans. 

Regeneration 2 

Intelligence: Inferior to High Intelligent fire elementals speak in the language of the 

Type: Elemental elementals, called Aethir, the Language of Creation. 


Morale: Medium/Large: Champion (15-16) 
Huge: Fanatic (17) 1-6 HD, AC 15. Slam for 1d4 bludgeoning damage. 
XP: 2 HD: 24+2 

8 HD: 650+8 


16 HD: 5100+16 


7-15 HD, AC 17. Slam for 2d6 bludgeoning damage. 


16+ HD, AC ar. Slam for 2d8 bludgeoning damage. 


Fire elementals are animate motes of living, semi-intelligent AR i . 
6 8 Burn: The touch of a fire elemental is scorching and 


flame native to the Plane of Elemental Fire. They are potentially iio NE ery clam attack inflicts additional fire damage 


immortal beings of cosmic energy, and the older they are, the e in damage. Any non-magical 


larger, more powerful, and more intelligent they become. y : r . 
8 P 8 y combustible material touched by a fire elemental immediately 


ignites. 
Fire elementals do not suddenly appear when brought from E 


their native plane to our own. Instead, their animating spirit is 
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Elemental, Water 


Number: 1-4 


Size: Medium/Large/Huge 
HD: See Below (d8) 
AC: Special (See Below) 
Saves: P 
Move: 20 ft, go ft (swim) 
Attacks: Slam (See Below) 
Special: Water Mastery, Drench, Vortex, Darkvision 60 ft, 
Regeneration 2 
Intelligence: Inferior to High 
Type: Elemental 
Morale: Medium/Large: Champion (15-16) 
Huge: Fanatic (17) 
XP: 2 HD: 37+2 
8 HD: 950+8 
16 HD: 7,700+16 


Water elementals are animate masses and waves of living, 
sloshing, semi-intelligent water or similar fluid native to the 
Plane of Elemental Water. They are potentially immortal beings 
of cosmic energy, and the older they are, the larger, more 


powerful, and more intelligent they become. 
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Water elementals do not suddenly appear when brought from 
their native plane to our own. Instead, their animating spirit is 
called over, and that spirit bids water (or similar fluid) present 
to take shape into a vessel that can contain its spirit. This is a 
dramatic and frenzied event, where the water coalesces into a 
central mass, pooling together, even running uphill to join a 


collective shape. 


Water elementals require a considerable amount of water to 
form. A rule of thumb is at least 150 gallons for a Medium 
sized elemental, 1,000 gallons for a Large sized elemental, 
and 10,000 gallons for a Huge sized elemental. This can all 
come from one source, such as a fountain or a pool, or several 


sources, such as several huge wine barrels. 


Water elementals are typically bound to the water which created 
them, as they are incredibly slow and sluggish on dry land. Solid 
ground causes them to cascade off great sheets of their mass, 
and leave trails of moisture behind them as they struggle along 
in a sloshing fit. In the water, however, they are incredibly fast 
and agile, able to deal death with incredible speed and accuracy. 
While submerged, a water elemental is almost completely 
invisible, save for the swirling bubbles and generally darkened 


cast to the water in the area their spirit occupies. 


Water elementals appear as a crashing wave of ocean spray and 
white foam, with rippling vortexes of water and mist for a body, 
and long, cascading extremities of water for arms. Their shape 
is mutable, oftentimes appearing as a wave just on the verge of 
crashing, while at other times it appears as a column of swirling 
seawater, spraying haze as it whirls about. Two pits in its head 
resemble eyeholes, and another egress occasionally forms 
beneath this, similar to a mouth, though the probability of these 
being actual sensory organs is highly dubious. In reality, these 
are likely facsimiles created for the ease of communication with 


humans. 


Intelligent water elementals speak in the language of the 
elementals, called Aethir, the Language of Creation. 


1-6 HD, AC 15. Slam for 2d6 bludgeoning damage. Its vortex 
special attack allows a save with a +2 modifier. The vortex 


ability can absorb 1 Medium creature or 2 Small creatures. 


7-15 HD, AC 17. Slam for 4d6 bludgeoning damage. The vortex 
ability is resolved normally. The vortex ability can absorb 1 


Large creature, 3 Medium creatures, or 6 Small creatures. 


16+ HD, AC ar. Slam for 5d8 bludgeoning damage. Saving 
throws to resist the effects of the vortex ability suffer a-2 
penalty. The vortex ability can absorb 2 Large creatures, 6 


Medium creatures, or 12 Small creatures. 


Water Mastery: A water elemental gains a +1 bonus on attack 
and damage rolls if both it and its opponent are touching water. 
Ifthe opponent or the water elemental is touching the ground, 
the water elemental suffers a-4 penalty on attack and damage 


rolls. 


Drench: A water elemental’s touch extinguishes torches, 
campfires, exposed lanterns, and other open flames of non- 


magical origin. 


Vortex (Recharge 4-6 on a d6): Water elementals can 
transform themselves into a swirling vortex of water. Each 
creature within 5 feet of such a water elemental’s space must 
make a Dexterity saving throw. On a failure, the target is drawn 
into the swirling bulk of the elemental. Creatures in the vortex 
suffer the damage ofa slam attack that automatically hits. The 
vortex lasts a number of rounds equal to 2 the elemental’s HD. 
A new save can be attempted each round to escape the vortex. If 
both the elemental and its opponents are in water, the range at 
which a save must be made increases to 20 feet, and a Strength 
save is made instead of Dexterity. Additionally, the save is made 


at disadvantage. 


Elephant 


Number: 2-16 

Size: Huge 

HD: 7 (dro) 

AC: 12 

Saves: P 

Move: 40 ft 

Attacks: 2 Tusks (2d8 Piercing), or 2 Stomps (2d6 
Bludgeoning), or Trunk (1d6 Bludgeoning) 
Special: Twilight Vision 

Intelligence: Animal 
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Type: Animal 
Morale: Unsteady (7) 
XP: 180+7 


Elephants are highly intelligent and social herd animals of 
incredible size and strength. Two varieties are known to exist— 
the eastern elephant and the southern elephant. The eastern 
elephant is the smaller of the two types and roams the jungles 
and plains of Lemuria, Huanxia, and beyond. The southern 
elephant is the larger of the two, with larger tusks and a more 
aggressive personality. These types of elephants reside in the 
grasslands, bush, and jungles of Gondawanni, the Sulkatta, 
Tamazgha, and the lands deeper south. Both varieties have gray, 
leather skin, large ears, and incredibly dexterous trunks that 
they can use to manipulate objects with incredible fine motor 
skills. Males of both varieties sport impressive tusks of ivory 
worth a good deal to poachers and alchemists (1d6 gp per lb.). 
While females also possess tusks, they are substantially smaller, 


and are less likely to be targeted by poachers. 


Elephants are often employed as beasts of burden and 

as mounts for warlords, merchants, and the elite. In war, 
elephants prove useful as mobile towers for archers stationed 
on platforms upon their backs. Such elephants are typically 
armored, and trained especially for combat, as wild elephants 


are flighty in violent clashes. 


In regions where elephants are not native, they are sometimes 
regarded as pseudo-fantastical creatures, described as walking 
mountains with ears like sails, teeth like swords, and a trumpet- 
headed serpent growing out of its huge face. Many even doubt 
the existence of elephants, only accepting them as a reality 


when they see them for themselves. 


In the far north, a relative of the elephant exists called the 
woolly mammoth. This beast is larger, covered in brown fur, 
and has far larger, curling tusks. They share the same statistics, 
with the exception that a mammoth has ro HD, its tusk attacks 
deal 2dr2 slashing damage, and its stomp attacks deal 2d8 
bludgeoning damage. 
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Ettin 


Number: 1, 1-4 

Size: Large (13+ ft) 

HD: to (dro) 

AC: 14 

Saves: P 

Move: 40 ft 

Attacks: 2 Fists (1di2 Bludgeoning); or 1 Giant Axe (4d4 
Slashing) and 1 Giant Club (2d6 Bludgeoning); or 1 Giant Club 
(5d6+4 Bludgeoning) (two hands) 

Special: Twilight Vision, Two Heads 

Intelligence: Low 

Type: Giant 

Morale: Elite (14) 

XP: goot10 
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Ettins are an especially broad, ugly, and foul-tempered breed of 
giants. They are ofa wicked line, fraught with Corruption and 
ensorcellment. While none among the ettins of today have the 
mental capacity to cast spells, their ancestors did, and for their 
meddling in the affairs of the great powers of the universe, all of 


their ilk who live today are horrifically cursed. 


Each ettin has two heads, each with a distinct personality. The 
two heads sprout from greasy shoulders, each one having 
control of half the body. Both heads hate one another terribly. 
When left to their own devices, an ettin’s heads will argue 
endlessly, and may even raise arms against each other, or at 

the very least threaten to. Only when compelled by greed, 
exhaustion, or intense hunger will the two heads ofan ettin shut 
up long enough to set aside their rivalries and work together. 
Whenever this happens, an ettin becomes a horrifically deadly 


foe. 


Ettins are mostly solitary creatures... well, at least as solitary as 
they can be with two heads. They roam the wilderness in search 
of food and make shelter in caves near gorges or rocky uplands 
where they can construct crude traps for prey. An ettin will eat 
almost anything, excluding vegetables. It’s not that they aren’t 
capable of digesting vegetables, it’s just that they don’t like the 


taste of them. They’ll even eat rocks before eating their greens. 


Ettins speak Giantspeech, and there is a 25% chance per head 


that an ettin can speak a smattering of the local human language. 


Two Heads: Ettins cannot be surprised, as one head is 
always keeping watch. If one head falls asleep, the other head 
will remain wakeful. Magical sleep still affects ettins normally, 


however. 


Fallen Hero 


Number: 1 

Size: Medium 

HD: ro (dro) 

AC: 16 (Chain Mail Hauberk) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon (See Below) 


Special: Brutal Damage, Immunity to Mind Control, Fear, SR 15 


Intelligence: Superior 
Type: Undead 
Morale: Champion (15) 


XP: 2,250+10 


When mighty heroes and folk of renown fall in battle, or 
succumb to old age, they are typically enshrined in grand tombs, 
cairns, and vaults celebrating the glory of their life. Many songs 
are sung, and prayers are called out to the gods to ferry them 
safely to whatever awaits them beyond the veil of life and death. 


Some, however, never make such a spirit journey. 


In those heroic figures whose spirits refuse to pass on due 
to worldly concerns such as unrequited love, unattained 


vengeance, or incomplete quests, the soul lingers and rots 


alongside the flesh of the body. Even if they were kind and 
goodly in life, the rot of their soul brings them madness and the 
blackest kind of hate. 


They become undead creatures who haunt their burial sites 
until the end of time, beside themselves with grief and rage. 
Some will leave their cairns and burial mounds to engage ina 
crude mimicry of the questing they did in life, laying waste and 
slaughtering the innocent to sleek their desperate desire for 
something worthy of their time, for time is all they have left to 
them. 


Fallen Heroes appear as mummified, skeletal, or otherwise 
corpselike versions of whomever they were in life. Their skin 
grows tight and pale, eventually withering away to reveal the 


white bone of a grinning skull underneath, and their hair grows 
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and this will vary widely depending on the 


KA 


cultural heritage of the hero’s people. 


The land surrounding the lair ofa fallen hero 
out to 5 miles is gray and unseasonably cool. 


Plantlife wilts, animals become scarce and 


skittish, and all is cast in shadow and fog. 


Brutal Damage: All attacks made by a 


fallen hero have their damage die doubled. 


Fear: Any creature with 7 or fewer 

HD who sees a fallen hero must make a 
Charisma save or be affected as per the spell 
Karthunia’s Superior Instillment of Savage 
Fear. Creatures with 4 to 7 HD gain a +2 
bonus to their saving throw. Creatures with 


8 or more HD are immune to this effect. 


FSlamedrake 


Number: 1-2 

Size: Huge (20+ ft) 

HD: to (d20) 

AC: 22 

Saves: P 

Move: 40 ft, 100 ft (fly) 

Attacks: Acid Spit (1d12 Acid), Bite (3d6 
Piercing), 2 Claws (1d8 Slashing), Tail (rdro 


remembered by the lineage of their lesser kin, the flamedrakes, 


Bludgeoning), Venomous Stinger (1d8 


Piercing + Venom), Wing (rdro Bludgeoning) who are the most like them of all the draconic creatures which 


Special: Deepvision, Fiery Breath, Wing-Beaten Winds, still endure. 
Venom, Fire Resistance (12), Scent, Twilight Vision 

fieclligences Low The typical flamedrake appears as a huge, winged reptilian 
Tipe Dragon creature with the head ofa serpent, filled with sword-like teeth, 
Morale: Fanatic a along sinewy neck, a heavy body supported by four short limbs, 
row and a whiplike, barbed tail. Their claws are like spears, and 
their entire body is encased in incredibly hard scales layered 


like many shields of a vibrant color that varies depending on 
the individual. As hatchlings, flamedrakes are always dull 


While the true dragons may have died off with the Ice Age 
that followed the Cataclysm of the Dark Moon, they are 


190 GAME MASTER SECTION 


brown and gray, with black mottling along their spine. As they 
age, their scales brighten and become a vibrant hue of red, 
orange, or yellow. A mutation in the strain has caused some 
flamedrakes to possess black, white, green, blue, and even 
purple colorations. The lattermost of these mutant breeds is 


exceptionally rare. 


Flamedrakes are often simply called dragons for their 
superficial resemblance to the ancient dragons of yore, but 
in truth, the modern flamedrakes are far smaller and far less 


intelligent than true dragons. 


As a general rule, flamedrakes are aggressive, highly territorial, 
avaricious, and intensely vain creatures. While slow in 

terms of thought, some flamedrakes are able to speak both 

the language of Dragons and the local language spoken by 
humanity. By learning the local language, a flamedrake will 
often extol sacrifices, offerings of treasure, and servants from 
the surrounding human settlements. They are especially fond of 
taking slaves to see to their needs in their mountainous roosts. 
Some flamedrakes can be bargained with if properly appeased, 
though they are quick to anger, and have little patience for 


things they do not understand. 


Flamedrakes were originally selectively bred by the Princes and 
Warlords of Atlantis to be amore manageable steed in combat 
than the immense and terrifying true dragons. They succeeded 
and kept a roost of flamedrakes in mountainous island caves 

to defend their nation from invaders. Flamedrakes still being 
dragons, however, they were selfish and lazy, and opted to 
betray their masters, dooming them in their hour of need. To 
this very day, there is a special animosity between flamedrakes 


and Atanteans, and both consider the other’s flesh as a delicacy. 


Fiery Breath (Recharge 5-6 on a d6): On its turn, 

a flamedrake can exhale a mote of fire in a 60 ft cone. It 
automatically ignites any flammable material within range. Each 
creature in that area takes trodro points of fire damage, or half 


as much ona successful Dexterity saving throw made at a-5 
penalty. 
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Venom: The gland beneath the barb at the tip ofa 
flamedrake’s tale contains an incredibly lethal venom. If 

struck with a flamedrake’s tail, a creature must succeed on a 
Constitution saving throw or die. A flamedrake is immune to its 


own venom, and the venom of other members of its species. 


Wing-Beaten Winds: A flamedrake can rear on its hind legs 
and beat its wings furiously, sending whipping winds blowing in 
all directions. All creatures within 60 ft of the flamedrake must 


succeed on a Strength saving throw or be knocked prone. 


Flowering Gray Death Plant 


Number: 1, 10-100 
Size: Small to Large 
HD: 1 (d4) 

AC: 10 

Saves: N 

Move: o ft 

Attacks: See Below 
Special: Narcotic Pollen Expulsion, Strangulation 
Intelligence: Special 
Type: Plant 

Morale: Steady (11-12) 
XP: ro+r 


This unassuming flowering plant is a distant relative of the 
poppy, though it grows bigger and appears more shrub-like, 
with broad leaves and many wooden stems. The plant itself can 
grow up to 10 ft tall, and roughly half as broad. The plant is most 
easily identified by the many gray flowers that it grows. These 
blooms aren’t particularly attractive, but their pollen (which can 
be sprayed skyward) is addictive and mind-altering. Ingesting 
too much pollen can be fatal. More potent than pollen, however, 
is the sap that grows in the bulb at the base of the flower. This 
milky white fluid is extremely foul to ingest but causes a highly 
addictive and potent narcotic effect. The sap is sometimes used 
in herbal medicine and potion brewing; however, the raw stuff 


can prove lethal if ingested (Constitution save to avoid death). 


Unlike most plant life, which subsists on water and light 


alone, the flowering gray death plant requires flesh to grow, 
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reproduce, and spread. It has developed modified pseudopods 
within its blooms that can extend into lashing, dripping, acidic 
horrors. These are used to strangulate prey, kill it, and then 
melt its flesh into a more manageable mound of sizzling gray 
ooze that it can use to sow new seeds for fresh growth. This is 


how the plant got its name. 


The plant comes in many subspecies, which grow in numerous 
environments, from steaming, rotten jungles, to dry, rocky 


uplands. 


Narcotic Pollen Expulsion: By unknown means, the 
flowering gray death plant can sense when a creature passes 
within 10 feet of it. When this happens, often it will expel a 
plume of sweet-smelling pollen that fills the air in a gray-white 
cloud. A single plant can expel enough pollen to engulf a 
Large creature. Any creatures caught by the flower’s pollen 
will need to make a Luck saving throw. Those who succeed 
are lucky enough to have not inhaled any of the stuff and are 
simply covered in the sticky pollen of the plant. Those who fail 
are unfortunate enough to inhale some of the cloud and must 
immediately make a Wisdom saving throw. Those who fail 
become instantly addicted to the stuff and will be compelled 
to eat the sap inside the pod at the base of the flowers, 
encouraging any Companions in attendance to do so as well. If 
acharacter critically fails their Wisdom saving throw, they’ve 


ingested so much of the pollen to have been slain outright. 


Strangulation: When a creature ventures within arm’s reach 
ofa bloom ona flowering gray death plant, a wicked, acidic 
pseudopod will lash out, attempting to strangle whatever is at 
hand. An opponent must succeed on a Dexterity saving throw at 
a -2 penalty to avoid the pseudopod. If they fail, they suffer 1d4 
points of acid damage and an additional 1d4 point of subdual 
damage from the strangulation. Ifthe victim does not need to 
breathe, they suffer only acid damage. This grapple will persist 
until the victim succeeds on a Strength check to break out of 


the grip of the pseudopod. 
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Srog, Giant 


Number: 2-24 

Size: Medium to Large 

HD: 2 (d8) to 6 (d8) 

AC: 12 

Saves: P 

Move: ro ft, 30 ft (swim), 40 ft (jump) 
Attacks: Tongue (1d4 Bludgeoning) 
Special: Swallow, Camouflage, Sneak Attack, Vulnerability to 
Toxins 

Intelligence: Animal 

Type: Beast 

Morale: Average (8) 

XP: 17+2 to 210+6 


Giant frogs are enormous amphibians that dwell in swamps, 
bogs, fens, forests, and other damp, humid places. Being frogs, 
they are ambush predators that lie in wait, hoping for something 
to wander by. They rely on their camouflage to obscure their 
presence, or else immerse themselves in mud or water to hide 


while waiting. 


As carnivorous animals, giant frogs will attempt to eat just about 
anything that moves. They have little concept of their own size 
and are thus highly optimistic as to what they can fit in their 
mouth. A frog may bring down prey and attempt to eat it, only 
to then choke to death on the thing it had just slain. 


These frogs are too large to adhere and climb up sheer surfaces, 
however, they can leap incredible distances and heights with 
the use of their powerful hind legs. These same legs allow the 


frogs to propel themselves at incredible speed through water. 


Giant frogs have a mating season that lasts for roughly 3-4 
months in the spring to mid-summer, where giant bullfrog 
males become especially aggressive and territorial. Females 

lay clutches of 3,000 to 4,000 eggs in ponds and small lakes 
after heavy rainfall, which eventually hatch, and over a year grow 
from 8-inch-long tadpoles into 2 ft, 20 lb. juvenile frogs. Most 
will never reach this stage, being commonly preyed upon by 
fish, other giant frogs, lizardmen, and other predators. Of an 
entire clutch, perhaps one will reach sexual maturity over the 


course of about 3-4 years. 


Camouflage: Giant frogs can conceal themselves 
exceptionally well in their natural habitat. While concealed and 
motionless, they receive a +5 bonus to hide checks, and a +10 
bonus to surprise checks. At night, this ability can be negated 
by light, as their huge, bulging eyes will refract the light and 
shine brightly in the dark. 


Sneak Attack: Giant frogs can sneak attack like a 5th level 
rogue. As their tongues can extend out to roughly 30 feet, this 


can be accomplished in a wide variety of manners. 


Swallow: Ifa giant frog succeeds on its tongue attack, the 
target must succeed at a Strength saving throw, or the tongue 
adheres to and partially wraps around the victim’s waist or a 
limb. Medium sized frogs can instantly pull Small sized victims 
into their maw and swallow them. Large sized frogs can do 
likewise with either Medium or Small victims. It will take 2 
rounds for a Medium frog to choke down a Small creature, or 
for a Large frog to choke down a Medium creature. During this 
time, the frog is vulnerable to attack, and all attack rolls made 
against the frog have advantage. Any creature swallowed by a 
giant frog suffers 2d8 points of bludgeoning damage per round. 
A creature trapped inside a giant frog’s gullet may attack only 
with a dagger (or similar weapon) that was readied in hand. If 
such attacks do total damage equal to at least half the hit points 
of the giant frog, the frog dies, and the victim can crawl out 


unopposed. 
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Vulnerability to Toxins: All amphibians have permeable 
skin. This means that whatever their skin comes into contact 
with, they absorb into their body. This is a handy thing when 
you need to stay extremely hydrated, and spend your entire life 
in a swamp. This is nota handy thing when you are exposed to 
poisons, venom, toxic chemicals, and other harmful materials. 
Giant frogs always fail their saving throw to negate or reduce 
the effect of poison or venom. They do not need to ingest the 
substance, and if it comes into contact with their skin, that 
alone is sufficient to force a failed save. Additionally, giant frogs 
suffer the maximum possible damage from spells and spell-like 


effects that deal poison damage, or otherwise manipulate toxins. 


Sungi, Shrieker 
Number: 2-20 

Size: Medium 

HD: 2 (dro) 

AC: 7 

Saves: N 

Move: o ft 

Attacks: See Below 

Special: Shriek, False Appearance, Blindsight 30 ft 
Intelligence: Nil 

Type: Plant 

Morale: Steady (12) 

XP: 10+1 


Shriekers are a large breed of mushroom which grows in damp, 
dark places like limestone caves and dungeons. They grow 

to roughly the height ofa man, with a thick stalk and a wide, 
rounded head. Small pores around the head of the fungus can 
expand or contract as the mushroom wishes. If disturbed by 
bright light or sudden movement, these pores will open wide 
and emit aloud, high-pitched wail, for which the shrieker gets 


its name. 


These fungi are often cultivated by intelligent cave-dwelling 
creatures to guard certain passages against intruders, as they 
have a handy way of alerting everyone nearby that someone just 


came along. 
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False Appearance: To the untrained eye, a shrieker is 


indistinguishable from an (admittedly large) mundane fungus. 


Shriek: Whenever bright light or a creature passes within 30 
feet ofa shrieker, it will emit a terrible shriek. This shriek will 
persist until the disturbance moves out of range, and then for 
an additional 1d4 rounds. The shriek of the shrieker is loud 


enough that it can be heard from up to 300 feet away. 


Fungi, Violet 
Number: 1-20 

Size: Medium 

HD: 2 (dr2) 

AC: 13 

Saves: N 

Move: to ft 

Attacks: 1-4 Tentacles (1d4 Slashing) 
Special: Poison, Blindsight 30 ft 
Intelligence: Nil 

Type: Plant 

Morale: Steady (12) 

XP: 10+1 


Violet fungi are a thin, porous, man-sized breed of mushroom 
that grows in dark, damp places like caves and dungeons. They 
are a striking violet color, hence the name, and seep a dull red 
sludge from beneath their cap. Out from their stalk grow one to 


four vine-like appendages, which it can utilize in combat. 


These tentacles will lather themselves in the red sludge which 
oozes from the body of the mushroom prior to attacking. This 
only serves to increase the potency of their attacks, as the red 

slime is a highly potent necrotic poison, which causes flesh to 


rot on contact. 


False Appearance: To the untrained eye, a violet fungus is 


indistinguishable from an (admittedly large) mundane fungus. 


Poison: A successful attack with a tentacle exposes the victim 
to the poisonous necrotic sap which coats the stalks of the violet 
fungus. In addition to the 1d4 Slashing damage dealt by the 


initial attack, the victim must succeed on a Constitution saving 
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throw or watch as the necrotic poison begins to rot their flesh. 
This manifests as 1 hit point of necrotic damage every turn until 
death. 


The pain of this experience causes the victim to suffer a -2 
penalty to all actions and checks. Only potent sorcery (i.e., 
Circle of Mysucal Revitalization, Invocation of the Powers 
Beyond, the Wish of a djinni, or equally powerful magic), the 
skills of at minimum a 5th level ranger or assassin, or the 
lores ofa well-trained medicine man can save such a victim. 
Alternatively, at the GM’s discretion, if only a limb was struck, 
the limb may be amputated to stop the spread of the rot to the 
rest of the body. 


Gargoyle 

Number: 1-8 

Size: Medium 

HD: 4 (d8) 

AC: 15 

Saves: P 

Move: 45 ft, 75 ft (fly) 

Attacks: 2 Claws (1d3 Slashing), Bite (1d6 Piercing), Gore (1d4 
Piercing) 

Special: False Appearance, Darkvision 120 ft 
Intelligence: Low 

Type: Monstrous Humanoid 

Morale: Steady (11) 

XP: 120+5 


These horrors resemble the gothic carvings and yawning 
statuaries of horned devils which perch atop high castles or 
adorn stone edifices. In art, the stone faces serve to ward off 
evil and protect holy places. In life, the grim specters are evil 
servitors of Chaos who stand in stark contrast to their artificial 


counterparts. 


Gargoyles are the spawn of the Chaos Lord Pazuzu the Demon 
Prince of Wind, though they most often serve Pazuzu’s brother 
and fellow Chaos Lord Humbaba the Guardian Giant. It is said 
that originally, the spirits of the wicked were bound to stone 
by Pazuzu in ancient times, and bid to fly through the heavens 
and make war against his most hated brother Humbaba. In 


Humbaba, however, they saw bloodshed and carnage, which 


the gargoyles delighted in. Many among them defected, and 
war was had between two brothers with a race of flying earthen 


terrors. 


In the end, Pazuzu saw that he had lost control of his creation, 
and elected to rob his brother of their usefulness. He cast 
acurse upon the gargoyles and doomed their stony bodies 

to become like flesh, able to bleed and die. For this reason, 
gargoyles are mortal and must eat and drink and sleep, though 


they do so rarely. 


Gargoyles are wickedly evil and sadistic creatures who guard 
old temples and ruins suffused with dark portent. In abandoned 
cities, they glide on leathery wings from rooftop to rooftop, 
grim and stoic as stone. During the day they are seldom active, 
and 95% of the time become like statues, not responding to 


stimuli of any sort. 


They delight in torture and agony and are quick to descend 


upon intruders of their domains. Their red eyes gleam with 
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bloodlust as they bathe their slate-gray pebbly skin in the blood 


of their enemies. 


Gargoyles rarely speak, though when they do, it is in the 


tongues of men. 


False Appearance: While motionless, a gargoyle is 
indistinguishable from an inanimate statue. This works best 


among ruins, or among mundane statuary, however. 


Ghastly Eater 

Number: 1-6 

Size: Medium 

HD: 4 (d8) 

AC: 17 

Saves: P 

Move: 30 ft 

Attacks: 2 Claws (1d4 Slashing), Bite (1d8 Piercing) 
Special: Stench, Paralysis, Ghastly Fever, Darkvision 60 ft 
Intelligence: High 

Type: Undead 

Morale: Elite (13-14) 

XP: rro+4 


Putrid, decrepit creatures of rot and decay, ghastly eaters are 
the undead corpses of wicked, blackly evil humans who endure 
after death. Ghastly eaters are marked by their ceaseless hunger, 
their desire to destroy the living, to tear their flesh to shreds, to 
feast upon their innards, and to suck their marrow dry. Many 
ghastly eaters were cannibals in life, though not all. Some were 
just brutal killers, stranglers, or butchers motivated by the 
perverse and sickening desires of the flesh. Ghastly eaters are 
similar to ghoulish eaters, whom they often associate with, as 
both types of creatures are drawn to similar places—desecrated 
holy sites, defiled or unconsecrated graveyards, body-strewn 
battlefields, and other desolate and sorrowful places. Ghastly 
eaters are drawn to great suffering and can detect it seemingly 
instinctually. Any place that has borne witness to horrid tragedy 
or immense sorrow might find itself crawling with ghastly eaters 


in the coming days or weeks. 
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Unlike ghoulish eaters, who are motivated by a savage and 
charnel urge, ghastly eaters are intelligent and cunning, and 
enjoy the meticulous application of forethought, planning, 
manipulation, and torture. They want carnage and the snapping 
of bone and sinew, however, as they like to savor the occasion. 
Their wickedness and cunning make them useful agents in the 
service of powerful necromancers, vampires, liches, and other 


dark-hearted powers. 


Stench: Any creature that moves within ro feet of a ghastly 
eater must make a Constitution saving throw. Success indicates 
that the victim is undisturbed by the odor and suffers no 
penalties from the stench ofa ghastly eater for 24 hours. Failure 
indicates that the victim suffers disadvantage on their attack 
rolls and saving throws until the end of their next turn, as they 


are so disgusted by the horrendous odor of the creature. 


Paralysis: Any living creature that is clawed or bitten by 
a ghastly eater must make a Strength saving throw or be 


paralyzed. This paralysis lasts for 1d4+1 minutes. 


Ghastly Fever: A creature slain by a ghastly eater that is not 
devoured will rise again as a ghoulish eater or a ghastly eater 

in 2d4 days unless the corpse is consecrated by a priest before 
interment. The victim will rise as a ghoulish eater if it has 3 

or fewer hit dice, and as a ghastly eater ifit has 4 or more hit 
dice. The new undead is under the control of the ghastly eater 
who slew it, and is generally mindless, though there is a x in 20 
chance that the victim retains its memory and intelligence, and 
30 to 80% of its experience and levels. Such an undead creature 
can resist the control of its creator by making a Charisma save at 
a-8 penalty. Failure indicates it is controlled until the death of 


its creator. 


Ghost 


Number: 1, 2-13 

Size: Medium 

HD: to (d8) 

AC: ir 

Saves: M 

Move: 30 ft (hover) 

Attacks: Withering Touch (4d6 Necrotic) 
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Special: Horrifying Visage, Incorporeal, Telekinesis 
Intelligence: Average 

Type: Undead 

Morale: As in life 


XP: 2,400+10 


Ghosts are the intangible, undead spirits of those who have 
died with unfinished business left on Earth. Some ghosts are 
hateful and violent, resentful of the eternal torment of watching 
the world age to dust around them. Others are sorrowful and 
reclusive, eternally lamenting the terms of their death, or the 
failure of their life. Others still are vindictive and hoping for 

an opportunity to finish their business in the land of the living, 
though they may not know of a way to do so, being bound in an 
incorporeal form, forced to haunt a place that held significance 


for them in life. 


There are two ways for a ghost’s eternal suffering to end. The 
first is for the ghost to be reduced to o hit points. This will slay 


the ghost, and it will cease to exist. The mental energy of the 


creature dissipates and fades away into nothing. They become 
no more. The second is for the object of their unfinished 
business among the living to be resolved. Ifa mortal assists a 
ghost in achieving whatever the ghost failed to accomplish in 
life, they will find peace, and their sorrow and rage will fade 
away as they pass on to whatever realm awaits them beyond this 


one. 


Horrifying Visage: Each non-undead creature within 60 
feet of a ghost that can see it must succeed on a Wisdom saving 
throw or be frightened for 1 minute. If the save fails by 5 or 
more, the target also ages 1d4 decades. A frightened creature 
cannot willingly approach the object of their fear, and make 

all dice rolls at a -2 penalty while in the ghost’s presence. The 
target can repeat the saving throw at the end of each of its turns, 
ending the frightened condition ona success. If a target’s 
saving throw is successful or the effect ends for it, the target is 


immune to this ghost’s horrifying visage for the next 24 hours. 


Incorporeal: Ghosts dwell simultaneously within the mortal 
plane of reality, and an ethereal void, only half present in either, 
unable to fully pass between the two. As a result, a creature 

in the mortal realm cannot attack a ghost except with magical 
weapons. Additionally, the ghost can pass through creatures 
and objects at half its movement speed. If the ghost ends its turn 


inside a solid object, it takes 1dro points of force damage. 


Telekinesis: Ghosts are able to acutely focus their rage, 
allowing them to manipulate the physical realm. This ability is 
identical to the spell Telekinetic Manipulation. 


Ghoulish Cater 


Number: 1-8, 2-24 

Size: Medium 

HD: 2 (d8) 

AC: 14 

Saves: P 

Move: 30 ft, 20 ft (climb) 

Attacks: 2 Claws (1d3 Slashing), Bite (td6 Piercing) 
Special: Paralysis, Darkvision 60 ft 


Intelligence: None 


SWORDS & CHAOS 


Type: Undead 
Morale: Steady (11-12) 


XP: 20+2 


Ghoulish eaters are rotten corpses plagued with a slavering, 
unyielding hunger that has completely overtaken their minds. 
They are not as they once were—thinking beings who could 
rationalize or express emotion—now they know only an endless 
hunger that can never be satisfied, no matter how much they 


gorge on the raw flesh of man and beast. 


Ghoulish eaters are filthy and degenerate, with long black nails 
caked with the crud and gunk of their slaying. These nails have 
hardened and become a festering font of toxic bacteria, which, 

if exposed to living tissue, induces paralysis—rather handy fora 


pack of ravening ghouls looking to eat you alive. 


Ghoulish eaters will often amass in old cemeteries or the 

unconsecrated ground of abandoned churchyards in numbers 
of 2-24. Ifother food is scarce, they may resort to digging up 
graves to gnaw at the bones and tattered flesh of the dead, but 


they always prefer fresh meat. 


Paralysis: Any living creature that is clawed by a ghoulish 
eater must make a Strength saving throw or be paralyzed. This 
paralysis lasts for 1d4+1 minutes or until Remove Witch’s Hex 


is cast upon them. 


Ghoul 


Number: 2-12, 40-400 

Size: Medium 

HD: 1 (d8) 

AC: 13 

Saves: P 

Move: 30 ft, 20 ft (climb) 

Attacks: 2 Claws (1d3 Slashing), Bite (1d4 Piercing), or By 
Weapon 

Special: Parasitism, Darkvision 60 ft 
Intelligence: Low to Average 

Type: Humanoid 

Morale: Unsteady (6) 
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XP: 22+1 


Ghouls are a race of hunchbacked, grotesquely emaciated 
humanoids with gray or bluish-gray skin. This appearance 
gives the overall impression of a desiccated corpse. The typical 
ghoul’s visage vaguely resembles that of a dog or hyena, with 
an appreciable muzzle, pointed ears, and a wide mouth that 


curls from ear to ear, filled with teeth perfect for crunching and 


tearing. 


Ghouls are highly social creatures, despite their proclivity for 
cannibalism. They typically only eat one another when the 
group decides to gang up on one of the lowest ranking among 
them. Most of the time, their hunger is sated by drinking 

the blood of horses, dogs, giant frogs, buried corpses, rats, 


hatchling crocodilians, and yes, even humans. 


Ghoul society is built upon the decadence and the immediate 


gratification of the id. The only thing preventing total anarchy 
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in a collective of ghouls is a strong societal emphasis on 
deferring to superiors. In any given pack of ghouls and any 
given ghoul dwelling, every ghoul present knows who is their 
superior, and who they are superior to. No ghoul would dare 
violate this hierarchy, out of fear of being torn to shreds by their 
fellows, being devoured by them, and having their ul’gna—their 


soul—cast into the Void. 


When outnumbered, ghouls tend toward cowardice, seeing no 
shame in fleeing from a doomed conflict. When they have the 
advantage, they are cruel and unforgiving with their treatment 


of their enemies. 


Most ghouls travel in packs, wandering the countryside, 
traveling by night, looking for something to satiate their 
appetites. Other ghouls are more stationary, taking up 
residence in abandoned ruins, which they rebuild into 
fortresses of stone. Such fortresses might have anywhere 
between 4o and 400 ghouls in them. These ghouls will send 
out packs regularly to scour the land for villages and unguarded 
settlements to pilfer livestock and vulnerable humans, both of 


which they drag screaming into the night. 


It is said that an entire city of ghouls exists somewhere in the 


Thuluvian Mire, ruled by a ghoulish Emperor. 


Ghouls speak their own language called the Black Speech of 
Ghouls. Especially intelligent ghouls may also speak other 


languages—most often Mire Tongue. 


Parasitism: Ghouls love to consume the flesh of their 
enemies but can get by on blood alone. Not unlike the much- 
maligned vampire, a ghoul can drink the blood ofits victims to 
sustain itself, heal its wounds, and reinvigorate itself. A ghoul 
can choose to forgo the damage of its claw attacks and instead 
grapple its victim. Both claw attacks must successfully hit the 
target in order for the grapple to occur. The ghoul can then 
immediately follow up with a bite attack with advantage. If the 
attack succeeds, the ghoul sucks 1d4 hit points of vitality out 
of the target and restores the same amount from its depleted 
hit points, ifit has any. The ghoul can continue to do this each 


round until either it or the victim is slain, or the victim succeeds 


on a Strength check to break free at a +2 Challenge Level. A 
ghoul can actually exceed its base hit points using this attack, 


gorging itself until it has doubled its base hit points. 


Ye 


id yen’ ay 
eg)" 
fy 


f; 
vap 


Yj) 
A. 


Ghoul Lord 


Number: 1 

Size: Medium 

HD: 7 (d8) 

AC: 15 (Chain Shirt) 

Saves: M, P 

Move: 30 ft, 20 ft (climb) 

Attacks: 2 Claws (1d3+3 Slashing + Dark Touch), Bite (1d6+3 
Piercing + Dark Touch) or By Weapon (+3 + Dark Touch) 
Special: Haunted Gaze, Dark Touch, Parasitism, Darkvision 60 
ft 

Intelligence: High 

Type: Humanoid 

Morale: Unsteady (7) 

XP: 675+7 


Ghoul lords are highly intelligent, supernaturally potent, 
powerful ghouls who reign on high as the elite of ghoul society. 


These lords rule over the lesser ghouls as bureaucratic and 
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tyrannical masters. To maintain their rank above the common 
ghoul, they have mastered the craft of manipulation and 
subterfuge, and often pit one clan of ghouls against another. 
They are glib, greedy, and often degenerate in their desires and 
goals. Despite the apparent wickedness of this race of ruling, 
doggish monsters, they are duly respected by their subordinate 


ghouls, though mostly out of fear. 


Like all ghouls, ghoul lords are blood drinkers and flesh-eaters, 
and always eat first among a pack of subordinate ghouls. Among 
a pack of common ghouls, a ghoul lord will be in attendance 
only 5-10% of the time. In a ghoul fortress, there is always at 
least one ghoul lord. In immense places where ghouls gather, 
there may be councils of ghoul lords who defer to a mighty 


ghoulish king. 


Ghouls lords speak the Black Speech of Ghouls, in addition to a 
handful of other tongues. 


Haunted Gaze: Any creature who has a line of sight 

with a ghoul lord must succeed on a Luck saving throw or 
become frightened for 1 minute. Frightened creatures suffer 
disadvantage on their attack rolls and saving throws and cannot 
willingly move toward the source of their fright for the duration. 
If they succeed on their saving throw, they are immune to the 
effects of the ghoul lord’s haunted gaze for 24 hours. Victims 
who fail their saving throw by to or more turn and flee for 1 


minute, unwilling to look back. 


Dark Touch: All melee attacks made by a ghoul lord, be they 
with claws or teeth or weapon, are imbued with a supernatural, 
decrepit power, which does great harm to the living. Claw and 
bite attacks deal an additional 1d4 necrotic damage each, and 
any weapon attack made by a ghoul lord gains a bonus 3d6 
necrotic damage. A creature who reaches o hit points because 
ofa ghoul lord’s dark touch is not slain outright but instead is 
paralyzed until they gain at least 1 hit point by some means. Ifa 


ghoul lord attacks a paralyzed opponent, the target is slain. 


Parasitism: Ghouls love to consume the flesh of their 
enemies but can get by on blood alone. Not unlike the much- 


maligned vampire, a ghoul lord can drink the blood of its 
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victims to sustain itself, heal its wounds, and reinvigorate 

itself. A ghoul lord can choose to forgo the damage of its claw 
attacks and instead grapple its victim. Both claw attacks must 
successfully hit the target in order for the grapple to occur. The 
ghoul lord can then immediately follow up with a bite attack 
with advantage. Ifthe attack succeeds, the ghoul lord sucks 

1d6 hit points of vitality out of the target and restores the same 
amount from its depleted hit points, if it has any. The ghoul lord 
can continue to do this each round until either it or the victim is 
slain, or the victim succeeds on a Strength check to break free 
ata +4 Challenge Level. A ghoul lord can actually exceed its 
base hit points using this attack, gorging itself until it has one 
and half times its base hit points. 


Giant Squid 


Number: 1 

Size: Huge 

HD: 14 (d8) 

AC: 18 

Saves: P 

Move: 60 ft (swim) 

Attacks: 10 Tentacles (1d8 Bludgeoning), Bite (5d8 Piercing) 
Special: Grapple, Capsize, Darkvision 200 ft, Ink Cloud, Jet, 
Twilight Vision 

Intelligence: Animal 

Type: Animal 

Morale: Elite (13) 

XP: 1,500+14 


This rarely seen deep-sea giant was long thought to be the stuff 
of legend. Enormous in size, measuring up to 35 ft long for 
females and 45 ft long for males, giant squids are among the 
largest invertebrates on Earth. They sport ten tentacles (two 

of which are elongated and modified for feeding) studded with 
highly sensitive suckers, an incredibly hard beak of chitin, and 


the largest eyes of any animal in the world. 


Giant squids spend most of their life in the darkest depths of 
the ocean, feeding on fish, shrimp, other squid, and the juvenile 
leviathans who also share their waters. On occasion, and for 
seemingly inexplicable reasons, giant squids will ascend to 


the surface, where they are spotted by sailors and seafarers. 
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While the creature is commonly misidentified as a kraken by 
those who have never seen either creature, they are in fact very 


different beasts. 


Some giant squids have something strange in their make that 
drives them to cause havoc for sea-faring vessels. Such squids 
are called ‘rogue squids’, and are known for capsizing ships, 
eating human flesh, and sinking treasures for unguessable 


means. 


Grapple: Due to the suckers which line the undersides of a 
giant squid’s tentacles, they can easily grapple opponents to 
either crush them, or hurl them into the briny deep. If it wishes, 
a successful tentacle attack can result in an automatic grappling 
of the opponent. Attempts to break the grapple require a 
Strength check at a-4 penalty. On each of the giant squid’s 
turns, it deals automatic tentacle damage to any grappled 
opponents, as they are coiled in the beast’s slippery, suctioned 


tendrils. 


Capsize: A giant squid that rises under a boat or ship less 
than 20 feet long has a 75% chance of capsizing the vessel. It 
has a 50% chance to capsize a vessel from 20 to 60 feet long, 
and a 25% chance to capsize a ship that is over 60 feet long. It 
can also use its two modified armlike tentacles to wrap around 
the hull ofa ship and exert great force on the vessel. Ifit does 
this, it can use its remaining tentacles to strike at the vessel 
relentlessly. A giant squid deals double tentacle damage to the 
hull ofa ship. 


Ink Cloud (Recharge 5-6 on a d6): A distressed giant 
squid will discharge a jet of ink. If immersed in water, this ink 
forms a cloud ina 60 ft radius, which completely obscures 
everything therein. Attacks made within the cloud are made at 
disadvantage, and any checks that rely on sight automatically 
fail. 


Jet: A giant squid can vent jets of water from its mantle to 
propel itself forward at incredible speeds. Until the end of the 
squid’s turn, its speed increases to 240 ft, so long as it does not 


have to turn too drastically. 


Giant, Fire 


Number: 2-12 


Size: Huge (15 ft) 

HD: 12 (d8) 

AC: 18 (Full Plate) 

Saves: P 

Move: 40 ft 

Attacks: 2 Fists (2d8 Bludgeoning), By Weapon (5d6) 
Special: Rock Throwing, Immunity to Fire, Twilight Vision, 
Vulnerability to Cold 

Intelligence: Average 

Type: Giant 

Morale: Champion (15-16) 


XP: 2,250+12 


Called the Sons of Surtr by the people of Wodenhimr, the fire 
giants dwell in the deep darkness of the Earth, in a realm called 
Muspelheim. There they toil away forging strange weapons and 
tools of war in the magma flows which boil in the red glow. They 
are incredibly warlike, fond of heavy armor and weapons, and 
are always preparing for some impending clash or suspected 


invasion in their fortified lairs of iron and stone. 
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Fire giants are immensely huge and broad, standing 15 feet 
tall, and weighing up to 3,000 lbs. Their skin is a brilliant red, 
and their eyes glow like hot coals. They have thick hair the 
consistency of iron wire, black as pitch, and male fire giants 
often grow massive beards which they take care to ornament 


with crafts of platinum, gold, ruby, and sapphire. 


Some fire giants dwell near the surface in the limestone caverns 
of porous rock that skirt volcanic mountain ranges, or among 


natural hot springs in regions of high thermal activity. 


Fire giants worship Surtr, the Lord Chief of all fire giants, from 
whom they believe they were spawned many epochs ago. Fire 
giant priests say the first sons of Surtr were of cast bronze and 


glowed with the fiery heat of life forever after. 


Fire giants speak Giantspeech, and occasionally the regional 


Human language. 


Rock Throwing: Fire giants can hurl boulders up to 450 ft. 


A successful attack inflicts 2dro points of bludgeoning damage. 


Vulnerability to Cold: Fire giants take one and a half times 


normal damage from cold-type spells and effects. 


Giant, Srost 


Number: 2-8 

Size: Huge (16 ft) 

HD: 11 (d8) 

AC: 15 (Patchwork Armor) 

Saves: P 

Move: 40 ft 

Attacks: 2 Fists (2d8 Bludgeoning), By Weapon (4d6) 
Special: Rock Throwing, Immunity to Cold, Twilight Vision, 
Vulnerability to Fire 

Intelligence: Average 

Type: Giant 

Morale: Elite (13-14) 

XP: 1,850+11 


Frost giants, called Jotunn, or Sons of Ymir by the Wodenhimr, 


are arace of enormous humanoids who dwell in small tribes in 
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the far north of the world, or else on glacial ice flows, or upon 
white, wind-blasted mountain peaks. 


Frost giants are savage hunters who eke out their existence 

in the most inhospitable places on Earth. They are known to 
keep dire wolves and polar bears as servile beasts. Some take to 
sailing massive longships through the arctic seas, engaging in 


whaling and fishing for survival and sport. 


They are enormous humanoids, measuring 16 feet tall, and 
weighing up to 3,000 lbs. They are ofa somewhat lank build, 
with long, treelike limbs, and a very slightly concave shape to 
their torso. Their skin is a pale white, cast almost blue due to 

a persistent coat of hoarfrost that clings to their frigid flesh. 
Their hair is long and wispy, either red, gold, or white in color. 
Sometimes they will ornament their hair with bits of bone, horn, 
tooth, or tusk from notable kills. Their eyes are a pale and icy 
blue. 
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Frost giants organize in loose familial bands which make their 
dwellings in fortified steadings of timber and iron if such 
materials are available. Frost giants are not above dwelling in 
ice caverns or cliff caves, should they find themselves in the 


stark, barren wilderness. 


Frost giants speak Giantspeech, and occasionally the regional 
Human language. 


Rock Throwing: Frost giants can hurl boulders up to 540 ft. 


A successful attack inflicts 2dro points of bludgeoning damage. 


Vulnerability to Fire: Frost giants take one and a half times 


normal damage from fire type spells and effects. 


Giant, bill 


Number: 1-10 

Size: Huge (13 ft) 

HD: 9 (d8) 

AC: 14 

Saves: P 

Move: 40 ft 

Attacks: 2 Fists (1d8 Bludgeoning), Giant Club (2d8 


Bludgeoning) 

Special: Rock Throwing, Twilight Vision 
Intelligence: Low 

Type: Giant 

Morale: Elite (13-14) 

XP: 400+9 


Hill giants appear as savage humans of enormous size. They 
have harsh, primitive features, and are built like the foothills 
and the mountains wherein they dwell. They have broad, fat 
bodies, and long, heavy-boned limbs that swing like splintered 
tree trunks as they stride. Their faces are cruel and brutish, with 


heavy brows, and black, wiry hair sprouting up everywhere. 


These are the dullest of all giants, living their lives as bullies 
and herders of elephants and mammoths. They carry clubs and 
wear pelts stitched together from dozens of animals. They have 


a general reek about them comparable to sour milk. Hill giants 


generally dislike humans, finding them puny and untrustworthy. 


Most hill giants would prefer to either avoid humans altogether, 


or roast and eat them. 


Hill giants live in halls of stone and timber, or else in hollowed- 
out mounds in the rugged foothills and highlands they call 
home. 


Hill giants speak Giantspeech, and occasionally one might 


know a smattering of words in the local human language. 


Rock Throwing: Hill giants can hurl boulders up to 330 ft. A 


successful attack inflicts 2d8 points of bludgeoning damage. 


Giant, Primordial 


Number: 1-4 

Size: Huge (20 ft) 

HD: 17 (dr2) 

AC: 17 

Saves: P 

Move: 50 ft 

Attacks: 2 Fists (2d8 Bludgeoning), Weapon (8d6+4) 

Special: Primordial Sorcery, Rock Throwing, Twilight Vision, 
Immunity to Cold, Immunity to Fire, Immunity to Lightning, 
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Curse of Drowsiness 
Intelligence: Average to Superior 
Type: Giant 

Morale: Fanatic (17-18) 

XP: 1,900+17 


These truly titanic giants were once a race of mighty and 
powerful warriors who held sway over much of the vastness of 
the world in the Age of Serpents. With the falling of the Dark 
Moon and the Cataclysm that ensued, most of the primordial 
giants died off, similarly to the true dragons. Those who 
persisted found the world too inhospitable for their kind, and 


so opted to enter a deep and enduring slumber. 
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The giants slept through the rise of mankind and the founding 
of Atlantis and Gondawanni and Hyperborea. With the passing 
of the ages, they became earthbound, caked in clay, and 
eventually became indistinguishable from the hills themselves. 
Trees and grasses grew from their very flesh, and they faded 
from the memory of the world. They passed into the vague 
myths and folklores of mankind, who knew only to be wary of 
certain hills, though they did not understand why. 


The giants awoke gradually with the warming of the Earth, and 
some bore witness to the sinking of Atlantis. The primordial 
giants are seemingly misplaced in time, and none know (be they 


man or giant) how many more have yet to wake. 


Primordial giants tower above all other giants, measuring in at 
a staggering 20 feet tall and an astronomical 6,500 lbs. Their 
skin is earthen or ashy, encompassing the human spectrum of 
potential colors, with the addition ofa pale, stony gray. Their 


eyes glint like great gemstones of many colors. 


Primordial giants prefer to dress simply, if in an antiquated 
fashion. They are fond of light, flowing garments such as 

togas, chiton, peplos, himation, and chlamys, typically of white, 
purple, red, or gold. They sometimes adorn themselves with 


circlets of platinum, or rings of bronze or gold. 


Unique among giantkind, primordial giants all have within them 
an innate power over the winds and the skies. Some take this 


sorcerous ability further through study, but not all. 


On occasion, primordial giants will congregate to rebuild a 
vague semblance of the grandeur and society they once had by 
building a fortified dwelling for a group of their kind to share. 
Such places are always extremely remote, as primordial giants 
are intensely distrustful of humans, who ran wild over the Earth 
in their absence. They are fond of building keeps upon high 
mountains, on uncharted islands, or even, it is rumored, in the 


clouds! 


Primordial Sorcery: Xai-7ang’s Evocation of Unsullied 
Soles (2/ day), Call the Bolts of Bjuvhall (2/ day), Mulro’s 
Mastery of the Skies (2/ day). 1 in 4 adult primordial giants are 
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sorcerers with 1d8 levels of spellcasting ability. 


Rock Throwing: Primordial giants can hurl boulders up to 
780 ft. A successful attack inflicts 446 points of bludgeoning 
damage. 


Curse of Drowsiness: Primordial giants make saving throws 
against spells and effects to avoid sleep and unconsciousness at 


disadvantage. Additionally, they always lose ties for initiative. 


Golems 


Golems are artificial humanoids constructed of mundane 
material and given a semblance of life by means of a complex 
series of rituals involving science, alchemy, and sorcery. They 
are bound to their master (who is not always their creator) by a 
mental link. Most golems are mindless automatons who will do 
as their master bids without question, making them very useful 
minions. However, the incredible investment of both time and 
gold required to construct a golem means that the structures 


are exceedingly rare. 


There are some traits universally held by all golems. Golems 

are not living things, despite the incredibly lifelike appearance 
possessed by some. They need neither air nor food nor water to 
sustain themselves and can endure as long as their body remains 
functional and largely whole. Another thing worth mentioning 
is the proclivity of golems to go mad and fly into a berserk fury. 
Despite being largely classified as mindless, it seems golems do 
know one emotion, which is held just under the surface—rage. 
When the bond of control is severed between master and golem, 


the results can be rather horrific. 


Berserk: When a golem first enters combat, it must make a 
mental saving throw at a -2 penalty. Ifthe golem’s master has 7 
HD or greater, the golem has disadvantage on this saving throw. 
If this save fails, the golem remains under its master’s control. If 
the golem succeeds, the bond between monster and servitor is 
temporarily severed. The golem flies into a rage and begins to 
rampage, trying to kill any living thing that it encounters. The 
golem’s master can make an Intelligence check with a -4 penalty 
(with the golem’s hit dice serving as the Challenge Level to be 
added to the Challenge Base). Ifthe save succeeds, the golem 


stops rampaging and falls back under its master’s control once 
more. If the being that created the golem is slain, clay, flesh, 


and iron golems immediately go berserk. 


Ifa golem goes berserk, it gains a +2 bonus to all attack rolls 


and a +4 bonus to damage rolls. 


Unliving: All golems are immune to poisons, venoms, and 
both necrotic and psychic damage. They cannot be blinded, 
deafened, frightened, paralyzed, petrified, or manipulated by 
hypnosis or similar spells. They cannot become exhausted, as 
they require no rest or sustenance to survive. Golems cannot 


die of old age. 


Golem, Alrmor 


Number: 1-6 

Size: Medium 

HD: 2 (dr2) 

AC: 18 

Saves: P 

Move: 25 ft 

Attacks: 2 Slams (1d8 Bludgeoning) 


Special: False Appearance, Berserk, Immutable Form, Unliving, 


Magic Resistance, Blindsight 60 ft 
Intelligence: None 

Type: Construct 

Morale: Fearless (19-20) 

XP: 35+2 


These golems are perhaps the most common, though still rare, 
as they are the easiest to fabricate. An armor golem is simply 

a suit of full plate armor engraved with runes of magic and 
alchemy, held together with sturdy leather straps. They are 
often employed as sentries in castles where decorative suits of 


armor would typically draw little attention. 


False Appearance: While an armor golem remains 


motionless, it is indistinguishable from a normal suit of armor. 


Immutable Form: An armor golem is immune to any spell 


or effect that would alter its form. 
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Magic Resistance: Armor golems have advantage on saving 


throws against spells and other magical effects. 


Golem, Brass 


Number: 1-4 

Size: Large 

HD: 12 (dro) 

AC: 18 

Saves: P 

Move: 20 ft 

Attacks: Mighty Battle Axe (3dro Slashing), or Gore (4d12 
Piercing), or 2 Slams (2d1o Bludgeoning) 

Special: Breath Weapon, Berserk, Immutable Form, Unliving, 
Immunity to Fire, Death Throes 

Intelligence: None 

Type: Construct 

Morale: Fearless (19-20) 

XP: 2,675+12 


Brass golems are bipedal, bull-headed constructs of cast brass. 
The typical brass golem is molded and sculpted to resemble 

an uncommonly large minotaur. They stand roughly 8 feet 

tall, with a powerful, heavy-bodied build, and a general reek of 


polished brass. 


These golems are unique in that they are animated with the 
living essence of a fire elemental trapped within their hollow 
core. This spirit does not instill the golem with any intelligence 
but confers upon it incredible strength, and the ability to expel 
amote of fire from its hollow nostrils. An unfortunate side 
effect of this spirit is that it causes the golem to explode if it 


suffers too much physical damage. 


Breath Weapon (Recharge 5-6 on a d6): Brass golems 
can spew amote of flame from their nostrils, immolating 
whatever stands before them. All creatures within a 15 ft cone 
starting at the golem’s face must make a Dexterity saving throw. 
Ona failed save, a victim suffers 10d6 points of fire damage, or 


half as much on a successful save. 


Immutable Form: Brass golems are immune to any spell or 
effect that would alter their form. 
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Death Throes: Ifa brass golem is slain, all creatures within 15 
ft of the golem must make a Dexterity saving throw. Those that 
fail suffer rod8 points of fire damage as the golem explodes in a 


burst of halfmolten brass, fire, smoke, and ash. 


Golem, Clay 


Number: 1-4 

Size: Large 

HD: g (dro) 

AC: 14 

Saves: P 

Move: 20 ft 

Attacks: 2 Slams (3dro Bludgeoning) 
Special: Acid Absorption, Berserk, Unliving, Immunity to 
Sorcery 

Intelligence: None 

Type: Construct 

Morale: Fearless (19-20) 


XP: 1,000+9 


Clay golems are powerful humanoids constructed entirely out 
of clay and given life through the application of an exhaustive 
series of strange alchemical rituals. The result is a hard-bodied 
clay shape sculpted to vaguely resemble an 8-foot-tall human, 
although a grotesquely distorted one. The chest ofa clay 
golem is unusually large, its arms long and heavily knotted, its 
legs wide splayed, and its head flat with a stooped brow. Such 
golems are programmed utilizing runes and symbols engraved 


into their body by their master. 


Golems of clay are instilled with innumerable wards and 
guarding charms, designed to protect them from harm. The 


most notable of these is their immunity to sorcery. They cannot 


be harmed by any spell or incantation, save for a few niche cases. 


The process of making a clay golem is arduous and takes at least 
a month of work at a 1,000 Ib. clay block. Once sculpted to 
shape, the golem is enchanted with sorceries and imbued with 


alchemical formulae designed to give it life. 


When commanded, clay golems follow orders with a grim, 


lumbering efficiency. When left to their own devices, bereft of 
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instruction or situational orders, they simply stand at attention, 


staring offinto the middle-distance waiting. 


Acid Absorption: Whenever a clay golem is exposed to acid 
or suffers acid damage, it takes no damage and instead regains a 


number of hit points equal to the damage dealt by the acid. 


Immunity to Sorcery: Clay golems ignore all spells and 
spell effects. However, Titanic Trembling of the Prince of the 
Elemental Earth does affect clay golems. When cast directly at 
the golem, it prevents them from moving and inflicts 5d6 points 


of force damage. 


Golem, Flesh 


Number: 1-4 

Size: Medium 

HD: 7 (dro) 

AC: 9 

Saves: P 

Move: 30 ft 

Attacks: 2 Slams (2d8 Bludgeoning) 
Special: Berserk, Unliving, Immunity to Sorcery 
Intelligence: Animal to Average 
Type: Construct 

Morale: Fearless (19-20) 

XP: 315+7 


Sometimes, mortal man is compelled to play the role of the 
Gods themselves and create life in their own image. In this vein, 
some are so deranged as to cheat the Gods and cobble together 
golems of flesh. Ofall the forms of golems, these are perhaps 


the vilest. 


They are revolting things, cobbled together from the organs 
and tissue of disparate corpses sewn together. Such beings are 
fully human in terms of biological composition, though entirely 
made up of dead tissue reanimated through alchemy and an 
incredible charge of electricity. They cannot be classified 

as undead, for the whole creature newly formed was never 


originally alive and they have no soul to speak of. 


It is perhaps this artificiality, awakening, and lack of soul that 


causes their total immunity to nearly all sorcery. 


Flesh golems are tormented with the pain and agony of their 
own existence. Depending on the quality of the brain placed 
within their skull, they might have the burden of manlike 

intelligence. Such a plague of intellect drives flesh golems to 
grim and nihilistic brooding, profound loneliness, or violent 


hate. 


Immunity to Sorcery: Flesh golems are immune to all spells 
and spell effects, except as noted here: All spells that inflict 
lightning damage will instead heal the golem for 1 hit point per 


die of damage. 


Aversion to Fire: Flesh golems have an innate, animalistic 
fear of fire. Ifa flesh golem takes fire damage, it has 
disadvantage on attack rolls and ability checks until the end of 


its next turn. 


Golem, Tron 


Number: 1-4 

Size: Large 

HD: 14 (dro) 

AC: 20 

Saves: P 

Move: 20 ft 

Attacks: Giant Iron Sword (4dro Slashing), Slam (4d10 
Bludgeoning) 
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Special: Breath Weapon, Berserk, Unliving, Immunity to 
Sorcery 

Intelligence: None 

Type: Construct 

Morale: Fearless (19-20) 

XP: 4,800+14 


Iron golems are mighty giants of metal constructed to resemble 
broad, long-armed, barrel-chested humans towering over all 
other golems, measuring about 12 feet tall. These golems are 


immense and weigh several thousand lbs. 


The construction of an iron golem is incredibly involved, time- 
consuming, and incalculably expensive. It requires at least 
5,000 lbs. of iron ingots to be worked into a humanoid shape. 
The shape is then engraved with glyphs and wards of power. 
Lastly, the golemic structure must be given life by binding the 
spirit essence of an air elemental to it. This will give the golem 
life, and also grant it the ability to expel a highly poisonous gas 


from its maw. 


Iron golems are incredibly rare, and are typically put to the task 
of defending their master or guarding an ancient place of wealth 
and splendor, such as an ancient tomb, a lost library of antiquity, 


or the laboratory of a long-dead alchemist. 


Breath Weapon (Recharge 6 on a d6): An iron golem 
can exhale poisonous gas in a r5 ft cone. Each creature in that 
area must make a Constitution saving throw or collapse to the 
ground, completely unable to move. On the following round, 
another save is allowed; a failure results in the victim losing / 
of their current hit points. The third round allows another save, 
and if failed, results in the victim losing 12 of their remaining 
hit points. This process continues until 1 hit point remains. At 
that point, a failed save results in death. A successful save on 
any round negates the need for saves on subsequent rounds. 
Any spell or ability that negates poison or disease will instantly 
make a creature immune to any further effects from the gas. (i.e. 
Banishment of the Pustulent Godling, or an assassin’s ability to 
synthesize antitoxins). Once protected from the gas, hit point 
loss will stop, and normal healing methods will work as normally 


expected. 
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Immunity to Sorcery: [ron golems are immune to all spells 
and spell effects, except as noted here: All spells that inflict 
fire damage will instead heal the golem for 1 hit point per die of 


damage. 


Golem, Jade 


Number: 1-4 

Size: Large 

HD: 13 (dro) 

AC: 16 

Saves: P 

Move: 30 ft 

Attacks: Bite (3dro Piercing), 2 Claws (2d6 Slashing) 
Special: Breath Weapon, Berserk, Unliving, Immunity to 
Sorcery 

Intelligence: None 

Type: Construct 

Morale: Fearless (19-20) 


XP: 5.175113 


Jade golems are the most beautiful of all golems, being carved 
ofimmense blocks of jade by master craftsmen to resemble the 
mythic serpentine dragons of Huanxia. Sometimes they are 
also said to resemble fantastical lions. They are lank-bodied 
things with great manes of jade, curling horns and tusks, large 


expressive eyes, and fan-like tails. 


The secret of making jade golems is known only to the master 
sorcerers of Huanxia where jade is plentiful. It is not something 
that would be surrendered readily, as the ritual involves many 


valuable secrets of the esoteric art of eastern alchemy. 


Jade golems are sometimes placed as guardians of shrines, 
temples, or tombs of kings and emperors. After all, when 
motionless, they resemble the most spectacular statues in the 


world. 


Breath Weapon (Recharge 6 on a d6): A jade golem can 
expel a mote of green flame in a 20 ft cone. Each creature in 
the path of that cone must succeed on a Dexterity saving throw 


or have their flesh and everything worn or carried by them 
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transformed into a solid green crystal. This can be undone if the 


reverse of the spell Eyes of the Gorgon is cast upon the victim. 


Immunity to Sorcery: Jade golems are immune to all spells 
and spell effects. Whenever Hurtling Beams of the Unerring 
Lance is cast upon an emerald golem, the beams bounce off the 
reflective surface of the golem. For each beam cast, there is a 


10% chance that the beam will bounce back and strike the caster. 


Golem, Lodestone 


Number: 1 

Size: Large 

HD: 14 (dro) 

AC: 17 

Saves: P 

Move: 20 ft 

Attacks: Giant Bronze Sword (4d8 Slashing), Slam (4d10 
Bludgeoning) 

Special: Magnetic Aura, Berserk, Unliving, Immunity to 
Sorcery 

Intelligence: None 

Type: Construct 

Morale: Fearless (19-20) 


XP: 5,210+14 


Lodestone golems are a variant of iron golem that was struck by 
lightning either during their construction or after being created. 
This supercharging of electricity causes a magnetization of the 
golem, allowing them to draw other ferrous metals to them. In 


this sense, lodestone golems are giant walking electromagnets. 


There is a 75% chance that an iron golem struck by lightning 
will go immediately berserk, and become a rogue golem, 
beholden to no master. Such a rogue, magnetized iron giant is a 


deadly thing indeed and should be avoided at all costs. 


Golems intentionally magnetized will often be armed with 
weapons of bronze, for the material is immune to the effects of 


their magnetic field. 


Magnetic Aura: Lodestone golems are highly magnetically 


charged. As a result, any iron, nickel, or cobalt that passes 


within 30 ft of the golem will be drawn to it. The same is also 
true for metal alloys that contain iron, nickel, or cobalt, such 

as steel. Between 15 and 30 feet, the magnetization only pulls 
in Small sized objects that are not carried, worn, or otherwise 
pinned down. Worn or carried items have a tug on them that 
can be felt by the owner. At distances less than 15 feet, metallic 
objects of up to Medium size are flung through the air at 
incredible speed, colliding into the magnetic surface of the 
golem. A Strength check can be made to hold onto magnetically 
drawn items that are carried. Ona failure, the item is torn from 
the wielder’s hands and is flatly pressed against the golem. 
Victims in metallic armors can make a Strength saving throw 

as well, however, ona failure, they are dragged bodily to the 
side of the golem, where they stick against the construct’s bulk. 
Such victims are unable to move unless they can remove their 
armor, which may prove very difficult if both their arms are 

also encased in metal. Lodestone golems make attacks against 
victims stuck to their bodies with advantage. Arrows with iron 
or steel heads shot within the magnetic aura will never miss a 
lodestone golem. As an action, the lodestone golem can choose 
to deactivate its magnetic aura, allowing whatever material has 
accumulated on its bulk to fall off in a terrific crash. Lodestone 


golems lose their magnetic charge when they reach o hit points. 


Immunity to Sorcery: Lodestone golems are immune to 

all spells and spell effects, except as noted here: All spells that 
inflict lightning damage will instead charge the golem, healing 
them for 1 hit point per die of damage, and increasing the radius 
of their magnetic aura by 10 ft for general influence, and 5 ft for 


strong magnetism. 


Golem, Stone 


Number: 1-4 

Size: Large 

HD: 12 (dio) 

AC: 17 

Saves: P 

Move: 20 ft 

Attacks: 2 Slams (3d8 Bludgeoning) 

Special: Slow, Berserk, Unliving, Immunity to Sorcery 
Intelligence: None 


Type: Construct 
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Morale: Fearless (19-20) 
XP: 2,675+12 


Stone golems are blocks of animate stone carved into whatever 
shape their creator wishes. Most resemble statuesque humans, 
but they could just as easily be constructed to resemble beasts 
or monsters as well. They are stiff-jointed, heavy things that 
move slowly and deliberately. When humanoid, they are 


typically g feet tall and weigh around 2,000 lbs. 


Stone golems are created by sorcerers, high priests, and 
alchemists for purposes and pursuits too grim to be carried 
out by mortal men. Having an incredible capacity to shrug off 
massive amounts of damage and ignore the effects of sorcery, 
they make ideal servitors for those who are willing to invest the 


time and money into their construction. 


Carving a stone golem requires a steady hand, lots of patience, 
and a solid block of stone large enough to shape the figure in 
its entirety. The golem has its body engraved with a glyph of 
protection and several other enchantments and then is bound 
with the spirit of an earth elemental. The time required to 
carve a stone golem by hand is incredible, and those with weak 


constitutions should not attempt it lightly. 


Slow (Recharge 4-6 ona d6): Stone golems emanate 

the time and magic that was required for their supernatural 
creation. They can bleed waves of strange temporal distortion 
when they wish. As an action, a stone golem can force those 
standing directly in front of it to make a Strength saving throw. 
If the victims fail their save, they have their speed halved and are 
limited to only one action per round for 1 minute. The save to 
negate this magic can be attempted on each of the subsequent 


rounds to end the effect early. 


Immunity to Sorcery: Stone golems are immune to spells 
and spell effects, barring one exception. Casting the reverse 
of Eyes of the Gorgon on a stone golem will slay the creature 


instantly. 


Golem, Creasure 


Number: 1 


Size: Large 
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HD: 11 (dro) 

AC: 15 

Saves: P 

Move: 30 ft 

Attacks: 2 Slams (4d8 Bludgeoning) 
Special: False Appearance, Scintillating, Engulf, Avalanche, 
Berserk, Unliving, Immunity to Sorcery 
Intelligence: None 

Type: Construct 

Morale: Fearless (19-20) 

XP: 2,645+11 


Treasure golems are perhaps the most insidious and cruel of all 
golems, not due to their temperament, but due to the purpose 
of their design. They are often used to guard treasure vaults or 
the gold hoards of other monsters. This is because a treasure 
golem is an animated amalgam of shifting, glittering coins of 
gold, silver, and copper, as well as precious gemstones, and 


other sundry treasures made animate. 


When bid to rise and move, the loose bits of wealth contract and 
press together into a bipedal shape consisting of a torso, two 
heavy arms, and alow mound ofa head, all composed entirely of 


shimmering riches. 


Only the most incalculably rich can afford to create a treasure 
golem, and only the elite of the elite would want to. It would 
take a minimum of 100,000 gp worth of treasure to build such 
acreature, though a far more realistic estimate is 5 times that 


amount. 


Naturally, such a creature would weigh an almost inconceivable 
amount. Anywhere from 10,000 lbs. to an astronomical 50,000 
Ibs. 


False Appearance: While motionless, a treasure golem can 
collapse from its humanoid form into a heap of wealth, and thus 
becomes indistinguishable from a great heap of glittering coins 


and jewels. 


Scintillating: When mortals first look upon a motionless 
treasure golem, they must make a Wisdom saving throw to 


avoid being stunned in amazement at the site of the vast wealth 
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splayed before them. On a failed save, victims cannot do 


anything more than stand and stare in awe for 1d6 rounds. 


Engulf: Ifa treasure golem succeeds in landing both slam 
attacks against a single opponent, it can proceed to engulf the 
victim, provided the victim is Medium size or smaller. Coins 
and gems roll over the body of the victim, bludgeoning them 
for an additional 3d12 points of bludgeoning damage. Engulfed 
creatures can attempt to escape on their turn with a successful 
Strength check. Otherwise, engulfed victims cannot move, see, 
or attack. Treasure golems can only have one victim engulfed at 


atime. 


Avalanche (Recharge 6 on a d6): As an action, treasure 
golems can break from their humanoid form, and collapse into 
acascading sea of glittering coins, gems, jewelry, and other 
riches. All creatures within ro feet of such a golem must make a 
Dexterity saving throw, taking 6dro bludgeoning damage ona 


failed save, or half as much on a successful one. 


Immunity to Sorcery: Treasure golems are immune to 
spells and spell effects, barring one exception. Casting spells 
that produce light in the presence of a treasure golem causes 
the light to reflect off the golem’s glittering surface. The bright 
light confers a -2 penalty to all attack rolls and saving throws for 
sighted creatures in the golem’s presence. So long as the spell 


remains active and in the golem’s presence, the penalty persists. 


Great Eagle 


Number: 1-4 

Size: Large 

HD: 6 (dio) 

AC: 13 

Saves: P 

Move: 20 ft, 100 ft (fly) 

Attacks: 2 Talons (1d8 Slashing), Beak (2d6 Piercing) 
Special: Dive, Improved Sight, Twilight Vision, Detect 
Falsehood 

Intelligence: High 

Type: Beast 

Morale: Elite (13) 

XP: 195+6 


Giant eagles are a noble, highly intelligent breed of bird that 


roosts high upon rocky crags, or else in the boughs of massive 
trees large enough to support their weight. A mated pair of 
giant eagles will typically have 1-4 eggs or young nesting with 


them (treat as birds of prey). 


Visually they resemble their smaller cousins, though far larger, 
and with a far greater wingspan. Females typically measure 10 
feet long from tip to tail and have a 23 foot wingspan. Males are 
slightly smaller than females. 


Giant eagles speak their own language and understand speech 


in the local tongue, though they cannot speak it. 


Dive: Great eagles can dive at an opponent, provided they 
can move at least 50 ft directly toward their target. This grants 
the eagle a +4 bonus to hit, and on a successful attack roll, the 
target takes damage as though they were struck by both talon 
attacks. Additionally, the target must immediately make a 
Dexterity saving throw to avoid being scooped up in the eagle’s 
talons. If the check fails, the target becomes gripped in the 
mighty talons of the bird, which can then take flight once more 
(provided the victim weighs 200 lbs. or less). A common tactic 
for the great eagle is to attain an altitude of roo feet, and then 
drop the victim, who will fall earthward. The great eagle will 
always drop their victim early if the victim manages to stab or 


otherwise harm the eagle before that time. 
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Flyby: Great eagles can make swooping attacks from the air, 
allowing them to fly in, attack, and finish their flight movement 


without provoking an opportunity attack. 


Improved Sight: Great eagles have advantage on checks that 


rely on sight. 


Detect Falsehood: Great eagles can scrutinize mortals with 
ease. Any human who attempts to deceive a great eagle must 
succeed at a Charisma check at disadvantage to convince the 


great eagle of any falsehood. 


Green Assassin Creeper 


Number: 1-4 

Size: Large 

HD: 5 (d8) 

AC: 13 

Saves: P 

Move: Nil 

Attacks: 4 Vines (1d4 Slashing) 

Special: Constrict, Improved Grab, Camouflage, Deep Roots, 
Cold Resistance (1/2), Fire Resistance (1/2) 
Intelligence: Nil 

Type: Plant 

Morale: Elite (14) 

XP: 120+5 


This sinewy, vinelike plant grows dense as weeds in the 
remoteness of certain forests and wildlands. A nest of thick, 
cordlike vines grows from a central hub, sporting flat leaves 
similar to those ofa mundane wild creeper—a species they are 
often misidentified as. go% of the plant resides below ground 
and consists ofa huge central root that anchors deep into the 
earth. The central root is skirted by many lesser roots which it 
employs while feeding. So deeply and so strongly do the roots 
of the plant run, that trying to unearth it is like trying to unearth 


atree. 


When one draws too close to such a plant, the sinister nature of 
the organism becomes apparent, as the vines spring forward to 
choke the life out of its victims. After a creature is slain by the 


constricting tendrils, the peripheral roots of the plant will come 
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up out of the earth to penetrate the flesh and draw sustenance 


from the blood found therein. 


A good clue of the presence of a green assassin creeper is the 
presence of old bones littered around the bed where the plant 


grows. 


Improved Grab: A green assassin creeper’s vines can 
entangle prey. An opponent struck by a tendril must make a 
successful Strength save to avoid entanglement. An entangled 
target creature of Large size or smaller cannot move but can 
attempt to break free or attack the vine outright. After being 
entangled, the victim begins suffering the effects of the green 
assassin creeper’s constrict ability. A victim can attempt to 
break free on each subsequent round by making a Strength 


saving throw. 


Constrict: Any victim entangled by the green assassin 
creeper’s vines automatically takes damage on subsequent 
rounds and begins to suffocate and die. If the plant is not 
slain, the entangling tendril is not severed, or the victim is 

not otherwise freed within three rounds, the victim loses 
consciousness. If another three rounds elapses after losing 
consciousness without being rescued, the victim is slain. Each 
tendril has 1d4+2 hit points and is severed when it is reduced 
to o hit points. Severing a tendril does not impact the overall 
health of the plant but does reduce its number of attacks 


accordingly. 


Camouflage: A green assassin creeper is indistinguishable 
from a mundane wild creeper plant, allowing it to automatically 
gain surprise ona roll of 1-7 on a d8. In this instance, the victim 


does not get to make a Wisdom check. 


Deep Roots: Any attempt to unearth an adult green assassin 
y p 8 

creeper is made at a -r0 penalty, as the thick central root of the 

plant runs deep into the earth, and the plant will actively grip 


the soil into which it is planted. 


Grue 


Number: 1 


Size: Medium 
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HD: 4 (d8) 

AC: 20 

Saves: P 

Move: 40 ft 

Attacks: Bite (4d6 Piercing) 

Special: Surprise, Darkvision 60 ft, Magical Darkness, Strangle 
Intelligence: High 

Type: Aberration 

Morale: Unsteady (6) 

XP: 180+4 


Grue are a wicked race of shadow-stalking nightmare creatures. 
They delight in terrorizing their prey and believe that the more 
frightened a creature is prior to death, the more delicious it will 
be. Grue are especially fond of human flesh, and will put much 
of their cunning toward finding an unsuspecting human and 


stalking them in total blackness. 


These creatures are only ever truly seen when revealed by 
magical light, for their form is always enveloped in magical 
darkness that neither firelight nor sunlight can pierce. Their 
true form is that ofa gaunt and hideous translucent-skinned 
humanoid. Veins, muscles, tendons, and teeth are visible under 
asheen of iridescent skin. Their teeth are yellow, long, and 
incredibly sharp, while their one eye is large and red. Ears like 
those of a bat grow from the sides of the creature’s head, and 
folds of strange skin run from wrist to ankle. Often, grue will 
hide in dark passages, gloomy dungeons, or midnight alleys, 


under cover of both mundane and magical darkness, waiting. 


Their preferred method of killing is by stalking prey silently, 
then leaping up from behind to strangle their victims. After a 
good struggle, the grue sinks its massive teeth into the neck of 
its foe and tears out a great chunk of flesh. The feasting begins 
shortly thereafter. 


Surprise: Because they dwell in total darkness, and 
because they are deathly silent creatures who always seize 
the opportunity when it presents itself, grue always attack by 
surprise, gaining a free attack prior to initiative even being 
rolled. 


Strangle: A grue can elect to forgo its bite attack in favor 
of the strangulation of an opponent. If the grue succeeds on 
a touch attack, their victim is grappled as the grue begins 

to squeeze the life out of them, dealing 4d8 Bludgeoning 
damage each round (no further attack rolls required). The 
strangulation victim is allowed a Strength check on each of 


their turns to break free of the grue’s grip. 


Magical Darkness: Grue passively radiate supernatural 
darkness, per the spell Summons of the Void Between Stars. 
Only by means of magical light can the true form of a grue 


even be revealed. 


Hag 


Number: 1, 3 

Size: Medium 

HD: 8 (d8) 

AC: 17 

Saves: M 

Move: 20 ft, 20 ft (swim) 

Attacks: Bite (2d6 Piercing) 

Special: Spell-Like Abilities, Shapechange, Ethereality, 
Mimicry, Speak with Monsters, Hag Coven, Darkvision 60 
ft, SR 10, Immunity to Fire, Immunity to Cold, Immunity to 
Charm, Immunity to Sleep, and Immunity to Fear 
Intelligence: Average 

Type: Extraplanar 

Morale: Fanatic (17) 

XP: 2,225+8 


A hag, also sometimes called a witch-woman, is a wicked 
denizen of the pits of Hell, who dwells on Earth in the hopes 

of mastering their witchcraft. They are typically solitary but 
cannot deny their hellish nature. They find it hard to resist 

the opportunity to sow chaos and discord through their wiles, 
wickedness, and sorcery. They delight in anguish and feed off 
the torment and sorrow of the soul. For this reason, they love to 
drive their victims mad with fear. Some hags also have a taste for 


human flesh. 


Hags can appear however they please, using innate sorcery 


possessed by all hags. Some will opt to appear as statuesque and 
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beautiful men and women of high standing and renown. Others 
will opt to appear as unassuming peasantry. Some will even 
take on the aspect of the animal, if they believe it will aid them, 
becoming either fox or goat or rat. Generally, they will appear 


human, if they can help it, however. 


The true form of a hag is like that of an old woman, with long, 
black hair, time-ravaged flesh, and boney limbs supporting 
acrooked body. The aspect of the demonic is about the hag 

as well, with slitted eyes like those of a great cat, a mouth full 

of pointed teeth, and black claws instead of nails. Especially 
potent hags might be covered in warts or boils and have 
discolored skin. Some are rumored to have horns that grow 
curling up from their forehead. The voice of the hag is croaking 


and mocking. 
Hags are generally lonely things, dwelling in hazy boglands, 


dark forests, or mighty glaciers, where they can cast their bones 


and weave their most potent spells. In such spaces, they only 
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leave their ramshackle lairs in search of travelers from whom 
they might derive sustenance, either through the consumption 
of the soul, or the flesh. 


Sometimes, hags will congregate in covens of power, to cast 
their hexes and spells, and brew poisons and wicked potions in 
black cauldrons with the aid of their coven sisters. When this 
happens, the land itself becomes wicked with their influence, 
as the black hatred of their hearts bleeds into the wild, where 
green things rot, beasts become vicious, and all is cast in the 


gray waste of shadow and gloom. 


Spell-Like Abilities: Harding Beams of the Unerring Lance 
(deals 2d8 points of force damage per caster level, but otherwise 
functions as the standard spell) (3/day), and Sapping Ray of 

Enfeeblement (3/ day). Hags cast spells as though they were roth 


level sorcerers. 


Shapechange: Three times per day, for up to one hour 

each time, a hag can force their form to become malleable 

and subject to dramatic transformation. The hag can alter 

its shape as many times as it likes during this hour, and can 
appear as another person, a snarling beast, or a strange and 
terrible monster. The form the hag takes can be as small as a 
hummingbird or larger. If the hag is slain while transformed, 

it reverts to its true form. The new form can be any creature 
whose HD are equal to or less than those of the hag. When 
transformed, the hag’s game statistics, including mental ability 
scores, are replaced with those of the stats of the creature it 
changes into. Only the personality, disposition, memories, and 
motivations of the hag remain the same. When the hag returns 
to its true form, its hit point value reverts to however many hit 
points it had prior to using the shapechange ability (unless 

the hag was slain while transformed). The hag is limited in the 
actions it can perform by the nature of its new shape (a beast 


cannot speak nor cast spells, for example). 


Ethereality: Hags can slough off their mortal coil at will, 
slipping into the Ethereal Plane, which is layered directly over 
our own physical plane of reality. While there, they can see 


the physical world in a murky haze, but they are invisible to all 
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beings not on the Ethereal Plane. As an ethereal being, a hag 
can walk through walls and phase through obstacles unimpeded, 
ghostly silent. Hags cannot be harmed by mundane means 

while ethereal. They can maintain their ethereality for up to 

to minutes at a time. Ifa hag leaves the Ethereal Plane while 
passing through a solid object, they are shunted off to the 
nearest open space, taking 1d6 points of force damage for every 
5 ft they are forced to move. Hags can perform this action once 


every day. 


Mimicry: Hags can duplicate the sounds of any naturally 
occurring animal. These wicked witch-fiends can also 
seamlessly produce and reproduce the voice of a mortal human 
or any other intelligent humanoid. Hags can use this ability to 
replicate a specific person’s voice so effectively that someone 
familiar with the voice must succeed on a Wisdom check to 

be sure that the voice is a fake. Hags love to use this ability to 
scream for help in the darkness and gloom, luring would-be 


do-gooders to their violent doom. 


Speak with Monsters: Hags can commune with all manner 
of monstrosity and horror, regardless of their ability to 
communicate in the tongues of men. In a manner similar to 
the spell Ears of Ibreukomon the Babbler, a hag can innately 
understand the spoken word of any monster, and similar to the 
spell Tongues of Ibreukomon the Babbler, the hag can in turn 


speak back to the monster in their tongue. 


Hag Coven: If three hags come together, woe be to all folk 
who dwell in the surrounding countryside. Hags have the 
uncanny ability to multiply their powers, allowing them to 

use their shapechange ability three times per day—not only 

on themselves but also on others, (Wisdom save to negate). 
Some are even able to transform inanimate objects from one 
substance to another, or even turn the animate inanimate 

and vice versa. Hag covens also have access to the following 
additional spell-like abilities: Raise the Unquiet Dead (3/day), 
Mulro’s Mastery of the Skies (3/day), Visions of the Dreamer in 
R tyeh (3/ day), Pstonicist’s Wall (3/ day), and Create Hag Eve 
(t/month) (A hag eye is a magical gem created by a coven. It 


appears superficially to be a semi-precious stone, but in reality, 


itis an enchanted eye, torn from the socket of one among the 
coven. Any hag of the coven can see through the magical eye, 
regardless of the vast gulfs of distance that may lay between 
them. A hag eye has ro hit points. Destroying an eye deals dio 
points of psychic damage to each member of the coven and 


causes the one who sustained the greatest damage to be blinded 


for 24 hours). 


Hallucinator Worm 


Number: 1, 1-6 

Size: Large 

HD: 6 (dro) 

AC: 15 

Saves: M 

Move: ro ft, 30 ft (swim) 

Attacks: 6 Tentacles (1d6-1 Slashing), Bite (1d8 Piercing) 
Special: Spiney Body, Alien Mind, Slime, Slime Spray, 
Hallucination, Darkvision 120 ft 

Intelligence: Inferior 


Type: Aberration 
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Morale: Unsteady (5-7) 
XP: 240+6 


The hallucinator worm is a bizarre and alien-like species of 
primitive, psychoactive worm which dwells in shallow reefs 
where it scuttles along the seafloor in search of food. The worm 
measures 8 feet in length and roughly 1 inches thick. From 
under its body descend fourteen legs, each terminating with 

a pair of hard, bonelike claws. From the legs extend a long 
narrow neck, out from under which grow six more appendages— 
these being thin and ropey tentacles which the hallucinator 
worm uses to manipulate objects. Out from there, the neck 
terminates in a small bulb of a head with a pair of black oval 
eyes and a simple mouth. From the back of the orange-bodied 
creature erupt fourteen enormous spines, each roughly as long 


as a man’s arm. The whole creature is caked in a viscid slime. 


Hallucinator worms feed primarily on lesser sea organisms and 
spend most of their time beneath the waves. On occasion, they 
will come on land to lay their eggs, and often come into conflict 
with humans in such instances. They are seen as evil omens and 


bringers of bad luck. 


Spiney Body: Hallucinator worms grow massive spines out of 
their long backs. This makes it impossible for them to fall victim 


to back or flank attacks with melee weapons. 


Alien Mind: Any attempt to communicate with or probe 
the mind of a hallucinator worm by use of magic or psychic 
manipulation automatically fails and the caster must make a 


Luck saving throw at a -5 penalty or else be driven totally insane. 


Slime: The tentacles of a hallucinator worm are covered in 
athick, oily slime, which triggers a hallucinatory response in 
its victims, even ifa successful tentacle attack deals no actual 


damage. 


Slime Spray (Recharge 5-6 on a d6): A hallucinator 
worm can fling its slime in a 30 ft cone. Any creatures within 
the cone must succeed on a Dexterity saving throw or fall victim 


to the slime’s hallucinatory effects. 
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Hallucination: Anyone exposed to the slime of a 
hallucinator worm must succeed on an Intelligence saving 
throw, or suffer from hallucinatory illusions of monsters, foes, 
allies, and loves from their past. The more intense the emotion 
attached to a memory, the more likely it is to be incorporated 
into the hallucination. While hallucinating in this way, a 
victim completely forgets the presence of the slime-flinging 
hallucinator worm, and all attacks made against them gain 

a +10 bonus. Victims of this hallucination can make anew 
Intelligence check at the beginning of each of their turns to 
break free of the ensorcellment. If they fail to pull free on their 


own, the charm lasts for 1d4 minutes. 


Harpy 


Number: 2-12 


Size: Medium 

HD: 3 (d8) 

AC: 13 

Saves: P 

Move: 20 ft, 50 ft (fly) 
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Attacks: 2 Claws (1d3 Slashing), or By Weapon 
Special: Unspeakably Hideous, Darkvision 60 ft 
Intelligence: Low 

Type: Monstrous Humanoid 

Morale: Elite (13-14) 

XP: 40+3 


Harpies are loathsome and wretched winged beasts who dwell 
in places where the wind is swift and civilization is sparse. They 
typically build huge nests among the branches of gnarled 

old oaks when they grow large enough to support them. 
Otherwise, they use briars, brush, loose branches, and bone to 
build ground nests. They are cruel, vindictive, black-hearted 


creatures, said to be more hideous than any other. 


Harpies resemble huge vultures with drab, dirty plumage of 
black, white, gray, and brown. They have the heads and naked 
torsos of withered humans, with hooked features and glistening 
yellow eyes. Their teeth are like knives sprung from soft black 
gums, and their talon-like claws extend from their vulture-like 


feet as well as their humanoid hands. 


The winged creatures gather in small flocks and survive by 
picking rotten flesh off dead carcasses. In lean times they will 
go outin search of prey, which they seek to drag screaming into 
the heavens, only to dash against the rocks below. Harpies often 


assist one another in hoisting especially heavy prey. 


It is common for harpies to carry weapons and tools. They use 
the bones of their prey to fashion crude implements such as 


clubs, maces, spears, and daggers. 


Harpies speak a strange version of the Vulgate language, 


heavily modified with unintelligible screeches, caws, and clacks. 


Unspeakably Hideous: Anyone who first looks upon a 
harpy must succeed on a Luck saving throw or be so repulsed by 
the ragged, sinewy, poxy creature that they become nauseous. 
If the save is successful, the creature cannot fall ill due to the 
ugliness of any harpy for the next 24 hours. Being nauseous 
causes the victim to always go last in initiative order and suffer 


disadvantage on all saving throws. This nausea persists for 1d6 


hours. Harpies themselves are immune to the appearance of 


their own kind. The same is true for blind creatures. 


Herd Animal 


Number: 10-10,000 

Size: Medium/Large 

HD: 2 (d8)/2 (dra) 

AC: 10 

Saves: P 

Move: 30 ft 

Attacks: 2 Hooves (1d4 Bludgeoning), Slam (1d8 Bludgeoning) 
Special: Stampede, Twilight Vision 
Intelligence: Animal 

Type: Animal 

Morale: Unreliable (3) 

XP: 10+2 


Herd animals include most any significantly sized quadrupedal 
animal that moves in large groups for their own protection. 
Such animals are herbivorous, often hoofed, and highly 
protective of their young. They are wary of predators and are 


easily spooked. 


Any of the following can be considered herd animals: Alpaca, 
antelope, bison, buffalo, caribou, cattle, cow, deer, donkey, 
elk, gazelle, giraffe, goat, impala, llama, moose, reindeer, 


springbok, wild horse, wildebeest, zebra. 


Stampede: If part of a herd is sufficiently spooked, the herd 
must make a Charisma saving throw as a single entity. Ona 
failure, the herd flees in mass, stampeding through whatever 
may lay before them. Stampeding animals will run over smaller 
creatures without a second thought but will avoid larger 
creatures and difficult or obscuring terrain. Any creatures 
caught in the path of a stampede that are Medium size or smaller 
will suffer 4d4 points of bludgeoning damage each round they 


are among the stampeding beasts. 


Hippopotamus 
Number: 2-24 

Size: Large 

HD: 6 (dro) 
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AC: 12 

Saves: P 

Move: 30 ft, 20 ft (underwater) 

Attacks: Bite (3d6 Bludgeoning), or Slam (2d8 Bludgeoning) 
Special: Too Dense to Swim, Hold Breath, Charge, Twilight 
Vision 

Intelligence: Animal 

Type: Animal 

Morale: Elite (14) 

XP: 180+6 


Hippopotami might appear like unassuming, fat-bodied giants 
who dwell on the muddy riverbanks of sluggish rivers and 
murky ponds, but in fact, they are among the most dangerous 
animals in the world. They are squat, stubby-legged, and huge- 
bodied, with a thick leathery hide of reddish-brown. 


Males are highly territorial and will attack anything other than 
a female hippopotamus that dares enter its territory, whether it 


be a riverboat, a crocodile, or an unwitting swimmer. 


Both males and females have one of the most devastating bites 
in the animal kingdom, though males sport far longer tusks, 
which they use in sparring with rivals. Despite their apparent 
ferocity and proclivity for killing humans foolish enough 

to disturb them, hippopotami are vegetarians. They feed 
exclusively on the plant matter which grows underwater, or on 


the nearby shore. 


Too Dense to Swim: Hippos are too heavy to swim, so 

they instead run along the bottom ofa lake or riverbed. While 
underwater, they can leap great distances, even vertically, but 
cannot sustain their momentum without touching back down to 


the bottom. 


Hold Breath: A hippopotamus can hold its breath 


underwater for 5 minutes, or twice that long if asleep. 


Charge: Ifa hippopotamus moves at least 20 ft toward its 
target and succeeds on a slam attack, the target must make a 
Strength saving throw or be knocked down. Prone enemies 
can be trampled by a charging hippopotamus for 6d8 points of 
bludgeoning damage. 
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Homunculus 


Number: 1 

Size: Small 

HD: 2 (dro) 

AC: 14 

Saves: M 

Move: 20 ft, 50 ft (fly) 
Attacks: Bite (1d3 Piercing) 
Special: Venom, Bond, Darkvision 60 ft, Twilight Vision 
Intelligence: High 

Type: Construct 

Morale: Elite (13-14) 

XP: 15+2 
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Homunculi are artificial life forms created by the alchemy of 
sorcerers using simple ingredients such as clay, ash, blood, 
and the root of the mandrake. When instilled with life, the 
homunculus and its creator are bound together by an ethereal 
link that permits them to share senses and memory, provided 


they exist on the same plane of reality. 
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Homunculi are useful as servants, assistants, spies, messengers, 
and emissaries of sorcerers too busy with other affairs. They 
delight in this servitude and are always obsequious factotums to 
their creators. If the creator dies, the homunculus will languish 
over the corpse for many moons, lamenting the tragedy of their 
passing. Eventually, the creature will slip into a depressed 
madness and will go out into the world as a warped and wicked 
creature, seeking to cause mischief and sorrow in the world that 


so cruelly robbed it of its master. 


A homunculus appears as a thin, 8-inch-tall humanoid with a 
bulbous head, prodigious nose, large ears, a wide, drooping 
face, and leathery wings which carry it through the air with ease. 
Some have hooves or tails or horns or claws, but these additions 
are entirely ornamental and are the design of the homunculus’ 


creator. 


Venom: An opponent bitten by a homunculus must succeed 
on a Constitution saving throw, or become envenomated by the 
homunculus. This venom is a powerful depressant that renders 


the victim comatose and catatonic for 5d6 minutes. 


Bond: An invisible bond exists between a homunculus and 

its creator, which makes the two one in many respects. The 
homunculus knows everything its creator does, including all the 
languages the creator can speak, read, and write. In the reverse 
direction, everything observed and learned by a homunculus 

is automatically learned by its creator, even over vast distances. 
Homunculi make their saving throws based on the number of 


hit dice their creator possesses, instead of their own hit dice. 


Kook-Banded Fiend 


Number: 2-12 

Size: Large (9 ft) 

HD: 5 (dro) 

AC: 15 

Saves: P 

Move: 30 ft, 15 ft (climb) 
Attacks: 2 Hooks (1d8 Piercing) 
Special: Rip, Keen Hearing 
Intelligence: Low 


Type: Aberration 


Morale: Steady (11-12) 
XP: 120+5 


The hook-handed fiend is a subterranean bipedal monster 

of considerable size and weight. They are vaguely insectoid, 
having segmented chitinous bodies that resemble those of 
cockroaches or even cave crickets. They are also humanoid, 
walking on two legs and having two arms. Their grisly head is 
decidedly like that ofa vulture, looking grim and terrible with 
hook-beak and bald, fleshy skin. Of particular note, their eyes 
are glassy blue and multi-faceted. The forelimbs of the hook- 
handed fiend terminate in 12-inch-long scythe-like hooks of 
chitin which they use in violent clashes and mating displays. 
Each leg of the hook-handed fiend terminates in three claw- 
like chitin hooks as well. The back of their beetle-like body is 
studded with smaller hooks whichthat curl downward along 
the length of its mass. Hook-handed fiends are mottled gray in 


color. 


Hook-handed fiends are surprisingly social creatures, living 

in familial groups called clans. They communicate among 
themselves in their own aberrant language comprised of chirps 
and clicks produced by the clacking of chitinous plates around 
their throat. While the creatures lack specialized vision for 
sight underground, their superior hearing more than makes up 


for the impediment. 


Keen Hearing: Hook-handed fiends have incredibly well- 
honed hearing developed by a life spent long underground. 
They enjoy advantage on any checks that rely on sound. 
Additionally, hook-handed fiends make a Wisdom check 
whenever a creature comes within 60 ft of them to see if 
they can hear them passing. Hook-handed fiends can always 


recognize the sound of their fellow fiends. 


Rip: If both hook attacks are successful against the same 
creature, a hook-handed fiend can immediately follow up by 
heaving its hooks apart, ripping whatever was caught on the 
hooks in the process. This ripping action deals 4d8 slashing 
damage to whatever is stuck to the fiend’s hooked hands. 


Dorse 


Number: 
Size: 
HD: 
AC: 
Saves: 
Move: 


Special: 


Intelligence: 


Type: 
Morale: 
XP: 


Number: 
Size: 
HD: 
AC: 
Saves: 
Move: 


Special: 


Intelligence: 


Type: 
Morale: 
XP: 


Attacks: 
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Drafti Heavy Light 
I I I 
Large Large Large 
3(dio) 5(dro) 3(dro) 
I 15 13 

P P P 
oft soft 6oft 
Pull Nil Nil 
Animal Animal Animal 
Animal Animal Animal 
(5-3) (5-3 (5-7) 
20+3 80+5 20+3 
Medium Riding 
I I 
Large Large 
4(dro) 2(d8) 
14 13 

P P 

50 ft 60 ft 
Nil Nil 
Animal Animal 
Animal Animal 
(5-7) (5-7) 
40t4 10+2 


Draft Horse: 2 hooves (1d4+1 Bludgeoning) 


Heavy Warhorse: 2 hooves (1d6+3 Bludgeoning), 


bite (1d4+2 Piercing) 


Light Warhorse: 2 hooves (1d4+2 Bludgeoning), 


bite (1d4 Piercing) 


Medium Warhorse: 2 hooves (1d4+3 Bludgeoning), 


bite (rd4+1 Piercing) 


hiding Horse: 2 hooves (1d4+1 Bludgeoning) 


Horses exist in many varieties and colors and can be found both 


domesticated and wild across much of the known world. Wild 


horses can be tamed, but the breaking of horses, especially fiery 


stallions is notoriously difficult. 
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Horses are not limitless wellsprings of speed and energy and 
require great amounts of rest, water, and fodder if they are to be 
used over long distances or tasked with carrying great burdens. 
Failure to do so can result in the beast collapsing dead in its 


tracks. 


Pull: A draft horse can reliably pull ~ 1.5 times its body weight 
over along distance. Typically, a draft horse weighs between 
1,400 and 2,000 lbs. If a pair of draft horses work together, this 
does not double their pull weight, but actually triples it. In this 
way, two powerful draft horses can reliably pull up to 9,000 
Ibs. of weight behind them, provided the weight is on wheels. 
Deadweight (loads pulled without the aid of wheels) only 
equates to 1/toth of the draft horse’s body weight, or triple that 


for a pair of draft horses. 


Hound of Cime 


Number: 4-16 

Size: Medium 

HD: 6 (d8) 

AC: 14 

Saves: M, P 

Move: 50 ft 

Attacks: Bite (2d6 Piercing) 

Special: Keen Hearing and Smell, Tracking 10, Pack Tactics, 
Unyielding Hunter, Of Angular Time, Tongue of Madness, 
Duskvision 


Intelligence: Average 
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Type: Aberration 
Morale: Fearless (19-20) 
XP: 450+6 


These loping, otherworldly horrors only resemble hounds in a 
superficial sense. They move on all fours, travel in packs, and 
have an elongated muzzle not dissimilar to certain dogs. It is 
said they also produce a terrifying moaning sound that calls to 


mind the baying of many hounds. 


In reality, they are hairless, warty monsters with pale, almost 
translucent skin, and man-like forelimbs instead of paws. Their 
heads lack any sort of sensory organs such as eyes, ears, or 
nose. The bulk of the head of these animals is dominated by 
awide pit of a mouth, lined with needle-sharp teeth, and an 
immense, articulate tongue that comes to a pointed tip, capped 
with a boney piece of cartilage that allows the organ to function 
as a modified syringe. It uses this to inject its victims with the 


unguessable stuff of Chaos. 


The hounds of time hail from a 4-dimensional reality, where 
time can be interacted with in a geometric sense. When they 
will it, they can pass through the angles of time and enter our 
3-dimensional reality by means of similar angles to cause havoc 


and apply subtle adjustments to the flow of time itself. 


Sometimes this involves the slaying of a mortal or a beast. How 
they choose their targets is unknown, but once they do, they 
pursue them relentlessly in a great pack, only stopping once 


their target is slain, or they all have been slaughtered. 


On occasion, the hounds of time may be in the service of other, 
more powerful entities, doing their bidding across reality. The 
hounds are not supremely discerning, as even mortal sorcerers 


can compel them to action with the right choice of words. 


Keen Hearing and Smell: Hounds of time have incredibly 
strong senses of hearing and smell, despite the apparent lack of 
sensory organs. Any checks that rely on these senses are made 


with advantage. 


Tracking: Hounds of time can track as a roth level ranger. 


Pack Tactics: While a hound of time is adjacent to one of its 


allies, it makes its attack rolls with advantage. 


Unyielding Hunter: Once the hounds of time set their 
sights on a singular target, they are unrelenting in their aims 

to kill the target. Neither distance nor time will dissuade them 
from their quest, and ultimately either the pack of hounds must 
be slain, or the victim must be slain. In this manner, the hounds 
of time can teleport any distance once per day. With this ability, 
the hounds of time can even transverse the alternate planes 

of reality. They can only teleport themselves, and not others, 
however. Additionally, they always have an innate sense of the 
direction of their quarry, even if they know not exactly where it 
is. Short of the spell Invocation of the Powers Beyond, or other 
extremely powerful obscuring magics, there is no way to escape 


the fury of the hounds of time. 


Of Angular Time: Whenever a hound of time teleports, it 
must disappear or appear through the seam in a corner or angle 
ina building of some sort. The angle can be no greater than 
120 degrees. The only theorized explanation for this ability is 
that the hounds of time dwell not in cyclical time, but in angular 
time, and can thus use third-dimensional angular spaces for 


transportation. 


Tongue of Madness (Recharge 4-6 on a d6): As an 
action, a hound of time can extend the needle-like pseudo- 
tongue proboscis from its maw. On a successful hit, the 
tongue deals 3d6 psychic damage and the victim must make an 


Intelligence saving throw or gain 1d3 points of Corruption. 


Hundred Legged One 


Number: 1, 1-6 

Size: Medium 

HD: 3 (di2) 

AC: 17 

Saves: P 

Move: 40 ft, 20 ft (climb), ro ft (burrow) 

Attacks: Bite (1d6 Piercing), Wrap (2d8 Bludgeoning) 
Special: Paralytic Venom, Darkvision 60 ft 
Intelligence: Animal 

Type: Animal 
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Morale: Average (8-10) 
XP: 3043 


These enormous arthropods are a titanic breed of centipede, 
measuring almost 7 ft in length. They dwell mostly in damp 
woodlands and jungles and feed on rodents, amphibians, and 
birds when they can get them. They are highly aggressive and 
territorial creatures, and have a powerful bite that kills smaller 


prey instantly, but only induces paralysis in man-sized foes. 


Paralytic Venom: Whenever a creature is bitten by a 
hundred legged one, they must succeed on a Constitution 
saving throw or become paralyzed for 1 minute. On each of their 
subsequent turns, paralyzed victims can make additional saving 


throws to try and end the condition early. 


Hydra 


Number: 1 

Size: Huge 

HD: 5 to 12 (d8) 

AC: 15-22 

Saves: P 

Move: 20 ft, 10 ft (swim) 

Attacks: 5 to 12 Bites (1dro Piercing) 

Special: Multi-Headed, Deepvision, Twilight Vision 
Intelligence: Low 

Type: Magical Beast 


Morale: Average (8-10) 


XP: 140+5/210+6/315+7/450t8/700+g/ 


1,050+10/1,300+11/1,600+12 


The hydra is a many-headed serpentine horror found in isolated 
swamplands, dark, labyrinthine caverns, or else in the service of 


an order of serpentmen. 


Hydras strongly resemble true dragons, being immense, 
ferocious, and terrifying to behold, with hard scales of reddish 
or purple coloration, and twisting horns crowning their many 
heads. Despite this resemblance, they are not true dragons. 
They were created by the sorcery and science of the serpentmen, 
who sought to create a creature just as fearsome as the fiery 
monsters of legend, though easier to control. To this end, they 


bred a race of beasts with many heads and far less intelligence. 
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When the serpentman empire collapsed, the hydras were set 
loose into the world. Many died off in the ensuing Ice Age, but 
some persisted and established a stable population of wild 


individuals. 


There is great variety within the species, largely attributed to 
their artificial origins. Some hydras might only have five heads, 


while others have many, many more. 


A myth persists of three elite types of hydras heretofore 
unconfirmed by scholars. They are called the pyrohydra, the 
cryohydra, and the dread hydra. The first is said to spit fire, 
while the second is said to spit frost. The third is rumored to 
have the horrifying trait of regeneration. In this beast, when one 
of its heads is severed, two more spring from the stump to take 


its place. 
Some hydras can speak the language of Dragons. 


Multi-Headed: Hydras have between five and twelve heads, 


one for each hit die the creature possesses. Each hit die of the 
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creature also represents an improvement in armor class. A 
hydra’s AC starts at 15 (5 heads) and increases by one for each 
head, up to a maximum of 22 (12 heads). The heads can be 
attacked individually, with each head being considered a 1 HD 
(d8) creature that can die independently of the other heads, or 
the monster as a whole. A hydra cannot be slain until all of its 
heads have been killed, regardless of the damage inflicted on its 


body. 


Hyena 

Number: 3-30 

Size: Medium 

HD: 1 (d8) 

AC: 11 

Saves: P 

Move: 50 ft 

Attacks: Bite (2d4 Piercing) 
Special: Pack Tactics, Twilight Vision 
Intelligence: Animal 

Type: Animal 
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Morale: Unsteady (5-7) 
XP: 5+1 


Hyenas are indigenous to the grasslands of the south, where 
they are shrouded in folklore and fear. Their spotted hide is 
said to cast a hex upon any who would dare wear it, and the 
humanlike cackle of the hyena is said to be the sound of their 


consorting with demons. 


Their bite is enough to crush bone, and they often reek of 
rotten flesh, which they enjoy rolling in. They are often closely 


associated with ghouls, whom they superficially resemble. 


Hyenas have a strict social order within their packs, where each 
animal knows its place. Interestingly, every male in the pack 
is always of lower status than the lowliest female. In this way, 


hyenas have a matriarchal society. 


It is also rumored that some hedge wizards and witch doctors 


keep hyenas as familiars and dark servants. 


Pack Tactics: While a hyena is adjacent to one of its allies, it 


makes its attack rolls with advantage. 


Imp 

Number: 1 

Size: Small 

HD: 1 (d8) 

AC: 15 

Saves: M 

Move: 20 ft, 60 ft (fly) 

Attacks: Bite (1d4 Piercing), Stinger (1) 
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Special: Darkvision 60 ft, SR 3, Invisibility, Regenerate 1, 
Venom, Shapeshift 

Intelligence: High 

Type: Fiend 

Morale: Average (8-10) 

XP: 19+1 


Imps are diminutive devils from the pits of Hell. They delight 

in sorrow and cause mischief and woe whenever and wherever 
they can. Often, they are obsequious servants to dark powers. 
On the mortal realm, imps are almost always encountered in the 
service of a sorcerer who has conjured them by employing the 


spell /mpious Summons. 


Being innately magical creatures, imps have many supernatural 
powers, and can casually perform feats of sorcery typically 
beyond mortal means. Their attunement to sorcery runs so 


deep that they can sometimes shrug off spells cast at them. 


They are shapeshifters that often present as rats, cats, toads, or 
goats. In their true form, an imp appears as a small, red-skinned 


humanoid with membranous wings, sharp horns and jagged 


teeth, and a barbed tail that terminates at a stinger. 


Invisibility: Whenever an imp wishes, they can become 
invisible with a puff of smoke. This invisibility lasts as long as 


the imp wishes and only ends early if the imp makes an attack. 


Shapeshift: An imp can use its action to shapeshift into a 


form that resembles a mundane animal. The form that the imp 
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takes is unique to the individual, but commonly encountered 
forms are those ofa large spider, raven, giant rat, toad, or goat. 
In its animal form, an imp is indistinguishable from the real 


creature. 


Venom: Imps have a thin tail tipped with a sharp stinger. 

This stinger can be used to deadly effect in combat. Upona 
successful attack with the stinger, a victim suffers only 1 point 

of damage. In addition to this, however, the victim must make 

a Constitution saving throw. On a failed save, the victim suffers 
2 points of poison damage per round for 4 rounds. The wound 
swells, burns, and then becomes terribly sore almost instantly. 
This can cause legs to give, or for sword arms to become useless, 


depending on where the imp struck. 


Jackal 

Number: 1-12 

Size: Small 

HD: 1 (d6) 

AC: 12 

Saves: N 

Move: 40 ft 

Attacks: Bite (1d4-1 Piercing) 
Special: Keen Hearing and Smell, Pack Tactics, Twilight Vision 
Intelligence: Animal 

Type: Animal 

Morale: Unreliable (2-4) 
XP: 5+1 


Jackals are a rangy breed of foxlike wild dogs. They feed 
on carrion, small prey, and fruit when desperate. The most 
common variety dwells in open savannas, deserts, and arid 
grasslands, while a few variant subspecies can be found in 
marshes, bushland, and rugged, mountainous country or 


woodlands. 


Jackals are often subject to superstition, as they are believed 
to be the forms taken by shapeshifting imps sent to spy on the 
living. For this reason, jackals are chased away from villages 
or outright killed, and their namesake has become an insult 
among humans. To call one a jackal is to call them a lowly and 


dishonest fiend. 
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Keen Hearing and Smell: Jackals have incredibly strong 
senses of hearing and smell. As a result, any checks that rely on 


these senses are made with advantage. 


Pack Tactics: While a jackal is adjacent to one of its allies, it 


makes its attack rolls with advantage. 


Kraken 


Number: 1 

Size: Huge 

HD: 17 (d8) 

AC: 18 

Saves: M, P 

Move: 20 ft, 40 ft (fly), 60 ft (swim) 

Attacks: ro Tentacles (1dro Bludgeoning), and Bite (5d1o 
Piercing), or 2 Claws (3d8 Slashing) 

Special: Alien Mind, Supremely Horrifying Presence, Capsize, 
Spell-Like Abilities, Immunity to Cold, Immunity to Poison, 
Immunity to Psionics, SR. 15, Darkvision 120 ft, Twilight Vision 
Intelligence: Supra-Genius 

Type: Aberration 

Morale: Fanatic (18) 


XP: 20,000+17 


This vast, nigh-incomprehensible terror is rarely witnessed, and 
almost never described. Those who pass ways with this watery 
titan of doom die at its clutches far more often than not, and 
those who endure after an encounter are driven to trembling 


madness by the mere memory. 


The beast is called the kraken, an inconceivably enormous 

sea beast that slumbers most days and most nights in the dark 
depths of the brine, dreaming of alien stars and astral visitors. It 
is unknown how many krakens haunt the world. All sightings 
could be attributed to a single creature, so far as mankind 
knows, and perhaps that is for the best. It could also be just 

as possible that there is a whole host of kraken that dwell and 
congregate in the deep dark. 


Krakens get their name from an old Wodenhimr myth ofa ship- 
eating terror, who has haunted the seas since the world was 


new. The kraken of their folklore is said to be visually similar to 
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a giant squid, or some form of enormous octopus. This clashes 
somewhat with accounts of the kraken that survivors recount 
when they return to dry land. Their version of the horror 
appears octopoid, but only with regards to its enormous head, 
which is little more than a mass of writhing, suctioned feelers. 
It has a fat, scaly body that is disgustingly manlike, but of such 
enormous proportions that it can stand upright in the ocean 
depths and breach the surface. Some accounts claim the beast 
has leathery wings which fill the sky and blot out the heavens, 
but others only claim that the sky simply goes black in its 
presence. In either case, the creature has never been described 


as flying. 


The kraken will appear on rare occasions to sink vessels, 
destroy rocky, jutting islands, or devour the innocent. From 


whence it comes is unknown. 


Alien Mind: Any attempt to communicate with or probe 

the mind of akraken by use of magic or psychic manipulation 
automatically fails, and the caster must make a Luck saving 
throw ata -5 penalty or else gain ro points of Corruption as they 


are driven completely insane. 


Supremely Horrifying Presence: The presence of the 
kraken is so abjectly horrific that it warps and corrupts mortals 
who gaze upon it. Anyone of 5 HD or lower that so much as 
looks upon the kraken must make a Wisdom saving throw or be 
pushed to the brink of madness. A failure on this check causes 
would-be victims to gain 1d6 points of Corruption. Creatures 
higher than 5 HD who gaze upon the kraken do not risk 
Corruption but must still make a Wisdom saving throw to avoid 


fleeing in primal fear of the beast for 1 minute. 


Capsize: A kraken that surfaces under a boat or ship less than 
20 feet long capsizes the vessel. It has a 75% chance to capsize 
a vessel between 20 and 60 feet long, and a 50% chance to 
capsize a ship that is over 60 feet long. The kraken can also 
attack the hull of a ship directly, dealing double damage on all 


attacks. 


Spell-Like Abilities: Passive Observance of the Telepath 
(Always Active), Visions of the Dreamer in R'lyeh (3/day), 


226 GAME MASTER SECTION 


Whispers of the Unseen Prestidigitator (3/ day), Mulro’s Mastery 
of the Skies (t/day), and Portal to the Netherworlds of Reality 
(1/day) 


Leopard 


Number: 1-4 

Size: Medium 

HD: 3 (d8) 

AC: 14 

Saves: P 

Move: 40 ft, 20 ft (climb) 

Attacks: 2 Claws (1d4 Slashing), Bite (1d6 Piercing) 
Special: Rake, Tracking 5, Twilight Vision 
Intelligence: Animal 

Type: Animal 

Morale: Average (8-10) 

XP: 45+3 


Leopards are carnivorous cats that stalk grasslands, forests, 
jungles, uplands, and hill country for prey. They are adept 
climbers despite their size and enjoy lazing high in trees on hot 
days. They also like to store partially eaten animal carcasses up 


trees as well. 


Leopards are solitary animals. If two are encountered, it will be 
an adult male and adult female leopard seeking mates. If three 


or more are encountered, it will be a mother and her cubs. 


Rake: Ifa leopard successfully bites, it can make two rake 
attacks with its hind legs. These attacks have an additional +3 


bonus to hit and inflict 1d4+2 points of slashing damage each. 


Leviathan 


Number: 1, 2-20 

Size: Huge 

HD: 16 (dro) 

AC: 17 

Saves: P 

Move: 50 ft (swim) 

Attacks: Bite (4d8 Piercing), Tail (5d6 Bludgeoning) 

Special: Echolocation, Enormous Lungs, Blowhole, Capsize, 
Swallow 


Intelligence: Animal 
Type: Beast 

Morale: Champion (15) 
XP: 8,go0+16 


The leviathan is an enormous, sea-dwelling mammal strongly 
reminiscent of an unidentifiable species of whale, though far 
larger. The creatures can be found in waters all around the 
world. The typical leviathan has a smooth, rubbery hide and a 


long, narrow mouth filled with bullet-like teeth. 


Females travel in social groups with their young, while adult 
males are almost always solitary and aggressive creatures. Male 
leviathans will attack one another on sight and have been known 
to ram fishing, merchant, and whaling vessels. More than once 
a ship has been sunk by a leviathan, and the creatures have been 


enshrined in the folklore of whalers as sea devils as a result. 


Echolocation: Leviathans dive deep into the darkest depths 
of the sea, where no light ever reaches. In such depths, they rely 
on high-frequency sounds to determine their location and the 
location of other leviathans. Echolocation is imperceptible to 
creatures that lack the ability (i-e., whales and other leviathans). 
It has a range of 300 feet, and if a leviathan is deafened, the 


echolocation no longer works effectively. 


Enormous Lungs: Leviathans can hold their breath 
underwater for up to 12 hours. When they do surface, they need 
to spend at least 10 minutes breathing to cycle fresh oxygen 
through their body. 


Blowhole (1/Surfacing): Leviathans have a blowhole 
located just lateral to the base of their skull. From this, they 

can spray a pillar of water up to 200 ft high. The water falls ina 
cascade of sprinkling droplets and mist. This cloud of mist and 
water spreads out to a radius of 50 ft and obscures all vision like 
a thick fog. 


Capsize: A leviathan that rises under a boat or ship less than 
20 feet long capsizes the vessel. It has a 75% chance to capsize 
a vessel from 20 to 60 feet long, and a 50% chance to capsize a 
ship that is over 60 feet long. The leviathan can also attack the 
hull ofa ship directly, dealing double damage on all attacks. 
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Swallow: If the leviathan succeeds at making a bite attack 
against a Large sized opponent or smaller, the victim must 
succeed on a Luck check or be swallowed whole by the 
leviathan. Each round a victim spends inside the leviathan, 
they suffer 1d6 points of acid damage. The leviathan can hold 
two Large sized creatures in its gullet, eight Medium sized 


creatures, or sixteen Small sized creatures in its gullet. 


If the leviathan suffers 30 points of damage to its insides, it will 
regurgitate whatever contents are therein. It is rumored among 
sailors that another surefire way to escape the belly of the beast 


is to light a fire in its gullet. 


Lich 

Number: 1 

Size: Medium 

HD: 18 (d8) 

AC: 17 

Saves: M 

Move: 30 ft 

Attacks: Touch (dro Necrotic) 

Special: Fear Aura, Sorcery, Undead, Paralyzing Touch, 
Rejuvenation, Cold Resistance (1⁄2), Lightning Resistance (2), 
Immunity to Poison, Darkvision 60 ft 

Intelligence: Genius 

Type: Undead 

Morale: Fanatic (17-18) 

XP: 13,800+18 


A lich is a living-dead sorcerer who has attained immortality 

by means of a dark and horrific ritual. The ceremony requires 
them to bind their immortal soul to a sorcerous artifact 

called a phylactery. This phylactery is a container for the 

spirit, preventing it from moving on to the afterlife when they 
perish. This binding allows the body to carry on indefinitely. 
Additionally, if the lich is slain and its phylactery is unharmed, 
the lich will reform from the phylactery and live again. Only the 
destruction of a phylactery will ensure the true death ofa lich, 
and liches will go to great lengths to hide their phylactery or 


obscure its true identity. 
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Liches are often incredibly ancient and have endured the 
grinding, gnawing force of time as it withers and rots their 
body down to the bone. Liches appear as skeletal sorcerers 
or mummified corpses, dressed in the tattered vestments 
of opulent priests, wizards, or lords. Their garb is always 
of incredibly fine make but aged beyond belief. They often 


adorn themselves with circlets, diadems, rings, amulets, robes, 


scepters, and other kingly objects to add to their air of majesty. 


It is usually safe to assume that many of the objects carried by a 


lich are magical. 


Liches choose to linger after death to sustain their 
megalomaniacal desires, to follow through with plans and 
machinations of devilish design which would otherwise span 
generations. They also endure for the pursuit of knowledge, 
and a love of the craft of sorcery, both of which are close to the 
withered black heart of a lich. Others become liches to escape 


the inevitability of death, which they might fear incredibly. 


Many keep incredible libraries of vast knowledge and spend 
their immortality reading everything, learning all, and seeking 
to absorb the truths of the universe. It might even be possible 
that a parlay could be had with a lich if it were provided with a 


tome not already in its collection. 


Fear Aura: Any creature with 5 or fewer hit dice is subject 
to the horrific aura of terror that surrounds a lich. This is an 
incredibly powerful and compelling horror that causes all such 
creatures in the presence of the undead sorcerer to cower in 
absolute dread. They cannot fight, cast spells, approach within 
10 feet of the lich, or even look upon them. There is no save 

to avoid this effect, and it lasts as long as the lich is present. 
Magical protections against fear may help negate this effect, at 


the Game Master’s discretion. 


Paralyzing Touch: When a lich touches a living creature’s 
flesh, the victim must make a Strength save or be immobilized. 
The victim suffers 1d6 points of cold damage regardless of the 
saving throws outcome. This paralysis is permanent unless 
magically countered or dispelled. This is all in addition to the 
necrotic damage dealt by the lich’s normal touch attack. 


SWORDS & CHAOS 


Rejuvenation: A lich is not destroyed when its physical 
body is slain. Instead, its spirit returns to its tomb, wherein an 
artifact called a phylactery lies. The spirit of the lich is bound to 
the phylactery, and thus the lich cannot be slain truly without 
destroying the phylactery itself. Unless the lich’s phylactery is 
found and destroyed, the lich will reappear at full health in 1d8 
days and will possess a full complement of spells. Any physical 
items worn or carried by the lich when it was slain are left 
behind and not transported to the phylactery upon its physical 
destruction. If the returning lich wishes to have these items 


back, it will have to go out and find them. 


Sorcery: Liches casts spells as roth level sorcerers, with 58 
points of Memory. As undead sorcerers, liches are no longer 
affected by the warping influences of Chaos, and thus no longer 
need to track Corruption. They still accumulate points, but they 
suffer no penalty for reaching 10 Corruption points. A typical 
lich will have 3d4-2 points of Corruption. Liches typically 

know some or all of the following spells, organized by memory 


size: 


1M: Arcane Sensation, Detect the Unquiet Dead, Hurtling 
Beams of the Unerring Lance, Mog Udartd's Detection of Secret 
Passageways, Transference of the Many Forms of the Oozing 
Lord, Ward of the Unseen Giant, Xonnach s Shocking Grasp 


2M: Installment of Karthunia’s Terror, Mists of Bolkar, Passive 
Observance of the Telepath, Sapping Ray of Enfeeblement, 
Summons of the Void Between Stars, Whispers of the Unquiet 
Dead 


5M: Arcane Glyphs of Storing, Circle of the Cautious Conjurer, 
Explosive Rune of the Laughing Mage, Raise the Unquiet Dead, 


Sorcerous Cancellation, Sorcerous Detection 

10M: Bacchi'’s Banishment, Detection of Unseen Eyes, Resilient 
Sphere of Near-lmpregnability, Sacrificial Simulacrum of Clay, 
The Laughing Mage s Restoring and Draining Hex 


15M: Compelled Questing of Doom, Ebronkairus’ Emergency 
Exit, Eyes of the Watcher, Laborious Creation of the Vile 


GAME MASTER SECTION 229 


SWORDS & CHAOS 


Undead, Lethal Smog of Acrid Doom, Plague of Xill 
Skaashrrruv, God of Crawling Things 


25M: Greater Demoniac Summons, Irrevocable Disintegration, 
Laborious Creation of the Unspeakably Vile Undead, Sakraf’s 
Merciless Draining of Mind and Spirit, Words of Power 


Lion 

Number: 1-12 

Size: Large 

HD: 5 (d8) 

AC: 12 

Saves: P 

Move: 40 ft 

Attacks: 2 Claws (1d4 Slashing), Bite (1d1o Piercing) 
Special: Rake, Tracking 7, Twilight Vision 
Intelligence: Animal 

Type: Animal 

Morale: Average (8-10) 

XP: 160+5 


Lions are large savanna cats that spend most of their days at rest, 
and their nights hunting for prey. They are powerful, ferocious 
animals, and have been culturally associated with nobility, 


kingliness, and honor. 


A pride of lions consists of one male, which sports a thick mane, 


several females, and their young. 


The roar ofa lion is so loud that it can be heard from up to 5 


miles away. 


Rake: Ifa lion successfully bites, it can make two rake attacks 
with its hind legs. These attacks have an additional +3 bonus to 


hit and inflict 1d4+2 points of slashing damage each. 


Lion, Midnight 


Number: 1—10 
Size: Large 
HD: 8 (d8) 
AC: 14 
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Saves: M, P 

Move: 30 ft, 20 ft (swim) 

Attacks: 2 Claws (1d6+1 Slashing), Bite (td12+1 Piercing) 
Special: Pounce, Rake, Tracking 7, Starlight Invisibility, 
Twilight Vision, Darkvision 60 ft 

Intelligence: Animal to Inferior 

Type: Magical Beast 

Morale: Steady (11-12) 

XP: 210+6 


Midnight lions are enormous, black-furred cats who stalk the 
same jungles, grasslands, and hills as mundane lions. Unlike 
mundane lions, however, midnight lions are a breed of beasts 


enchanted by ancient sorcery. 


These enormous predators are most commonly seen at dawn 
and dusk, for they sleep during the day. At night, when the stars 
are out, a strange witchcraft comes over their silken pelts and 
makes them totally invisible. Often are their victims dragged 


screaming into the darkness by seemingly nothing. 


Pounce: When a midnight lion moves at least 15 ft toward a 
target, itcan leap through the air and make a bite attack against 
its prey. While pouncing in this way, the attack gains a +4 


bonus to hit. 


Rake: Ifa midnight lion successfully bites, it can make two 
rake attacks with its hind legs. These attacks have an additional 


+3 bonus to hit and inflict 1d6+4 points of slashing damage each. 


Starlight Invisibility: While under starlight, midnight lions 


are completely invisible. 


Lizard, Giant 


Number: 1, 2-12 

Size: Large 

HD: 4 (d8) 

AC: 12 

Saves: P 

Move: 30 ft, 30 ft (climb) 
Attacks: Bite (2d6 Piercing) 


Special: Twilight Vision 
Intelligence: Animal 
Type: Beast 

Morale: Average (8-10) 
XP: 40+4 


Giant lizards are an enormous breed of monitor lizard that 
can be found both in the Sulkatta, Gondawanni, Lemuria, and 
Huanxia. In the wild, these beasts are ferocious and ornery 
creatures who subsist off a diet of carrion, eggs, fruit, giant 


insects, and other wild animals. 


Some of these animals have been successfully bred in captivity. 
Certain breeders have selectively bred their stocks of giant 
lizards for docility and agreeable temperament, in the hopes 

of converting them into mounts. Despite this, it takes an 
incredible amount of work, time, and patience to train a giant 
lizard to the point where a saddle can be thrown upon its 

back, and the odds of losing a hand are never zero. In the end, 
however, a socialized and broken giant lizard makes for a stout, 


reliable steed, and a ferocious companion. 


Lizardman 


Number: 2-8, 20-200 

Size: Medium 

HD: 2 (d8) 

AC: 15 (Small Shield) 

Saves: P 

Move: 30 ft, 20 ft (swim) 
Attacks: 2 Claws (1d2 Slashing), Bite (1d8 Piercing) or By 
Weapon 

Special: Hold Breath 
Intelligence: Low to Average 
Type: Monstrous Humanoid 
Morale: Elite (14) 

XP: 10+2 


Lizardmen are a savage race of reptilian humanoids who reside 
among the reeds of murky lakes, lazy rivers, and choking bogs 
and swamps. They are tribal and primitive, using implements of 
leather, wood, stone, and bone, and worship idols of primordial 


demigods they only dimly comprehend. 


SWORDS & CHAOS 


Lizardmen superficially resemble a blend of man, crocodile, 
and the komodo dragon, with flat, earless heads, elongated 
snouts filled with pointed teeth, slitted eyes, and scaly skin of 
agreen, brown, or mottled tan coloration. They sport long, 
paddlelike tails which help them move through water, and their 


clawed digits are webbed like those of a crocodilian. 


Lizardmen gather in large tribal groups, ruled by a lizardman 
lord. In addition to the lord, they will also have among them a 


shaman who knows a handful of basic and elementary sorceries. 


Lizardmen love to make music, and the booming of their 
drums accompanies their wild dances around ceremonial fires 
whenever they celebrate a great feast or a sacrifice to their grim 


and fatalistic gods. In either case, flesh will be consumed. 


Hold Breath: Lizardmen can hold their breath for up to an 
hour. Whenever exposed to an effect that requires inhalation, 
such as poisonous vapors, lizardmen are allowed a physical save 
to avoid inhalation prior to any other saving throws. 
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Lizardman Shaman 


Number: 1, 1-4 

Size: Medium 

HD: 6 (d6) 

AC: 14 

Saves: M, P 

Move: 30 ft, 20 ft (swim) 
Attacks: 2 Claws (1d2 Slashing), Bite (1d8 Piercing) or By 
Weapon 

Special: Hold Breath, Sorcery 
Intelligence: Low to Superior 
Type: Monstrous Humanoid 
Morale: Champion (15) 

XP: 180+6 


In lizardman society, shamans are afforded much respect. Most 
lizardmen cannot comprehend how their shamans make magic— 
they just know that they can. Most lizardmen fear their shamans, 


and wish not to draw their ire. 


Lizardman shamans are the wise elders of their tribes. They are 
said to commune with the gods and perform miracles. They are 
directly involved in all religious and political ceremonies within 
atribe and are given the role of arbiter in disputes. The word 
ofa shaman is considered law, for in the minds of the shaman’s 
kin, the shaman is most wise, and could not make an error in 
judgment. To this end, a shaman can condemn a man to exile or 


death, and in that instant, the judgment shall be carried out. 


Hold Breath: Lizardman lords can hold their breath for up to 
an hour. Whenever exposed to an effect that requires inhalation, 
such as poisonous vapors, lizardman lords are allowed a 


physical save prior to any other saving throws. 


Sorcery: Lizardman shamans cast spells as 3rd level sorcerers 
with 5 to 10 points of Memory (depending on their Intelligence). 
Lizardman shamans typically only have 1d4-1 points of 
Corruption. Lizardman shamans know some or all of the 


following spells, organized by memory size: 


tM: Charm of Revitalization and Draining, Serpent Charm, 


Tian-Sin’s Toxin Triangulation 
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2M: Command of Mortal Flame, Caustic Missile of the Oozing 
Lord, Mists of Bolkar 


5M: Call the Bolts of Bjuvhall, Gale of the Black Spirit, Witch's 
Hex 


Lizardman Lord 


Number: 1 

Size: Large (8 ft) 

HD: 8 (d8) 

AC: 17 (Small Shield) 

Saves: P 

Move: 30 ft, 20 ft (swim) 

Attacks: Trident (3d6+4 Piercing) 
Special: Hold Breath, Trident Mastery 
Intelligence: High 

Type: Monstrous Humanoid 
Morale: Champion (16) 

XP: 575+8 


A lizardman lord is an especially devilish and powerful 
lizardman who rules the rest of their kin by nature of being the 
most cunning and brutal. The traits that distinguish a mundane 
lizardman from a lizardman lord are hereditary and are surmised 
to be brought about by a union between mundane lizardman 


sorcerers and demons of the Underworld. 


Trident Mastery: In the hands of a lizardman lord, a 
trident does 3d6 piercing damage on a successful attack. If an 
18-20 is rolled on the lizardman lord’s attack roll, the trident 
impales its victim. The next round, no to hit roll is needed, as 
the lizardman lord forcefully dislodges their trident from the 
opponent. Pulling the barbed forks out of a victim’s flesh does 
an immediate 2d6 point of slashing damage and forces the 
victim to make a Constitution save. Failure indicates that the 


victim is stunned, falling prone for 1d3 rounds. 


Hold Breath: Lizardman lords can hold their breath for up to 
an hour. Whenever exposed to an effect that requires inhalation, 
such as poisonous vapors, lizardman lords are allowed a 


physical save prior to any other saving throws. 


Magic Skull (Demi-Lich) 


Number: 1 

Size: Small 

HD: to (d8) 

AC: 20 

Saves: M, P 

Move: 30 ft (levitate) 
Attacks: See Below 


Special: Energy Drain, False Form, Death Shriek, Soul 
Absorption, Immunity to Necrotic, Immunity to Poison, 
Immunity to Psionics, Immunity to Mortal Tools, SR 10 
Intelligence: Supra-Genius 

Type: Undead 

Morale: Fanatic (17-18) 

XP: 4,500+10 


Ifa powerful sorcerer wishes to live on after death, they 
may conduct the unspeakably vile ritual of lichdom, which 


transforms their body into that ofa lich. In this form, liches can 
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endure for many thousands of years, but eventually, even they 
succumb to the gnawing forces of time. Ifa lich lingers for too 
long in the mortal world and cares not for its physical form, it 
may become a demi-lich, also known as a magic skull. Magic 
skulls appear as loose piles of dust, scattered bone fragments, 
and a jewel-encrusted skull (which seems inexplicably resilient 
to the forces of time). This pile of dust, shards, and grinning 
white skull is often considered to be one of the most fearsome 


and deadly undead in all reality. 


Liches who survive so long as to become magic skulls are 
usually incomprehensibly powerful. Such beings send their 
conscious spirit to wander other planes of reality and delve 
into the secrets of existence itself, while their skull serves 

as the anchor by which their life essence is tethered to the 
mortal realm. They have long since surpassed the need for the 
phylactery that liches so feverishly guard. Indeed, the skull 
itself is the artifact to which the haunting spirit of the demi-lich 
clings. This spirit will only ever return to the skull if disturbed, 
and when this happens, the skull roars to life, becoming 


suffused with terrible magic and hideous portent. 


The skull is always ornately decorated with gemstones marked 
with blasphemous curses. The jewels are worth at least 
10,000 gp each, though whoever carries them gains 1 point of 
Corruption per day, and cannot heal by any means whatsoever 
until the stones are departed with. These stones fill the eye 
sockets of the skull and often stud several of their teeth. It has 
been suggested that perhaps the cursed gemstones which fill 
the eye sockets of the magic skull serve a comparable purpose 
to the phylactery ofa lich, however, this is purely conjecture, 
and there is no verifiable proof of a slain demi-lich reforming 


from its gemstones. 


Immunity to Mortal Tools: Magic skulls are immune to 


attacks from nonmagical weapons. 


False Form (recharge 5-6 on a d6): While the true 
animating spirit of the magic skull resides within the skull 
itself, residual energy still runs deep through the dust and bone 
fragments that lay scattered about the grinning thing. If anyone 
passes within 20 feet of the magic skull, the bone fragments, 
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and ancient dust shift and swirl skyward, forming into a vaguely 
humanoid shape comprised of dust, bits of bone, and ancient 
debris in a column of whirling black wind. This shape is the 
false form of the magic skull, and it will do everything in its 
power to protect the skull. The false form has the same number 
of hit points as the skull itself, and an AC of 17. The whirlwind 
can envelop opponents, buffeting them for 1d4 points of cold 
damage and 1d4 points of necrotic damage. The magic skull can 


only have one false form present at a time. 


Energy Drain: Living creatures struck by the false form of 


the magic skull lose one level. 


Death Shriek: Ifthe skull itself is touched, it will slowly 
levitate into the air as it lets loose an agonizing shriek of rage 
and black sorrow. All creatures within 20 ft of the skull who 
hear the dirge must make an Intelligence saving throw or die 


instantly. 


Soul Absorption: If, after producing its terrible death 
shriek, there are still living creatures in its domain, the magic 
skull will emit a bolt of colored light from its gemstone-filled 
eye sockets, striking the member of the party with the lowest 
Luck score. The bolt of light envelops the victim, who is 
permitted no saving throw. They fall to the ground, dead. Their 
body immediately begins to molder and rot until after 1 round, 
nothing but bleach-white bones are left. What’s worse, their 
soul is pulled from their body and drawn into the grinning 
magic skull, to be contained in one of the many glittering gems 
which decorate its surface. Once the soul is absorbed, the skull 
floats gently back down to its resting place. If further disturbed, 
the magic skull will continue to absorb souls until all 2d6 
gemstones have souls trapped within them, or until there are 
no more living creatures present. Some magic skulls already 
have souls trapped within them, and thus will not be able to 
make full use of all their gemstones without consuming one of 
the stored souls. This frees up a gemstone and grants the skull 
3dio hit points. Consumed souls are irrevocably destroyed for 
all eternity. No force in all the universe can bring a victim back 


after suffering this sort of soul consumption. 
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Ifa magic skull is slain, all souls trapped within it must make 

a Wisdom saving throw to avoid being lost forever during the 
destruction of the dreadful undead thing. On a success, the soul 
can pass into the afterlife. Ona failure, the soul is irrevocably 
destroyed for all eternity. 


Magic Skull, Lesser 


Number: 1 

Size: Small 

HD: 6 (d4) 

AC: 18 

Saves: M, P 

Move: 20 ft (levitate) 

Attacks: See Below 

Special: False Appearance, Cackle, Sorcery, Immunity 
to Necrotic, Immunity to Poison, Immunity to Psionics, 
Resistance to Mortal Tools, SR. 5 

Intelligence: Genius 

Type: Undead 

Morale: Champion (15-16) 

XP: goo+6 


These supernatural skulls are often mistaken for true magic 
skulls, but unlike the demi-liches, lesser magic skulls are 
undead created by living necromancers from the bones of dead 
wizards. The animated skulls are brought to life with abhorrent 
intent and are designed to look as much like true magic skulls 
as possible, though they are of far lesser power. For this reason, 


they are often called lesser magic skulls. 


Lesser magic skulls often guard dungeon chambers or reside 
in the inner sanctum ofa powerful sorcerer, where they might 
protect precious treasures owned by their creator. Sometimes 
lesser magic skulls serve as companions and advisors to their 


masters, for they retain much of the knowledge they had in life. 


False Appearance: While motionless, a lesser magic 
skull is indistinguishable from an ornately decorated non- 
magical human skull. When in motion, a lesser magic skull is 


indistinguishable froma true magic skull. 


Cackle (3/day): Lesser magic skulls are cruelly mocking 
creatures who look down on all those who oppose them. Such 
skulls can let loose a terrible cackle dripping with evil and 
malice. All creatures within 30 ft ofa laughing skull who can 
hear it must make an Intelligence saving throw. Victims suffer 
6d6 psychic damage on a failed save, or half as much on a 
successful one. Additionally, on a failed save, the cackle rings in 
the ears of the listeners for 1d4+1 rounds. During that time, they 
make all checks, saving throws, and attack rolls at a -2 penalty, 


and cannot hear anything other than the cacophonous cackle. 


Resistance to Mortal Tools: Lesser magic skulls only 
suffer half damage from nonmagical weapons that are not 


silvered. 


Sorcery: Lesser magic skulls cast spells as 6th level 
sorcerers, with an inhuman 50 points of Memory. As undead 
sorcerers, lesser magic skulls are no longer affected by the 
warping influences of Chaos, and thus no longer need to track 
Corruption. They still accumulate points, but they suffer no 
penalty for reaching 10 Corruption points. A typical lesser 
magic skull will have 344-2 points of Corruption. Lesser 
magic skulls typically know some or all of the following spells, 


organized by memory size: 
IM: Akim s Auditory Explosion 


2M: Lyes of the Pyromancer, Sapping Ray of Enfeeblement, 
Whispers of the Unquiet Undead 


5M: Gale of the Black Spirit, Raise the Unquiet Undead, Witch's 
Hex 


10M: Fortified Globe of Protection Against Spells 


15M: Laborious Creation of the Vile Undead, Lethal Smog of 
Acrid Doom 


Mange-man 
Number: 3-24 

Size: Medium 

HD: 3 (d8) 
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AC: 11 

Saves: P 

Move: 40 ft 

Attacks: Bite (1d6 Piercing), or By Weapon 

Special: Keen Hearing and Smell, Pack Tactics, Twilight Vision 
Intelligence: Average 

Type: Humanoid 

Morale: Elite (13-14) 

XP: 20+3 


Mange-men are a race of jackal-like humanoids who rove 

in packs across the rocky and arid lands that are commonly 
frequented by mundane jackals and other wild dogs. Mange- 
men are so called because their fur is very patchy, and their skin 
appears red and irritated, as though they were infected with an 
advanced case of mange. In reality, this is how these creatures 


naturally appear. 


Mange-men often hunt during the early morning hours, and 
move swiftly, casting spears to bring down their prey. They 
dwell in burrow-like structures, partially underground, partially 
on the surface, constructed of earth and timber. Mange-men are 
distrustful of humans and prefer to build their settlements far 


from civilization. 


In the event that mankind moves into the territory of a mange- 
man stronghold, the mange-men will likely mount a surprise 
attack before they are discovered, butchering the human 


settlers in the night. 


Mange-men worship a four-armed jackal-headed god named 
Nep-Ophuet. They also speak their own language and are 
10% likely to know another language spoken in the region by 


humans. 


Keen Hearing and Smell: Mange-men have incredibly 
strong senses of hearing and smell. As a result, any checks that 


rely on these senses are made with advantage. 


Pack Tactics: While a mange-man is adjacent to one of its 


allies, it makes its attack rolls with advantage. 
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Mange-man Sorcerer 


Number: 3-24 

Size: Medium 

HD: 3 (d8) 

AC: 1 

Saves: P 

Move: 40 ft 

Attacks: Bite (1d6 Piercing), or By Weapon 
Special: Keen Hearing and Smell, Pack Tactics, Twilight Vision, 
Sorcery 

Intelligence: Average 

Type: Humanoid 

Morale: Fanatic (17) 

XP: 20+3 


Mange-man sorcerers are priests of their four-armed god Nep- 
Ophuet and are servitors of his cult. They alone know the secret 
of writing and reading among all their race, and use it to keep 
their history, the edicts of their religion, the record of their laws, 


and the extent of their race’s knowledge of the black arts. 
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Mange-man sorcerers often wear purple robes and carry a 


golden ankh as a symbol of their association with the cult. 


Keen Hearing and Smell: Mange-men have incredibly 
strong senses of hearing and smell. As a result, any checks that 


rely on these senses are made with advantage. 


Pack Tactics: While a mange-man is adjacent to one of its 


allies, it makes its attack rolls with advantage. 


Sorcery: 1 in 12 mange-men know the complex art of sorcery. 
Such spell-casters are de facto leaders of their packs unless an 
especially brutal and physically powerful mange-man claims the 
top spot, which happens from time to time. Sorcerous mange- 
men cast spells as 4th level sorcerers with 9 points of Memory. 
Such mange-men typically have rd6-1 points of Corruption. 
Mange-men sorcerers know some or all of the following spells, 


organized by memory size: 


1M: Charm of Revitalization and Draining, Gargan 5 Gigantism 
and Reduction, Hurtling Beams of the Unerring Lance, Ward of 


the Unseen Giant 
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Manticores are wicked, man-eating monsters—their bodies a 
chimeric mess of the traits of various animals cobbled together 
most ferociously. They have the body of a lion, the wings of 

a bat, the face ofa man, the jaws ofa shark, and the tail ofa 
scorpion, though with 24 stingers protruding from the end 


instead of the usual single stinger. 


Manticores are cruel and gluttonous. Ifan easy meal presents 
itself to them, they will not hesitate. While they can eat just 
about anything they want, their favorite food is human flesh. 
Despite this craving, they are also lazy beasts and will let their 
quarry go if placated by sufficient treasure, or a game of riddles, 


which they are so fond of. 


Manticores will occasionally organize in small prides of 2-4 
individuals, and lair in caves, mountain passes, or near country 


roads where they might occasionally pick offa few weary 


travelers. 


2M: Aubiron’s Auditory Cancellation, Basic Pyromantc Sorcery, 


Mesmerisn of Vug-Taarush, Sapping Ray of Enfeeblement 
5M: Sorcerous Cancellation, Witch's Hex 


10M: The Laughing Mage’s Restoring and Draining Hex 


Manticore 


Number: 1, 2-4 
Size: Large 
HD: 6 (dio) 
AC: 14 


Saves: P 


Move: 30 ft, 50 ft (fly) 


Attacks: 2 Claws (1d3 Slashing), Bite (1d8 Piercing), 6 Tail Manticores speak a strange dialect of the Wicked Tongue of 
Spikes (1d6 Piercing) Demons. Some might even know the local human language if 
Special: Tail Spikes, Twilight Vision, Darkvision 60 ft they have dealt with humanity frequently. 

Intelligence: Low—Average 

Type: Magical Beast Tail Spikes: Manticores can release a barrage of 1d6 spikes 
Morale: Elite (13-14) from their tails. The effective range of this barrage is 50 ft. 

XP cio 6 Each spike inflicts 1d6 points of damage. These spikes must be 


directed at a single creature, or all creatures within a 10 ft cone. 
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Manticores cannot control how many spikes they hurl in each 
barrage. The spikes slowly regenerate at a rate of 1 per hour, 


until they have their full complement of 24 spikes. 


Minotaur 

Number: 1-8 

Size: Large 

HD: 7 (d8) 

AC: 14 

Saves: P 

Move: 30 ft 

Attacks: Gore (2d4 Piercing), Kick (1d6 Bludgeoning), or 
Greataxe (1d12+4 Slashing) 

Special: Powerful Charge, Darkvision 60 ft, Natural Cunning, 
Tracking 5 

Intelligence: Low 

Type: Monstrous Humanoid 

Morale: Champion (16) 

XP: 450+7 


Filled simultaneously with a fiery animal rage and a cold hatred 
unique to humanity, the minotaur is a bastion of aggression 

and anger with one foot firmly planted both in the realm of man 
and the realm of beast. They are physically imposing creatures, 
standing a full head taller than any man, with the physique and 
musculature of a classical hero. They are coated in coarse, dark 
fur that grows in matted locks. Most remarkable of all is the 
head of the minotaur, which is the head of a bull—horns and all— 


placed upon the shoulders ofa man. 


They tremble with barely contained rage. This rage they were 
gifted by their demoniac creator god, a bull-headed member of 
the Court of Chaos called Moloch. [tis said that once Moloch 
was a violent font of rage and destruction, and that only by 
creating a vessel for his destructive impulses did he become the 


lazy and wicked Moloch described by scribes today. 


Powerful Charge: Any minotaur that makes a charge against 
an opponent and uses a gore attack gains the typical benefits of 
acharge (-4 to AC in exchange fora +2 bonus to damage), but 


also the following: the gore made at the end of the charge deals 


238 GAME MASTER SECTION 


p go` 
AM x 
ay 


‘if 
nap 


4d6+6 points of piercing damage, and the victim must succeed 


ona Strength saving throw or be knocked prone. 


Natural Cunning: Although minotaurs are not especially 
intelligent, they possess innate cunning, logical ability, and 
spatial awareness. This gives them immunity to the spell Ze 
Laughing Mages Extradimensional Labyrinth. It also means 
that they cannot become lost, and they are incredibly gifted 


trackers. Furthermore, they cannot be surprised. 


Monkey 

Number: 10-40 

Size: Small 

HD: 1 (d4/d6) 

AC: 13 

Saves: P 

Move: 30 ft, 30 ft (climb) 
Attacks: Bite (1d2/1d4 Piercing) 
Special: Twilight Vision 
Intelligence: Animal 
Type: Animal 

Morale: Average (8) 

ORR eer 


Monkeys are highly intelligent and incredibly social primates 
who bear a strong resemblance to other simian groups such as 
apes. All monkeys have tails, which help to distinguish them 
from true apes. Monkeys are proficient climbers, and most 
species are completely arboreal, living their lives in the canopy 
of lush jungles, out of reach of predators. Other monkeys elect 
only to sleep in trees or on cliff faces and spend their days 


scavenging on the ground. 


Some monkeys have adapted to scavenging in urban 
environments, and thrive off the byproducts of human 
civilization. Such creatures are typically seen as pests, as they 


are not as skittish around humans as their wild counterparts. 


Smaller monkeys only have a d4 for hit points and can only 
bite for 1d2 Piercing damage. Examples of this lesser grouping 
include patas monkeys, macaques, guenon monkeys, colobus 


monkeys, and langurs. 


Larger monkeys have a d6 for hit points and can bite for 1d4 
Piercing damage. Examples of the larger group of monkeys 
include baboons, drills, mandrills, hamadryas, geladas, and 


proboscis monkeys. 


Mosquito, Giant 
Number: 3-30 

Size: Small 

HD: 1 (d3) 

AC: 16 

Saves: P 

Move: 10 ft, 40 ft (fly) 
Attacks: Impale (1d3 Piercing) 
Special: Attach, Blood Drain, Agile, Darkvision 60 ft, Twilight 
Vision 

Intelligence: Animal 

Type: Magical Beast 

Morale: Average (8) 

XP: 40+3 


Giant mosquitos are an enormous version of the mundane 
blood-sucking insect common to humid swamps, forests, and 


jungles the world over. These mosquitos are roughly the size 
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ofa cat and fly through the air on iridescent, buzzing wings. It 
has been suggested that this giant variety of mosquito is not 
naturally occurring, and that they were magically enlarged by 
a cult of mad monks in a bygone era to placate their blood- 
drinking god of plagues and sickness. It would at the very least 
explain why they can cling so tenaciously to their victims, and 
how their proboscis is so incredibly tough. The proboscis of 

a giant mosquito is long and firm enough to pierce even metal 


armor. 


Only female giant mosquitos drink blood, as it is an essential 
component of their reproductive cycle, which occurs with 
such rapidity that there are always female giant mosquitos in a 
region looking for blood. Despite high fecundity among giant 
mosquitos, only 5% of the 100-200 eggs lain in a clutch will 
reach adulthood. The others will be eaten by other insects, 


amphibians, birds, and bats. 


Blood Drain: Giant mosquitos that successfully impale their 
victim automatically grip them with their hooklike appendages 
and can begin to drain them of their blood at a rate of 1d3 hit 

points per round, up to a maximum of 12 hit points. After such 


time, the giant mosquito detaches itself and flies away. 


Agile: Giant mosquitos gain a +3 bonus to attack rolls and 


dexterity saving throws. 


Mummy 


Number: 1-4 

Size: Medium 

HD: 7 (dr2) 

AC: 11 

Saves: P 

Move: 20 ft 

Attacks: Slam (1dr2 Bludgeoning) 
Special: Despair, Mummy Rot, Darkvision 60 ft, Vulnerability 
to Fire 

Intelligence: Low 

Type: Undead 

Morale: Champion (15) 

XP: 800+7 
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A mummy is a corpse wrapped in ceremonial bandages and 
marked with a vile curse that compels them to rise after death. 
Some will slumber in their sarcophagi until disturbed by some 
foolhardy adventurer, while others carry on ina pathetic 


mimicry of life acted out exclusively in their musty tombs. 


Mummies guard their eternal resting place unless bid to leave 
by a potent sorcerer, vampire, or lich. Typically, mummies 
wander the haunts of their tomb for time immemorial and are 
most often encountered within it, or in the nearby vicinity. Any 
fool brazen enough to rob from a mummy’s tomb is doomed 

to incur the monster’s wrath. The cultures that practice 
mummification usually bury their dead with earthly possessions, 
believing that they will need them in the afterlife. This belief 
persists even into undeath. Those who would loot the mummy’s 


tomb are dealt with quickly and violently. 


Ifsuch grave robbers escape, they are marked with the 
mummy’s curse and are pursued tirelessly by the shambling 


undead horror. 


Despair: The mere sight of a mummy causes an opponent to 
become unnerved, shaken, and repulsed. This effect is identical 
to the spell Karthunia’s Superior Instillment of Savage Fear, 
but for one exception. When mortals look upon the mummy, 
they must make an additional Wisdom saving throw or become 
paralyzed by the mummy’s presence. The paralysis remains for 


1d4 rounds. 


Mummy Rot: Whenever a mummy strikes a living foe, the 
victim must make a Constitution saving throw or become 
afflicted with the degenerative, rotting malady of the mummy. 
Failure indicates that the creature has been afflicted with 
Mummy Rot, and no further saves are allowed. While afflicted 
with Mummy Rot, sorcery and effects that restore hit points 

do not function on the victim. Methods of natural healing, 
including rest and regeneration are 10 times slower. In addition, 
a victim of Mummy Rot loses two points of Charisma each 
month, permanently, culminating in the victim’s death 1d6 


months after exposure and contraction. 


Vulnerability to Fire: [fit fails to make a successful physical 
save against any fire-based attacks then the mummy suffers 


double damage. 
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Mutant 


Number: 2-12, 30-180 
Size: Medium 

HD: 3 (d8) 

AC: 13 

Saves: P 

Move: 30 ft 

Attacks: By Weapon 
Special: Darkvision 60 ft, Sense Chaos, Corruption 
Intelligence: Low 
Type: Humanoid 
Morale: Steady (11-12) 
XP: 20+3 


Mutants are those unfortunate beings affected by the 
unchecked tampering by mortals in supernatural affairs. When 
Chaos roves across the land, and black magic suffuses itself into 
the fiber of ones very being, they may either outright die or go 
mad. If they are truly damned, however, they may become a 


mutant. 


Such creatures have little to no recollection of what lives they 
lead prior to mutation. Those few who retain some degree of 
their individuality from before their Chaos-warping are often 


killed, cast out, or eaten by their fellow mutants. 


They know only destruction, battle, chaos, and doom. They 
thirst for fires and smoke to blot out the heavens, and all mortal 
folk to boil and drown in lakes of blood. They are madness. 
They are hate. They serve only the cause of Chaos itself and 
those who hold up its banner. In the distant past, great armies 
of mutants marched under the Eight Arrows of Chaos and 

left carnage and ruin in their wake. Fortunately, that has not 
happened for many generations, and the mutants who endure 
are scattered and quarrelsome. It would take a powerful 
champion of Chaos to unite them, or one among the Court of 


Chaos itself, perhaps. 


Mutants all appear vaguely humanoid, but with grotesque and 
extreme variation from individual to individual. They have skin 
that ranges beyond the normal palette to include grays, reds, 
greens, and yellows. Some even have a mottled complexion, 
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marbling two or more of the colors. Some have a pebbly or 
warty or even scaly hide. They can measure anywhere from 2 
feet shorter to 2 feet taller than the average human. Some have 
withered limbs, or are covered in huge cysts or blisters, or have 
excess vestigial organs. Some even have additional heads, faces, 
fingers, or eyes and mouths in bizarre places. Some are rather 
doglike, while others are apelike. Others still resemble boars or 
bears in a vague and disquieting way. Mutants usually have little 


hair, for some unknown reason. 


These creatures typically wander the wasteland in small bands, 
dressing in crude furs and equipping themselves in what basic 


tools they can find or else fashion out in the wild. 


Mutants know a smattering of whatever they could speak in 
life, although it seems that the mutative process has in some 
way made them far less willing to speak, or dramatically limited 
their vocabulary and linguistic skill. Mutants who retain their 
humanity after mutation will fully recall whatever languages 


they knew in life. 


Sense Chaos: Mutants are drawn to the forces of Chaos, and 
can innately detect wellsprings of chaotic energy from up to 15 
miles away. In this way, they are commonly found in the employ 
of powerful demons, lesser members of the Court of Chaos, or 


in cults worshipping powerful, chaotically aligned magic items. 


Corruption: Mutants are beings suffused with the warping 
power of raw Chaos energy. This energy presents itself as rdro 
points of Corruption. 1 in ro mutants are intelligent enough 

to understand how to pass its Corruption off to a victim, thus 
lessening the agony ofits body and soul. Such mutants can 
force a victim they are touching to make a Charisma saving 
throw or gain 1d3 points of Corruption. A mutant can only 
transfer as many points of Corruption as they have within them. 
Once a mutant is reduced to o points of Corruption, they are 
liberated of the agony of their mental anguish, but never regain 


their original physical form. 
Naga 


Number: 1 


Size: Large 
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Move: 40 ft, 20 ft (swim) 


Attacks: Bite (1d3 Piercing) 

Special: Constrict, Charming Gaze, Venom, Sorcery, 
Darkvision 60 ft 

Intelligence: Average 

Type: Aberration 

Morale: Elite (14) 

XP: 1,500+9 


The placid face of a woman appears in the dark. She calls out to 
you. As you draw near, you hear the shifting of great weight and 
the scraping of scales upon the flagstones. Her eyes become 
like slits, and her lips curl back in a wicked grin to reveal the 


dripping fangs ofa serpent! She is a naga. 


Nagas are an ancient race of human-headed serpents who have 
dwelt upon the Earth since time immemorial. They may predate 
the serpentmen, for there are ancient references to a war that 
occurred between the two races long before the Cataclysm of 


the Dark Moon. Whatever the truth might be, the nagas are 


an ancient and wicked race, who despise both the serpentmen 
and humanity, and wish to usurp both and place themselves 

as the dominant race upon the Earth. Despite this lofty goal, 
few of them now remain, scattered far and wide amid ancient 
and crumbling desert temples, and the steaming jungles of the 


remotest corners of the globe. 


Nagas are functionally immortal, only passing from this world 
when felled in battle. During their long time on this world, they 
have cultivated power, influence, and resources. Some have 
amassed a great volume of hypnotized slaves, whom they use to 


do their bidding, sending messages to their fellow nagas. 


These serpentine beings are also potent sorcerers, having once 
hailed from a society steeped in the most prolific rituals of black 
magic. This magic is not learned, but innate to each member of 
their species, making them subtle and treacherous monsters 


indeed. 


Nagas speak their own language as well as dozens of others 

that they have learned over their long lives. Interestingly, the 
naga language shares many cognates with the Lemurian tongue. 
Those who speak Lemurian can discern the general meaning of 
spoken words in the naga language on a successful Intelligence 
check. 


Sorcery: Nagas casts spells as 6th level sorcerers with 16 
points of Memory, however, they require no tome from which 
to cast their spells and can cast their spells again as soon as they 
have Memory available. Being immortal creatures of Chaos, 
they need not worry about Corruption’s malignant influences. 
They still accumulate points, but they suffer no penalty for 
reaching 10 Corruption points. A typical naga will have 344-2 
points of Corruption. Nagas typically know some or all of the 


following spells, organized by memory size: 


1M: Charm of Revitalization and Draining, thkim’s Auditory 
Explosion, The Enduring Slumber of leluggosh, and Ward of 


the Unseen Giant 


2M: Aubiron s Auditory Cancellation, Caustic Missile of the 
Oozing Lord, and Eyes of the Pyromancer 
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5M: Call the Bolts of Bjuvhall, and Raise the Unquiet Undead 
10M: Conjuration of the Supreme Slavering Maw 


Charming Gaze: Nagas can bewitch victims through 
hypnotic movement and voice. Their coils seem to phase 
between translucent and opaque while they speak in 
mesmerizing, sibilant tones, all contributing to the charming 
effect. Any creatures directly observing and listening to the 
naga must make an Intelligence saving throw or become 
permanently charmed. If this save is failed, no further save 

is allowed to resist or break it; it can only be dispelled by 
killing the naga responsible for the mesmerism. In all other 
respects, the effect is the same as the spell Sykral’s Ensnaring 


Ensorcellment. 


Constrict: A successful bite attack made by a naga can lead 

to a constriction attack. In the round following the successful 
bite, the victim must make a Strength save. On a failed save, the 
victim is enveloped in the naga’s coils and suffers an additional 
1dio+2 points of bludgeoning damage per round. This 
constriction prevents all movement and restrains the victim’s 
limbs. This constriction is so powerful that any victim with 

less than 15 Strength has no chance of breaking free without 
assistance. Individuals with greater than 15 Strength, and all 
other individuals who are being assisted can attempt a Strength 


check each round to escape the naga’s coils. 


Venom: A victim bitten by a naga must make a Constitution 
saving throw or suffer 1d3 points of poison damage each round, 
for 1d6 rounds. This damage is in addition to damage from the 
actual bite. Additional bites during this time do not extend the 


duration of the venom. 


Dear Korn Beast 


Number: 1-4 

Size: Huge 

HD: 11 (dro) 

AC: 14 

Saves: P 

Move: 40 ft 

Attacks: 2 Stomps (4d8 Bludgeoning) 
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Special: Trample 
Intelligence: Animal 
Type: Beast 

Morale: Unsteady (7) 


XP: 1,500+11 


The near horn beast is the largest animal on Earth, surpassing 
the elephant, and its cousin the wooly mammoth. Near horn 
beasts are related to the common rhinoceros, though they only 
resemble the animals vaguely. Near horn beasts measure 16 feet 
tall and 25 feet long on average, with an astronomical weight of 


30,000-40,000 lbs. 


They are herbivorous creatures, capable of devouring an 
incredible amount of vegetable matter in a single day to sustain 
their massive size. Near horn beasts have slate gray skin of a 
hard, pebbly texture, and lack the iconic horn of their smaller 
cousins. In this way, the name is a bit of a misnomer. Being 
called the near horn beast is meant only to refer to their close 
relation to the “horn beast’, a.k.a. the rhinoceros, and not any 


actual possession ofa horn. 


Trample: Ifa near horn beast moves at least 20 ft toward 

a target and successfully makes a stomp attack, the target 

must make a Dexterity saving throw or be knocked down, 
whereupon the near horn beast continues to trample the victim 
with another three stomp attacks. The near horn beast then 
finishes its movement, as its momentum and speed carry it the 


remaining 20 ft. 


Octopus, Giant 


Number: 1 

Size: Large 

HD: 7 (dro) 

AC: n 

Saves: P 

Move: 10 ft, 60 ft (swim) 
Attacks: 8 Tentacles (1d8) 
Special: Hold Breath, Ink Cloud, Grapple, Camouflage, 
Twilight Vision 

Intelligence: Animal to Average 
Type: Aberration 
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Morale: Elite (13) 
XP: 450+7 


Giant octopi are an unusually large species of octopus that 
dwell in deep oceans or half-flooded caverns. They are also 


sometimes called cave octopi. 


Some giant octopi have unusually high Intelligence and have 
been seen using tools. It has been theorized that perhaps the 
race is extraplanetary in origin, for they are seemingly alien 
in biology and morphology when compared to other native 


inhabitants of Earth. How and when they came here is not clear. 


The species is entirely solitary, having a strong proclivity 

for cannibalism. Despite this, some members of the species 
inexplicably have knowledge of language and communicate 
with one another utilizing a braille-like written form of 
communication. This writing is used almost exclusively to mark 


territory. 


Ink Cloud (Recharge 6 on a d6): Octopi can expel 

ink when alarmed. This ink expands to a 20 ft radius cloud 

of blackness if the octopus is underwater. The area is heavily 
obscured, and the ink persists for 1 minute, although a strong 
current can disperse the ink. After releasing a cloud of ink, 
an octopus can swim at twice its swim speed for 2d4 rounds. 
Octopi typically use this speed as a means to escape from 


certain doom. 


Hold Breath: While out of the water, a giant octopus can 
hold its breath for 1d6 hours. 


Camouflage: Octopi can change the color and texture of 
their skin at will. This awards them advantage on any checks to 
hide. 


Grapple: The tentacles of an octopus are studded with 
strong suckers that enable the creatures to grip and hold on 
tight to most things. When an octopus makes a tentacle attack 
against a creature, the victim is automatically grappled. In 
order to escape, they must succeed on a Strength check to tear 


themselves free of the octopus. 


Ocular Korror 


Number: 1 

Size: Large 
HD: 15 (dro) 
AC: 18 

Saves: M 

Move: 30 ft (fly) 
Attacks: Bite (2d6 Piercing), to Eyes (see below) 

Special: Eyes, Death Beam, Sorcery, Cannot be Surprised, 
Immunity to Sorcery, Telepathy, Silent, Tracking 10 
Intelligence: Supra-Genius 
Type: Aberration 

Morale: Fanatic (18) 

XP: 17,2004+15 


The unspeakably abominable 
ocular horror is an insane, wicked, 
and megalomaniacal aberration 
seemingly spawned from the 
blasted dreams of a madman. One 
massive, central eye dominates 
the spherical, levitating body of 
the ocular horror, under which is 
set a wide, toothy maw of pincer- 
like jaws. Out from the spheroid 
bulk of the creature extend 

ten eyestalks—appendages that 
terminate in smaller, peripheral 
eyeballs, which allow the creature 
a 360-degree field of vision. Out from the orb body of the 
creature descend a set of shriveled, vestigial limbs, which 
withered away many eons ago in the history of the species, as 


they abandoned tactile interaction for telepathic manipulation. 


No two ocular horrors are alike. Some will have plated, armor- 
like chitin. Others will have warty hide. Still, others will have 
thick scales, or smooth, oily skin. Some have segmented 
eyestalks, while others have sinewy tentacular eyestalks. Some 
will have a ring of tentacles around their mouths while others 
have no such feelers at all. Some will have strange pupils, or 
wild colorations, or exude unusual pheromones. Just as no two 


ocular horrors are alike, so too is it true that each individual 
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ocular horror believes itself to be the most perfect form of life to 
have ever lived. Any deviation from that pristine, platonic ideal 
is a hideous blasphemy that must be eradicated. Unsurprisingly, 
ocular horrors are entirely asocial creatures, only encountering 
one another in fights to the death. They reproduce by budding, 
and typically keep a great stock of slaves and pets that they use 


to serve or entertain them in their vast underground lairs. 


Eyes: Every ocular horror has ten eyes that can generate one 
of four distinct, powerful surges of supernatural energy every 
round. Each eye is perched upon a segmented stalk, and thus 
can independently aim in any 
direction. The energy that the 
eyestalks emit fire in a narrow beam 
of light, out to a range of 60 ft. The 


four types of energy are as follows: 


1. Lmmobilize: This beam is similar to 
the spell Paralysis of Gallu Al-Muru, 
with the notable difference being 
that it can affect any living creature. 
A creature affected is completely 
paralyzed for 2d4 rounds. A 
successful Strength save can be 
made when first struck with the 


beam to negate this effect. 


2. Lightning: This beam releases a 
white-hot arc of energy that deals 
4dr2 points of lightning damage, or half as much on a successful 


Dexterity saving throw. 


3. Enervate: This beam is identical to the spell Sakraf’s 
Merciless Draining of Mind and Spirit, leeching 2d4 levels or 
hit dice from the victim; if the victim is reduced to o levels or 
hit dice, they are forever slain. A successful Constitution save 


negates this effect. 


4. Teleport: This beam magically transports a victim to a 
different location. The victim reappears tdroxtoo ft away, in 
a random direction. Roll 1d6: 1-north, 2-south, 3-cast, 4-west, 
5-up, 6-down. Ifan indicated direction and distance would 


result in teleportation into a solid object, a Constitution save 
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is allowed to avoid the instant death that would result from 
the teleportation. If the save is successful, the victim is still 
teleported but is instead stranded on another plane of reality. 
Ifa victim is teleported upwards, falling damage may apply. A 


successful Dexterity check may reduce the falling damage by 1. 


Death Beam (Recharge 6 on a d6): The giant, central 
eye of an ocular horror can emit an invisible 60 ft cone of 
heinous and destructive energy. Any creature within range must 
succeed on a Constitution saving throw or be slain instantly. 
Success on the save will negate the effects of instant death, and 
instead, the beam will deal the victim 6d12 points of necrotic 


damage. 


Cannot Be Surprised: Ocular horrors cannot be back 
attacked, sneak attacked, or surprised. Their multiple sensory 


organs and 360-degree field of vision prevent this. 


Immunity to Magic: Ocular horrors are immune to all spells 


and spell-like effects, except those that deal thunder damage. 


Telepathy: Ocular horrors can telepathically communicate 
with any intelligent creature within 120 feet. They are able 
to read surface thoughts and can concentrate on a specific 
creature for three rounds to reveal its class, level or hit dice, 


disposition, and whether or not it is being truthful. 


Silent: Ocular horrors are silent when traveling or when using 
their abilities. Spells and effects that generate silence do not 
prevent the ocular horror from using their abilities or casting 
spells. 


Sorcery: All ocular horrors have the abilities of a gth level 
sorcerer, with an inhuman 65 points of memory. Ocular horrors 
are closely aligned to the tides of Chaos and are thus not 
adversely affected by the warping influences of Chaos itself. An 


ocular horror typically has 1d6 points of Corruption. 


As ocular horrors are illogical and erratic collectors of esoteric 
knowledge, it is recommended that the Game Master randomly 


determine the horror’s spells. 


246 GAME MASTER SECTION 


Oni 

Number: 1-6 

Size: Large 

HD: 5 (d8) 

AC: 16 

Saves: M 

Move: 30 ft, 30 ft (hover) 

Attacks: Slam (1d12 Bludgeoning), or 2 Claws (1d6 Slashing), or 
By Weapon (Prefers Iron Club (1di2 Bludgeoning)) 

Special: Spell-Like Abilities, Change Shape, Darkvision 60 ft, 
Twilight Vision, Immunity to Critical Hits, Regeneration 2 
Intelligence: Average to High 

Type: Shapechanger 

Morale: Elite (13-14) 

XP: 300+5, 


Oni are a race of sorcerous, black-hearted giants indigenous 

to the lands of Lemuria, Huanxia, and the lands beyond. They 
sport curved tusks, and some among them grow horns from 

out of their forehead. Some have only one eye, while others 
have two or three. Their skin is wild in color, typically blue, 
green, black, red, or brown, and they decorate their bodies with 
elaborate tattoos in reds, oranges, purples, and whites. They 
can float through the air by an unknown means, and their cackle 


is one dripping with villainy and malice. 


Oni rarely appear in their true form, however, opting instead to 
walk in the guise of mundane humans, or even other giants. Oni 
in their true form clad themselves in tiger skins, but if they must 
walk among men, they so in the dress and style of the region— 


richly if among the rich, as a farmer if among serfs, etc. 


These malicious creatures are tricksters and causers of woe. 
Often, they will employ their supernatural powers to ingratiate 
themselves into human or giant society to sow discord, distrust, 
and paranoia. During such periods, it is only too easy for 

the oni to snatch up a vulnerable member of the group and 
carry it off to its lair for a quick meal. Many oni delight in the 
consumption of human flesh, and consume it with inhuman 


amounts of rice wine! 


wren 


Other oni are motivated by more complex things than simply 


finding food to eat. Some vie for power, influence, or access to 
sorcerous knowledge. Oni are a greedy race and might be after 


a particular treasure held by a community. 


The most insidious of the traits of the oni is its ability to 
regenerate. Even lopping off the head of an oni will not slay it. 
The fiend will only laugh, bend down, and retrieve its severed 
head to reattach it. This regenerative property of the oni 


persists as long as it has at least 1 hit point. 


Oni speak their own language, in addition to that of the locals, 


and any other language they may have picked up in their travels. 


Spell-Like Abilities: Ashann’s Instant Vanishment (1/ day), 
Summons of the Void Between Stars (1/ day Will), Cryonix’ 
Cone of Cold (20 fi long, 5 ft wide at the base, dealing 8d8 
points of damage; a Dexterity save is allowed to reduce the 
damage by half) (t/day), Mudtro s Instant Evaporation (1/ day), 
Sykral’s Ensnaring Ensorcellment (1/ day), and The Enduring 
Slumber of lgluggosh (1/ day) 


SWORDS & CHAOS 


Change Shape: Oni can magically alter their form to appear 
as Small or Medium sized humanoids, Large sized giants, or 
back into their true form. Other than its size, its statistics are 
the same in each form. The only equipment that is transformed 
is its carried weapon and armor, which shrinks so that they can 
be used in humanoid form. Ifa shapeshifted oni dies, it reverts 
to its true form, and its weapon and mail revert to its normal 


size. 


Immunity to Critical Hits: Oni are immune to the benefits 
of critical hits made against them. The attack is treated as a 
normal attack, ignoring the natural 20 on the die roll. Game 
Masters are encouraged to describe the strike spectacularly and 


show that the oni can simply shrug it off. 


Ooze, Gray 


Number: 1-3 

Size: Medium 

HD: 3 (dro) 

AC: 6 

Saves: P 

Move: ro ft, 10 ft (climb) 

Attacks: Slam (1d8 Acid) 

Special: Blindsight 30 ft, Corrode Metal, Amorphous, False 
Appearance, Immunity to Cold, Immunity to Fire, Immunity to 
Acid, Immunity to Psionics 

Intelligence: None 

Type: Ooze 

Morale: Average (10) 

XP: 50+2 


Gray oozes are enormous unicellular organisms, almost 
completely transparent, with a faint tinge of oily gray to their 
membrane. By all accounts, gray oozes appear to be a mundane 
species of protozoa, only of mind-blowing size and strength. 
While most protozoa are microscopic and invisible to the naked 


eye, the gray ooze is big enough to engulf a fully grown man. 


Gray oozes like damp, cool places where they can take up 
moisture and biomatter. They will attack humans and animals if 
given the opportunity, as they are drawn to movement in their 


environment. 
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A common tactic for gray oozes is ambush hunting, as they 
are not especially fast. Their translucent bodies and feint gray 
coloration make for ideal camouflage for dark caverns, bare 


rock, or wet places. 


Corrode Metal: Any nonmagical weapon made of metal that 
hits a gray ooze corrodes. After dealing damage, the weapon 
takes a permanent and cumulative -1 penalty to damage rolls. If 
its penalty drops to -5, the weapon is destroyed. Nonmagical 
ammunition made of metal that hits the ooze is destroyed after 


dealing damage. 


The ooze can eat through 2-inch-thick, nonmagical metal in 1 


round. 


Amorphous: A gray ooze can attack opponents in any 
direction, and is not vulnerable to backstabs, as it has no 
discernable front or back. Additionally, it can squeeze through 


a space as small as x inch wide. 


False Appearance: While motionless, a gray ooze is 


indistinguishable from an oily puddle or wet stone. 


Ooze, Primordial 


Number: 1-2 

Size: Large 

HD: to (dio) 

AC: 4 

Saves: P 

Move: 10 ft, 10 ft (climb) 

Attacks: Slime (3d6 Acid) 

Special: Blindsight 60 ft, Acid, Amorphous, Engulf, Split, 
Immunity to Cold, Immunity to Electricity, Immunity to Acid, 
Immunity to Psionics 

Intelligence: None 

Type: Ooze 

Morale: Average (10) 


XP: 2,400+10 


Named for the theoretic soup which spawned all life on Earth, 
the primordial ooze is a generic term for the aqueous solution 


of organic compounds, mucus, bacteria, and other unguessable 
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substances that make up a seething, organic mass of living 
slime. This slime is an ageless, amorphous sludge that dissolves 
whatever it comes into contact with, breaking it down into 
its most basic components, and incorporating any organic 


components into its makeup. 


The slime is a fetid, bubbling heap that measures almost to the 
shoulder ofa man, dragging its bulk behind it in trails of mucus, 
moving sluglike across the ground. It is seemingly brainless, 
just seeking out matter to incorporate into itself and by which 
to bloom more bacteria and organic compounds. Lament those 
who encounter primordial ooze, for itis not readily apparent 
how one would fight such a terror. Indeed, most who encounter 
this horror turn and flee at first sight of it, for its form is so alien 
and terrifying. 


Acid: A creature that touches a primordial ooze or hits it with a 
melee attack while within 5 feet of it takes 1d8 acid damage. Any 
nonmagical weapon made of metal or wood that hits the ooze 
corrodes. After dealing damage, the weapon takes a permanent 
and cumulative -1 penalty to damage rolls. If its penalty drops 

to -5, the weapon is destroyed. Nonmagical ammunition made 
of metal or wood that hits the pudding is destroyed after dealing 
damage. The ooze can eat/burn its way through an inch of 
wood in two rounds, an inch of iron in four rounds, an inch of 
steel in one minute, an inch of lead in ten minutes, and an inch 
of crystal or glass in one hour. Strangely, primordial ooze is 


incapable of dissolving stone. 


Amorphous: A primordial ooze can attack opponents in 
any direction, and is not vulnerable to backstabs, as it has no 
discernable front or back. Additionally, it can squeeze through 


a space as small as 1 inch wide. 


Engulf: A primordial ooze can attempt to flow over its victims 
to digest them. A Dexterity save is allowed to negate the attack. 
If the save fails, however, the ooze engulfs a part of the victim 
and immediately begins secreting acid. Each round, a new save 
is allowed to escape. It takes 4 rounds for the primordial ooze to 
completely engulf a man-sized creature. When this occurs, the 


victim suffers double damage from the acid and can suffocate. 


Split: If the primordial ooze suffers slashing damage, it 
immediately splits in two. Their AC remains the same, but their 
hit points are divided equally between the two halves. The acid 


damage of these smaller oozes is halved as well. 


Pitcher Plant, Giant 


Number: 1 

Size: Large 

HD: 5 (diz) 

AC: 15 

Saves: P 

Move: to ft 

Attacks: 2 Vine (3d6 Slashing), 1 Bite (2d8 Piercing) 
Special: False Appearance, Tendril Sprout, Grapple, Swallow 
Intelligence: Animal 

Type: Plant 

Morale: Steady (12) 

XP: 250+5 


The giant pitcher plant resembles an enormous version of the 
mundane tropical plant, with a massive, pitcher-shaped vessel 
filled with a digestive fluid making up its bulk. This pitcher-like 
vessel is derived from a tubular, modified leaf. A secondary leaf 
near the top of the huge pitcher can be closed shut by the plant, 
like a lid, trapping whatever falls into the pitcher inside. 


The giant pitcher plant is carnivorous, and the fluid within 

its pitcher can dissolve flesh and bone, allowing it to derive 
nutrients from whatever it grapples with its tendrils and throws 
inside its gaping maw. It is incapable of dissolving metals, and 
the bottom ofits pitcher may be filled with the loot of old, 


liquidated victims. 


False Appearance: When motionless, a giant pitcher plant 
is indistinguishable from a mundane, non-aggressive pitcher 


plant of incredible size. 


Tendril Sprout: Giant pitcher plants have 2 animate tendrils 
with which they can grasp and whip. They can reach out to 

roughly 30 feet, with enough slack still to whip or even ensnare 
opponents. Each tendril has an AC of 14 and 8 hit points. When 


a tendril is destroyed, the giant pitcher plant can make one 
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less whip attack per turn. It can, however, regrow its tendril by 
using its action to do so on its turn. Destroying a tendril deals 
no damage to the plant itself, which must be attacked in the 


vicinity of its pitcher, or elsewhere on its central bulk. 


Grapple: A giant pitcher plant can choose to grapple an 
opponent with a vine and drag them toward the bulk of the plant, 
where the hungry pitcher waits. Whenever a giant pitcher plant 
succeeds in attacking an opponent with a vine, it can grapple 
the opponent and drag them up to 15 ft toward the pitcher. A 


Strength check is required to break free of the grapple. 


Swallow: Ifa giant pitcher plant makes a successful bite attack 
against an opponent of Medium size or smaller, they must 
succeed on a Luck saving throw or be swallowed whole by the 
plant. Ifthe target is grappled in the pitcher plant’s vines when 
bit, there is no use in making a saving throw—if the bite lands, 
the victim is swallowed. Swallowed creatures sink into the pool 
of half-digested matter, nectar, and sticky sap that rests in the 
base of the pitcher plant. A swallowed victim takes 3d6 points 
of acid damage at the start of the pitcher plant’s turn for every 
round that they are inside the pitcher. The plant can only have 


one victim swallowed at a time. 


Pit Ching 

Number: 1 

Size: Large 

HD: 8 (d8) 

AC: 15 

Saves: P 

Move: 30 ft, 20 ft (climb) 

Attacks: Bite (2dr2 Piercing), 2 Claws (2d6 Slashing), or By 
Weapon 

Special: Twilight Vision, Flesh Eater 
Intelligence: Inferior 

Type: Monstrous Humanoid 

Morale: Steady (12) 

XP: 500+8 


These savage monsters get their names from the deep pits and 
canyons in which they tend to dwell. Pit things resemble large 


bipedal reptiles with short, rounded heads, heavy tails, and long, 
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powerfully muscled limbs. The mouth of a pit thing is circular 
and filled with many rows of shark-like teeth. Their eyes are 


small and milky white. 


Pit things are notoriously voracious creatures and will eat 
almost any kind of meat—the fresher the better. For this reason, 
they are often kept by wicked kings and sorcerers in their 
dungeons and oubliettes as a means of disposing of unwanted 


visitors. 


Flesh Eater: When the pit thing kills a creature, it will always 
try to devour it, provided it is Medium sized or smaller. Starving 
pit eaters will stop in the middle of battle to gorge themselves, 
but those who are somewhat sated have the presence of thought 
to carry their kills away to eat in some dark hovel alone. Eating 
acreature takes a pit thing 1d4 rounds, after which time the pit 


thing replenishes 4d8 hit points. 


Plant, Memory Stealing 


Number: 1 

Size: Large 

HD: 7 (d8) 

AC: 14 

Saves: M, P 

Move: o ft 

Attacks: 2 Pseudopods (1d6 Slashing) 
Special: Steal Memories 
Intelligence: Average 
Type: Plant 

Morale: N/A 

XP: 540+7 


Memory stealing plants are a psionic breed of alien-looking 
vegetation that is incredibly resilient to environmental 
conditions, and thus can be found just about anywhere. It 
appears as a large mound of spongy moss, typically green and 
brown. This moss grows tiny flowers in the spring, almost white, 
but with the vaguest suggestion of pink. Within the bulk of the 
mossy shape are two vinelike pseudopods which it can use to 


interact with its environment, or to defend itself. 
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The plant has a vague semblance of awareness, brought about 
by a telepathic or psionic ability it seems to possess. This is 
fueled by the plant’s most wicked trait—the power to probe 
the minds of others, and steal from them their memories 

and abilities. In doing so, the plant can enhance its own skill, 
becoming more powerful, and even leeching sorceries from an 


unwitting caster. 


Steal Memories: A memory stealing plant can, 
unsurprisingly, steal memories from any creatures of at 

least “Inferior” Intelligence within 30 ft. For commoners 
without levels or a class, the loss of memories is a personal 
disappointment, but not much more. While the plant will 
indeed gain nourishment from these memories, it will gain no 
benefits. For creatures that have appreciable experience in any 
class, the memory stealing plant will gain some benefit from 


these memories. 


Any creature capable of spellcasting can have a spell stolen, 
provided they have at least one spell memorized. For sorcerers, 
when the plant targets them, a spell at random will be stolen. 
This spell is wiped from the memory of the caster and is gained 
by the plant. The memory stealing plant can cast this spell on 
its turn ifit feels this is the best course of action. The plant can 
continually steal memories, and this does not count against 

its number of attacks per round, although it can steal only one 
memory per round. For each other class, based on that class’s 
primary attribute, it will gain another ability, dependent upon 


the class, as follows: 


Strength: Plant gains a +1 bonus to all to hit rolls or a +1 bonus 


to all damage rolls. 


Dexterity: Plant gains a +1 bonus to armor class or gains 


immunity to poisons. 
Constitution: Plant gains 1d4 hit points. 
Charisma: Plant gains a +1 bonus to all saving throws. 


Wisdom: Plant will heal itself for 1d6 hit points of damage on the 


round that the memory is stolen. 


Intelligence: Will gain a random benefit from the options listed 


above on the round that the memory is stolen. 


All effects are cumulative except effects derived from Wisdom 
or Intelligence. Any creature that has a memory stolen takes a -1 


penalty on all rolls for that round. 


After an encounter with a memory stealing plant, characters 

will invariably have huge gaps in their memory. By consuming 
some of the plant after slaying it, victims can recover any major 
or important memories they might have lost in the encounter. 
Minor memories might permanently elude them, however. For 
example, that wine-soaked night in the city of Kaishma’ar where 


the party was run out of town might never return to them. 


Pony 


Number: 1 

Size: Medium 

HD: 2 (d8) 

AC: 13 

Saves: P 

Move: 40 ft 

Attacks: 2 Hooves (1d3 Bludgeoning) 
Special: Nil 
Intelligence: Animal 
Type: Animal 

Morale: Unsteady (5-7) 
XP: 10+2 


Ponies are stout equine animals that bare a strong resemblance 
to their cousins the common horses, though they are far smaller 
and stockier. Ponies are naturally found in hill country and 


pastoral fields, where they roam in small bands. 


These animals are highly social and are often domesticated to 
serve as beasts of burden for farms, quarries, caravans, and all 
other manner of enterprise. A typical pony can comfortably 
carry 75 lbs. of goods on its back, or a maximum of 225 Ibs. 


Alternatively, they can drag up to 1,125 Ibs. behind them. 


Psionic Sungoid 


Number: 1 


Size: Variable 
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HD: 1-50 (Depending on Size of Fungoid Colony) 
AC: 5 

Saves: N 

Move: o ft 

Attacks: Surface Infection (1d8 Poison) 

Special: Poison Spores 

Intelligence: Special 

Type: Plant 

Morale: N/A 

XP: 10+1 


The psionic fungoid is a psychic species of mold that grows 
in great carpets of yellow-gray mounds and fuzz. It grows ina 
colony, where each culture is both an individual organism and 


part ofa collective lifeform. 


Colonies of psionic fungoid typically grow in warm, dark, damp 
places out of the way of human interference. Cavern walls, old 
dungeon corridors, castle ruins, soggy cellars, and the like are 


their favorite haunts. 


The psionic fungoid is highly sensitive to physical disturbances 
and will spray its deadly spores if poked or prodded. This 
proves lethal more often than not, and also results in more 


psionic fungoid growth. 


While the psionic fungoid is telepathic, it lacks any substantial 
intelligence. Whenever the fungoid projects its ‘thoughts’, they 
are little more than an erratic explosion of nonsensical impulses. 


It uses these impulses as a weapon in dire situations. 


Poison Spores: Ifa psionic fungoid is struck, or if a creature 
treads upon it, the fungoid has a 20% chance of releasing 
spores, with +5% added to the chance for every hit point of 
damage inflicted upon the colony. In such cases, the psionic 
fungoid will release a cloud of its golden spores in a ro ft radius 
hemisphere. Any creature caught within the cloud must make a 
saving throw versus Constitution (CL 5) or die, as the fungoid’s 
spores graft themselves within the creature’s lungs and begin 
to replicate. Such victims will quickly have their flesh and bone 


consumed by the fungoid within 24 hours. 
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Psionic Blast (Recharge 6 on d6): Any single creature 
with at least Inferior Intelligence (an Intelligence score of 3) 
within 60 ft of the fungoid can be targeted by this attack. The 
psionic fungoid unleashes a telepathic wave of random, chaotic 
impulses and thought patterns that force the victim to make an 
Intelligence save, or become catatonic—unable to move, react, 
or even think. This effect can be ended by means of a Charm of 


Revitalization, cast on the victim. 


Plerosaur 


Number: 1-20 

Size: Large 

HD: 5 (diz) 

AC: 13 

Saves: P 

Move: to ft, 60 ft (fly) 
Attacks: 2 Talons (1d4 Slashing), or Bite (3d6 Piercing) 
Special: Flyby, Grab 
Intelligence: Animal 
Type: Dragon 
Morale: Average (9) 
XP: 200+5 


This winged reptilian monster has persisted on Earth for many 
eons, dating back to the times of the true dragons. While 
nota true dragon itself, it is considered a distant relative of 


dragonkind. 


Often such beasts are employed as mounts by powerful 
sorcerers, dread warlords, slavers, and the like. In the wild, they 
dwell on high sea cliffs, living in caves where they make their 
nests, leaving to catch fish to feed their young. Some also make 
their homes in rugged jungle mountains, scavenging crawling 


lizards and mammals off the rocks. 


Flyby: Pterosaurs can make swooping attacks from the air, 
allowing them to fly in, attack, and finish their flight movement 


without provoking an opportunity attack. 


Grab: Ifa Pterosaur makes two successful talon attacks 


against the same target, the target is considered grappled and 
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may be quickly hoisted off the ground. A pterosaur can carry 
an astonishing 1,000 lbs. and still maintain flight. A Strength 
check is required to break free of the pterosaur’s grip, though 
one might not be too keen to do so once a lethal elevation has 


been reached. 


Rakshasa 


Number: 1-4 

Size: Medium 

HD: 7 (d8) 

AC: 16 

Saves: M, P 

Move: 40 ft 

Attacks: 2 Claws (1d3 Slashing), Bite (1d4 Piercing) 
Special: Cursed Strikes, Detect Thoughts, Sorcery, Change 
Shape, Darkvision 60 ft, SR.16, Limited Sorcery Immunity, 
Immunity to Nonmagical Weapons, Special Vulnerability 
Intelligence: High 

Type: Fiend 

Morale: Champion (15-16) 

XP: 810+7 


Rakshasas are pipe-smoking, riddle-telling, shapeshifting, 
wine-guzzling tiger-headed humanoids who enjoy lives of lavish 
luxury when they can sink their claws into it. While they can be 
encountered anywhere in the world, this rare breed of fiend is 


most often encountered in positions of power in lands where 


tigers are naturally found, such as Lemuria or Huanxia. 


These creatures are incredibly cunning, sly, and duplicitous, 
most often presenting themselves as humans, and typically 
embedding themselves into a society where they can manipulate 
and control as many people as possible. Especially clever 
rakshasas might pose as high priests, rajas, emirs, or warlords 
ofaregion. Less capable rakshasas might only rule over a single 
estate or property, but no matter the situation a rakshasa finds 
itself in, they will settle for nothing less than total luxury and 


lavishness. 


When in their true form, rakshasas appear almost as bipedal 


tigers, though with hands and feet instead of paws. They dress 
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lavishly and adorn their bodies with shining rings, jewels and 
baubles. 


Rakshasas speak the language of Tigers, as well as the Wicked 


Tongue of Demons, and the local human language. 


Cursed Strikes: If the rakshasa succeeds at damaging an 
opponent with a claw attack, the victim succumbs to a subtle 
yet fiendish curse. The magical curse takes effect whenever the 
target attempts to rest, filling the victim’s head with horrible 
images and dreams. The cursed target gains no benefit from 
finishing a rest. The curse lasts until the reverse of Witch’s 
Hex, called Remove Witch’s Hex is cast on the target, AND the 


rakshasa who caused the curse is slain. 


Detect Thoughts: A rakshasa can telepathically read the 
thoughts of any creature within 100 feet. This ability can be 
blocked by 1 foot of stone or 1 inch of metal. Rakshasas cannot 
be surprised, and cannot fall victim to a sneak attack, back 
attack, or death attack. 


Change Shape: Rakshasas are able to appear as any 

form of humanoid they wish, including specific individuals. 
Additionally, rakshasas are immune to all shape-altering spells 
and effects unless they wish to be affected. A rakshasa loses its 
natural attacks when transformed, but otherwise uses the same 


AC, HD, HP, saves, and special abilities. 


Limited Sorcery Immunity: Rakshasas cannot be affected 
or detected by any spell (or effect) of Major complexity or lesser 
unless it wishes to be affected. Otherwise, the rakshasa has 


advantage on its saving throw against the sorcery. 


Special Vulnerability: Rakshasas take double damage from 
magical weapons that do piercing damage if a divine prayer is 


prayed aloud for the Rakshasa to hear at the same time. 


Sorcery: Rakshasas cast spells as a 6th level sorcerer, with 
18 points of Memory. As fiends of the Underworld, rakshasas 
do not need to worry about Corruption. They still accumulate 
points, but they suffer no penalty for reaching 10 Corruption 


points. A typical rakshasa will have 3d4-2 points of Corruption. 
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Rakshasas typically know some or all of the following spells, 


organized by memory size: 


IM: Charm of Revitalization and Draining, Sykral’s Ensnaring 
Ensorcellment, Hurtling Beams of the Unerring Lance, Tian- 


sins Toxin Triangulation 


2M: Caustic Missile of the Oozing Lord, Basic Pyromantic 
Sorcery, Xai-Tang s Evocation of Unsullied Soles 


5M: Noisome Breath of Boglox the Reeking, Pyromancers 
Orb of Destruction 


Rat 


Number: 1-100 

Size: Small 

HD: 1 (d3) 

AC: 10 

Saves: N 

Move: 20 ft, 15 ft (climb) 
Attacks: Bite (1d2 Piercing) 
Special: Disease, Twilight Vision 
Intelligence: Animal 

Type: Animal 

Morale: Unreliable (2-4) 
XP: Nil 


Rats can be found almost anywhere on Earth, save the most 
extreme of arctic climates. In general, rats live anywhere 
humans do. They favor dark places like cellars, attics, the gaps 
between walls, sewers, barns, silos, etc. Rats live in colonies 
that build immense nests of rubbish and filth, and often carry 
wicked diseases which they can spread to humans through 
prolonged contact. For this reason, when a colony of rats is 
discovered, they are typically exterminated quickly, out of fear 


ofan imminent outbreak of a disease such as the plague. 


There are rumors of an especially nasty breed of rat that grows 
to an alarmingly huge size. Such rats would measure almost 3 
ft in length, would have a d6 for their HD, and would deal 1d4 
piercing damage on a bite, however, the existence of giant rats 


has not been substantiated. 
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Disease: There is a 5% chance that any given rat is diseased. 
Any creature bitten by a diseased rat must make a Constitution 
saving throw to avoid succumbing to the Black Death. Yes, that 
Black Death. The disease is marked by three stages. The first 
stage, referred to as the onset typically takes 2-6 days. It is 
evidenced by signs and symptoms that include the sudden onset 
of fever, chills, bodily 
weakness, and an acute 
headache. The second 
stage of the infection 
manifests around 7-8 
days after infection 

and is typified by the 
appearance of bulging, 
painful lymph nodes, 
called buboes. The buboes are prone to bursting, are incredibly 
tender, and carry infectious pus that can go on to force others 
to make a Constitution saving throw or become infected 
themselves. Buboes can appear all over the victim’s body but 
are most heavily concentrated at the site of infection, as well as 
the armpits, upper femoral, groin, and neck region. The last 
stage of the disease can prove fatal, as the infection spreads into 
the vital organs and kills the victim on the roth day. This stage 
is typified by violent coughing, vomiting blood, weight loss, and 
eventually death. 


Victims suffering from the first stage of the disease suffer 


disadvantage to all physical checks and saves. 


Victims suffering from the second stage of the disease suffer 


disadvantage on all checks, saves, and attacks. 


Victims suffering from the third stage of the disease are barely 


lucid and cannot move without assistance. 


The only surefire way to cure the plague is to cast the reverse 
of Pox of the Pustulent Godling, called Banishment of the 
Pustulent Godling. 


Rat-Fiend 
Number: 1 


Size: Small 
HD: 3 (d4) 


AC: 12 

Saves: M 

Move: 30 ft, 10 ft (climb) 

Attacks: Bite (1d4 Piercing) 

Special: Speaker of All Tongues, Spell-Like Abilities 
Intelligence: Average 

Type: Fiend 

Morale: Unsteady (5) 

XP: 80+3 


The rat-fiend is a disgusting and repugnant horror to behold, 
and one that is fortunately rarely ever seen. It appears as a 
brown-furred rat of incredible size (roughly 2 feet in length), 
though in lieu of the paws possessed by a mundane rat, this 
creature has delicate, infantile hands that appear undeniably 
human in aspect. The face of the rat-fiend is even more 
alarming, being not the face of a mundane rodent, but the 


shriveled, bearded face of an old man. 


Rat-fiends are demons from Hell—the souls of the most wicked 


men who ever lived punished to live on in forms hideous 
beyond reckoning. For their punishment, they are angry, 


vindictive, and cruel. 


They are favored as familiars by hags and black-hearted 
witches, who send them on dark nights to do their evil bidding, 
consorting with Underworld horrors, and spying upon 


sacrifices-to-be. 
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Speaker of All Tongues: Rat-fiends know all the tongues 
of the universe and can speak all languages. The voice ofa 
rat-thing loathsome and pathetic, escaping its wrinkled lips in 


hoarse whispers and haunting titters. 


Spell-Like Abilities: Visions of the Dreamer in R'lyeh (1/ 
day) 


Revenant 


Number: 1 

Size: Medium 

HD: 8 (d8) 

AC: to 

Saves: P 

Move: 30 ft 

Attacks: Slam (2d8 Bludgeoning) 

Special: Spell Immunity, Fire Vulnerability, Weapon Immunity, 
Regeneration 3, Choke Attack, Darkvision 60 ft 
Intelligence: High 

Type: Undead 

Morale: Fearless (20) 

XP: 1,525+8 


When a mortal dies and the fault can squarely be placed on a 
specific individual or group of individuals, there is a minute 
chance that the felled mortal may come back from the dead. In 
such cases, they return as a grim-faced undead creature, driven 
solely by the desire to avenge their own death. Such beings are 
called revenants, and they track their quarry tirelessly, refusing 
to die until they’ve gained their revenge by strangling the life 


out of those who doomed them to die in the first place. 


The crueler the circumstances of the death of a mortal, the more 
likely they are to return as arevenant. The more significant 
their work in life prior to being cut down, the more likely they 


will return as a revenant. 


A revenant will appear as they did in life, having arisen only 
just a few hours to at most a week after death. They will carry 
the obvious signs of whatever slew them, caring not to dress 
any wounds or hide any damage unless necessary. A revenant 


might have a huge gash across its abdomen, caked in dry blood 
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and half-crusted innards, or have its skull smashed in if that was 
the means by which it was felled. Beyond this, they may have a 
sallow or grayish cast to their skin, and a sunken quality to their 


eyes. 


Choke Attack: Ifa revenant makes a successful slam attack 
against their most hated enemy, upon whom they have sworn 
revenge, their attack deals double damage, and the victim 
must succeed on a Dexterity saving throw or become grabbed 
around the throat by the clammy hands of the revenant. On 
each subsequent round, the victim suffers 2d4 damage as the 
revenant violently strangles the life out of their opponent. The 
victim can break free of the grip with a successful Strength 


check at a -4 penalty. 


Weapon Immunity: Revenants are immune to blows 

from all weapons, be they mundane, silvered, or magical. Ifa 
revenant is struck with a weapon that deals slashing damage, 
there is a 5% chance per to hit roll that a part of the revenant 
is severed. For example, if a 13 is rolled on a d20 for attack 
purposes, it will not inflict damage, but there is a 65% (13x5%) 
chance that a body part will be chopped off. The Game Master 


should use the following chart to see what body part is severed. 


1-2:  Rightleg 


3-4: Left leg 

5-6: — Right arm 

7-8: Left arm 

g: Severed at the waist 
10: Head 


If the attacker announces they are attacking a certain area in 
their description of events, forgo the chart and allow the named 


body part to be lost instead. 


Regeneration: Regardless of any body parts being lost, 

the hand that is grasping a chosen victim’s neck will not 

release. Each severed limb can move of its own accord and will 
constantly attempt to rejoin. The revenant will rejoin in four 
rounds if left undisturbed. Even while taking blows and losing 
body parts, previously lost appendages will continue to rejoin. 
If the revenant loses hit points, it will regenerate 3 hit points per 


round, starting the round after it first takes damage. 
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Spell Immunity: Revenants are immune to all spells, save for 
fire-based spells, for the only thing that can slay the creature is 


fire. 


Fire Vulnerability: Spells that deal fire damage inflict 
double damage to a revenant. Mundane fire, say from a swung 
torch, deals 1d6 damage to a revenant. Once the creature has 
lost 50% of its hit points to fire damage, it is assumed to be 
engulfed in flame. A burning revenant takes 1d4 points of fire 
damage every round, even when no one is attacking it. If the fire 
jeopardizes the revenant’s chances of gaining its revenge, it will 
do whatever it can to put out the fire. Otherwise, it will ignore it. 
Only by reducing the revenant to ashes (-ro HP) will it be truly 
destroyed. 


Rhinoceros 


Number: 1-10 

Size: Large 

HD: 6 (dro) 

AC: 13 

Saves: P 

Move: 40 ft 

Attacks: Gore (2d8 Piercing) 
Special: Charge 
Intelligence: Animal 
Type: Animal 
Morale: Unsteady (7) 
XP: 160+6 


The rhinoceros is a very large, semi-aggressive herding mammal 
known for its thick gray hide, and huge horn. This horn is 
employed in displays, to fight fellows of its species, and to chase 
off predators. Rhinos are markedly unintelligent, and easily 
spooked. They commonly dwell in vast grasslands where they 
browse and graze on grasses, bushes, and the leaves of low- 


hanging trees. 


Charge: If the rhinoceros moves at least 20 ft straight toward 
a target then successfully hits with a gore attack on the same 
turn, the target takes an extra 2d8 piercing damage. The target 


must make a Strength saving throw or be knocked prone. 


Saber-Coothed Ciger 


Number: 1-2 

Size: Large 

HD: 7 (d8) 

AC: 12 

Saves: P 

Move: 40 ft 

Attacks: Claws (2d6 Slashing), or Bite (adro Slashing) 
Special: Keen Smell, Pounce 
Intelligence: Animal 

Type: Beast 

Morale: Steady (11-12) 

XP: 400+7 


Saber-toothed tigers are a massive breed of stone-age feline 
that resembles a hybrid ofa lion anda tiger, with a spotted coat, 
thickly packed muscles, and a pair of downward thrust, curving, 
swordlike teeth. 


These great cats dwell in the grassy plains and rolling foothills 
across the world, being well suited to a wide variety of climates. 
They are proficient hunters and efficient killers. A mother will 
always bear two cubs, which it will raise into adolescence, at 
which time she will leave them to fend for themselves. 


Keen Smell: Saber-toothed tigers have advantage on Wisdom 
checks that rely on smell. 


Pounce: If a saber-toothed tiger moves at least 20 ft straight 
toward a creature, then hits it with a claw attack on the same 
turn, that target must make a Strength saving throw or be 
knocked prone. If the target is prone, the cat can make a free 


bite attack against them. 


Scorpion, Giant 


Number: 1-10 

Size: Large 

HD: 5 (d8) 

AC: 15 

Saves: P 

Move: 40 ft, 1o ft (climb) 

Attacks: 2 Claws (1d8 Bludgeoning), Stinger (1d6 Piercing) 
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Special: Venom, Twilight Vision 
Intelligence: Animal 

Type: Beast 

Morale: Steady (11) 

XP: 160+5 


Giant scorpions are an enormous breed of arachnid that 
anatomically resembles the far smaller mundane scorpion. 
They sport eight limbs, two of which are modified into massive, 
crushing claws, an armor-plated body, and eight eyes. Beneath 
these eyes reside a pair of fanglike chelicerae that the scorpion 
uses to tear at the prey it devours. Out of the back of the 
creature grows a long, upward curling tail, which terminates at 


a hooked stinger, under which bulges a large venom gland. 


These arthropods are most commonly found in arid, rocky 
deserts, though some subspecies are found in tropical and 
subtropical rainforests. In either case, they subsist on whatever 
food they can crush between their pincers—usually goats, wild 
boars, other giant insects or arthropods, and occasionally more 


intelligent beings. 


Venom: Ifa giant scorpion successfully lands a stinger 

attack against an opponent, the opponent must succeed on a 
Constitution saving throw to resist the effects of envenomation. 
Avictim takes 4d6 poison damage from the venom ona failed 


save, or halfas much ona successful one. 
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Sea Wyrm 


Number: 1 

Size: Huge 

HD: 15 (dro) 

AC: 17 

Saves: P 

Move: 20 ft, 60 ft (swim) 

Attacks: Bite (6d4 Piercing), Tail (2di2 Bludgeoning) 
Special: Swallow Whole, Boiling Blood, Steam 
Intelligence: Animal 

Type: Dragon 

Morale: Steady (12) 

XP: 8,500+15 


The sea wyrm is the largest and most fearsome race of dragons 
that endure to this age of the Earth. They are vast, tubular 
creatures beyond reckoning, sleek of body, with the head ofa 
serpent, though accented with a bright orange dorsal crest. So 
immense is a wyrm that itis said they measure at least as long as 


a bowshot (600 ft) in length when fully uncoiled. 


Fortunately, the sea wyrm holds none of the intelligence of the 
true dragons, or else none would ever dare sail the waters of 


the wide world. Sea wyrms are mostly found in bodies of salt 


water of great depth, such as the open ocean, or vast inland seas. 


Some, however, are rumored to exist in some of the incredibly 


deep freshwater lakes that dot the landscape. 


Being so immense, it should come as no surprise that sea wyrms 
are always hungry. They will devour whatever they feel they can 
kill, be ita giant squid, a whale, a leviathan, a pirate’s galley, a 
merchant ship, a shark, or even a kraken if it is wounded or a 
juvenile. All are fair game to pass the many rows of teeth that 


line the throat of the sea wyrm. 


Swallow Whole: If a sea wyrm makes a successful bite attack, 
and the roll is a natural 18 or better, the victim must succeed 
ata Dexterity save at disadvantage to avoid being swallowed 
whole. Once swallowed, the victim enters the wyrm’s crushing, 
boiling, acidic digestive system. Each round spent inside a 
wyrm causes 1d20 points of bludgeoning damage, plus 10 


points of fire damage caused by the searing heat, and another 
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TO points of acid damage. A victim can attempt to cut its way 
out of the creature (AC 15). Ifa victim manages to cut free of 
the wyrm, muscular contractions by the beast seal the hole 
quickly thereafter, meaning that an opening is only present 
long enough to allow one swallowed victim to escape before the 


wound seals shut. 


Boiling Blood: Whenever piercing or slashing damage 

is dealt to a sea wyrm, it ruptures the skin of the creature, 

and causes arush of fiery, boiling blood to burst forth. The 
attacker, ifadjacent to the wyrm, suffers 1d4 fire damage as the 
blood sprays them. The blood is so hot that it can even ignite 


flammable materials. 


Steam (Recharge: 5-6 on a d6): Sea wyrms can spray 

a billowing cloud of searing hot steam in a line 5 ft wide and 
100 ft long. Any creature caught within this beam must make 
a Dexterity saving throw, suffering 12d8 fire damage, or half as 
much ona successful save. The steam quickly cools to non- 
lethal levels but persists for 1d8 rounds, and heavily obscures 
the environment, causing disadvantage on checks that rely on 


sight. 
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magical weapons. The enchantments on such weapons grant 
erpen emon 8 I pons g 


Number as them a bonus to hit and a bonus to damage ranging between 


+r and +4. Especially powerful serpent demons might carry 


Size: Large 

HD: 17 (dro) weapons that hold more elaborate powers and enchantments, 
AC: 18 at the GM’s discretion. Such weapons also likely have curses 
Saves: M, P placed upon them which induce Corruption when wielded by 
Move: 40 fi mortals. 


Attacks: By Weapon (x6), 1 Tail (4d6 Slashing + Grapple) . : 
; ; Immunity to Mortal Tools: Serpent demons are immune 
Special: SR16, Enchanted Weapons, Grapple, Cold Resistance : > 
. . f . . to attacks from nonmagical weapons that are not made of silver. 
(2), Fire Resistance (12), Lightning Resistance (12), Immunity 
to Mortal Lodls, pmmumty a a Teleportation: Serpent Demons possess the uncanny ability 


Intelligence: Genius ses 
to instantly teleport to an unoccupied space they can see within 


Type: Fiend vof 
Morale: Fanatic (17-18) 


XP: 15,000+17 


Serpent demons are taunting and wicked fiends who slither 
across the dark wastes of the Underworld. They appear as lean- 
bodied humans from the waist up and as huge pythons from 
the waist down. Their scaly, trunk-like bodies terminate in an 


organic, hooked blade of chitin as hard as steel. 


Serpent demons have six arms and carry six weapons which they 
prefer to employ all at once. Wielding six weapons, a serpent 
demon quickly becomes a whirlwind of flashing steel and 
murderous intent. The weapons of a serpent demon are always 
of incredible make and are often magical. Serpent demons are 
especially proud of their weapons and will hunt one down to the 


ends of the Earth if it is stolen from them. 


These demons are often haughty and brash. They know they 
are incredibly powerful and think all others should respect and 


fear them for it. They gravitate to positions of power and often 


create hierarchies where they can rule with absolute control. In 


the Underworld, they often torment lesser demons and compel 


Grapple: When a serpent demon makes a successful tail 


them to do their bidding. In the mortal realm, serpent demons 


are often leaders of naga death cults. attack against a creature of Large size or smaller, they can 


immediately follow it up by wrapping their coils around the 


Enchanted Weapons: Serpent demons always carry six victim, grappling them in their sinewy embrace. The grapple 
weapons on their person, which are of incredible make and requires a successful Strength check to break free. While 
quality. They favor swords, axes, and maces most of all. The grappled, a victim cannot move, attack, or perform any action 
weapons carried by a serpent demon are go% likely to be that requires free range of movement. Grappled creatures suffer 
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4d6 Bludgeoning damage each round, as they are crushed to 
death by the serpent demon. A serpent demon can only have 
one victim grappled at a time, and cannot make tail attacks 


while grappling a victim. 


Serpentman 


Number: 2-24 

Size: Medium 

HD: 4 (d8) 

AC: 12 

Saves: M, P 

Move: 30 ft 

Attacks: By Weapon, Bite (1d3 Piercing) (true form only) 
Special: Illusions, Mirror Aversion 
Intelligence: Average 

Type: Humanoid 

Morale: Elite (13) 

XP: 80+4 


Once there was a great empire in the ages of earliest antiquity, 
ruled not by man, but by a sibilant, slithering race who built 
high towers of basalt and called down eldritch sorceries from 
the mythic Dark Moon. They were the serpentmen—a race of 


subtle beguilers, hawkish slavers, and degenerate sorcerers. 


In their empire of old, the serpentmen ruled with an iron grip, 
worshipping both a strange and stygian hooded serpent god, 
and the Dark Moon itself. They were slavers of men and beasts, 
holding the earliest of humanity in bondage, and conducting 
strange alchemical experiments on them in their laboratories 
of sorcery-science. When their empire collapsed, it was due 

to their own hubris. With strange magics, they called the Dark 
Moon closer to the Earth, for it was the source of their power. 
In doing so, the satellite was pulled free of its orbit, and crashed 


into the planet, ushering in an age of Ice. 


What remains of the serpentmen of today is a scant remnant 

of their once vast empire. They dwell in secret societies, small 
cells, and cults that walk among mankind, disguised by illusion 
to appear as humanity themselves. They insinuate themselves 
into the highest ranks of human society, weaseling their way 


into positions of power so that they might undermine it from 
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within. In this way, they hope to afford themselves the slightest 
chance of regaining the true power their race once knew. It 
is their general opinion that humans are too simple and too 
boorish a species to manage themselves and would do better as 


aservitor race. 


A favorite scheme of serpentmen is to abduct people in 
positions of authority and sacrifice them to one of their strange 
and primordial gods, such as the hooded serpent Apoph, or 
any of his demigod servitors. With the death of the human, 
aserpentman disguised by illusion then takes their place, 
using their sway and influence to guide events in the favor of 


serpentman society. 


When not disguised by illusion, serpentmen appear as sinewy, 
pythonic creatures, with the flat, wedge-shaped head of a rock 
python, with gray, lidless eyes. They have long, scaly bodies, 
elongated further by a heavy tail that curls and trails behind 
them. In most respects, they look like a large non-venomous 
snake, though with the addition ofa torso, and fully developed 
arms and legs, all of which are covered in the same, mottled 
patterning of scales. They tend to dress rather lavishly in 

fine robes, jeweled belts, amulets, and glinting rings. Ifa 
serpentman is impersonating someone specific, they will likely 
either be wearing an exact replica of their clothing or their 
actual clothing, stolen off their back before they met a grisly 
fate. 


Serpentmen speak their own sibilant tongue in addition to any 


local languages. 


Illusions: Serpentmen can appear in the shape of any other 
humanoid, including specific individuals, so long as they are 
familiar with their likeness. This illusion is incredibly powerful, 
devilishly subtle, and perfectly replicates physical appearance, 
stature, manner, and sound of speech. Ifa serpentman 

chooses to take ona nonspecific form of humanoid, such as a 
generic human female, they would appear as an unremarkable 
individual, who stands out little from a crowd of their fellows. 
This illusion can create clothing and other garb for the 


serpentman to wear or carry. 
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While it can create illusory weapons, any damage dealt by them 
is psychosomatic and fades when a victim realizes that there 


never really was a weapon to speak of. 


The illusion is so believable, it takes close inspection and touch 
to even attempt to make a check to disbelieve it. Any check to 
disbelieve the illusion is made using Intelligence, and is made 


with disadvantage, for the illusion is so powerful. 


Mirror Aversion: Serpentmen are repelled by their 
reflection, for mirrors reveal the falsehood of their illusions. 

A serpentman who stands before a mirror will always have a 
reflection indicative of its true form, regardless of what illusions 
it employs. Serpentmen will always recoil from their own 
reflection and will always shrink back from a mirror held before 


them that is less than 20 feet away. 


Serpentman High Priest 


Number: 1 

Size: Medium 

HD: g (d8) 

AC: 14 

Saves: M, P 

Move: 30 ft 

Attacks: By Weapon, Bite (1d3 Piercing) (true form only) 
Special: Illusions, Mirror Aversion, Sorcery 
Intelligence: Superior 

Type: Humanoid 

Morale: Elite (14) 

XP: 400+9 


The high priests of the serpentmen are the elite among what 
remains of their fledgling society. They are powerful sorcerers 
who stil read the ancient, crumbling scrolls of the dead, and 
dictate the rites and ceremonies of Apoph the hooded serpent 
god. They are the ultimate masterminds behind the activities 
of any conclave of serpentmen, though they are not always 
immersed directly in the affairs of humanity. Sometimes they 
will take their brethren out into the wilds to rebuild the old, 
shattered ruins of their once great kingdoms, and erect dark 
temples to Apoph in secret places, where they can cast strange 


dooms and potent sorceries. 
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Illusions: Serpentman high priests can appear in the shape of 
any other humanoid, including specific individuals, so long as 
they are familiar with their likeness. This illusion is incredibly 
powerful, devilishly subtle, and perfectly replicates both 
physical appearance, stature, and manner and sound of speech. 
In the event that a serpentman high priest chooses to take on a 
nonspecific form of humanoid, such as a generic human female, 
they would appear as an unremarkable individual, who stands 
out little from a crowd of their fellows. This illusion can create 
clothing and other garb for the serpentman high priest to wear 


or carry. 


While it can create illusory weapons, any damage dealt by them 
is psychosomatic and fades when a victim realizes that there 


never really was a weapon to speak of. 


The illusion is so believable, it takes close inspection and touch 
to even attempt to make a check to disbelieve it. Any check to 
disbelieve the illusion is made using Intelligence, and is made 


with disadvantage, for the illusion is so powerful. 


Serpentman high priests speak the sibilant tongue of the 


serpentmen in addition to a handful of other languages. 


Mirror Aversion: Serpentman high priests are repelled 

by their reflection, for mirrors reveal the falsehood of their 
illusions. A serpentman high priest who stands before a 

mirror will always have a reflection indicative of its true form, 
regardless of what illusions it employs. Serpentman high priests 
will always recoil from their own reflection and will always 
shrink back from a mirror held before them that is less than 20 


feet away. 


Sorcery: Serpentman high priests cast spells as 8th level 
sorcerers, with 32 points of Memory. Being wicked creatures 
of Chaos, they need not worry about corruption’s malignant 
influences. They still accumulate points, but they suffer 

no penalty for reaching 10 Corruption points. A typical 
serpentman high priest will have 1d6+1 points of Corruption. 
Serpentman high priests typically know some or all of the 


following spells, organized by memory size: 


1M: Arcane Sensation, Conjuration of the Slavering Maw, 
Ensnaring Ensorcellment, The Enduring Slumber of Igluggosh, 


Serpent Charm 


2M: Conjuror s Compulsory Opening, Mesmerism of Yug- 
Taarush, Paralysis of Gallu Al-Muru, Summons of the Void 


Between Stars 


5M: Blessing of the Prince of the Elemental Sea, Camut Shang s 
Conjured Comestibles, Mulro s Instant Evaporation, Sorcerous 


Detection 


10M: Roving Lye of the Unseen Spy 


Shadow 


Number: 1-4 


Size: Medium 

HD: 3 (drz2) 

AC: 12 

Saves: M 

Move: 30 ft, 40 ft (fly) 

Attacks: Strength Drain (1d4 Cold + See Below) 

Special: Strength Drain, Darkvision 120 ft, Incorporeal, Blend, 
Sunlight Vulnerability 
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Intelligence: Low 
Type: Undead 

Morale: Fanatic (17-18) 
XP: 75+3 


Shadows are the malignant psychic remnants of evil beings long 
dead. They walk through darkness unseen, detest the light, and 
creep as two-dimensional beings in a three-dimensional world. 
They are blackly evil and marked with the lingering hatred of 


whatever atrocities they committed in life. 


Shadows often walk alongside unsuspecting travelers, assuming 
the general likeness of the shadow one would normally cast. 
Only close inspection reveals the unnatural darkness of the 
shadow and the subtle inaccuracies of the movement, but this is 


usually noticed too late. 


Strength Drain: Ifa shadow succeeds in attacking a victim 
with its strength drain attack, the victim suffers 1d4 points of 
cold damage, and loses 1 point from its Strength score. If the 
target does not have a Strength score, they instead suffer a -1 
penalty to attack rolls. This drain/penalty is cumulative and 
only recovers if the target spends a full week resting. Ifa target 
has their Strength score reduced to o, they are slain and will 
resurrect as a shadow in 1d4 hours. This transformation is 
effectively permanent, horrifically devastating, and can only be 
undone by means of the spell Invocation of the Powers Beyond, 


or similarly reality-altering sorcery. 


Blend: In darkness, a shadow is virtually undetectable. It 

is considered invisible, and it can attack without spoiling its 
concealment. All attacks against such a hidden shadow are 
made with disadvantage, while the shadow enjoys advantage 
on all of its attack rolls. If several bright light sources are used, 
or magical light is cast forth, a shadow can be seen and fought 


normally. 


Sunlight Vulnerability: Ifa shadow is exposed to true 
sunlight, or any effect creating true sunlight, it is instantly 


destroyed. 
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Shambling Mound 


Number: 1-4 

Size: Large 

HD: 8 (d8) 

AC: 15 

Saves: P 

Move: 20 ft 

Attacks: 2 Slams (2d8 Bludgeoning) 

Special: Blend, Constrict, Darkvision 60 ft, Electrical 
Conversion, Twilight Vision, Fire Resistance (1⁄2), Cold 
Resistance (see below), Regeneration 2 

Intelligence: Low 

Type: Plant 

Morale: Fanatic (17-18) 

XP: 1,300+8 


These bizarre masses of vegetation are mounds of rotting weeds, 
vines, and writhing roots heaved up from the dregs of a stagnant 
bog, given animate life by a bolt of lightning. They are strong 
both in physicality and odor, and shamble along in a writhing 
mass that looks like a heaving mound of headless serpents and 


rotten tendrils. 


Shambling mounds have a dim intelligence about them, which 
compels them to guard their boggy home against intruders and 
protect the grim gloom that is the natural state of the swamp. 
They have enough wits about them to know emotions, but rarely 
express anything more than a sense of grim duty and somber 
stoicism. They want to be alone and won’t humor audiences 


with anyone. 


Blend: A shambling mound is virtually undetectable when 
lying still in a swamp. In these conditions, shambling mounds 


hide as a roth level rogue. 


Constrict: [fa shambling mound hits a single opponent with 
both slam attacks, that opponent is grappled and engulfed by 
the creature. A successful Strength save allows the victim to 
escape this grasp. Each round thereafter, a constricted victim 
suffers 1d8 points of bludgeoning damage, and then another 


Strength save is allowed to attempt escape. 
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Electrical Conversion: A shambling mound dealt lightning 
damage loses no hit points. Instead, it thrives on the energy and 
grows larger, gaining 1 hit die. This increase in hit dice provides 
additional hit points and gives an additional +1 bonus on all 
attack rolls and saving throws. It also increases the Challenge 
Level of all saves against the shambling mound’s abilities by 1. 


This effect lasts for 20 rounds. 


Cold Resistance: Shambling mounds suffer no damage on 
asuccessful save against cold-based attacks. Ifan attack has no 
saving throw listed, the shambling mound still gets to make a 
physical save to avoid the attack. Ifthe shambling mound fails 


this save, it suffers only half damage from the attack. 


Regeneration: A shambling mound’s ability to regenerate 
2 hit points every round only works while they are in at least 1 
inch of swamp or marsh water, or are in any type of muck, be it 
pond scum, the mud on the banks of a river, or the washed-up 


algal blooms of the seashore. 


Shark 


Number: 1-24 

Size: Medium to Huge 
HD: 3 (d8) to 14 (d8) 
AC: 12, 

Saves: P 

Move: 60 ft (swim) 
Attacks: Bite (1d6 to 12d6 Piercing) 
Special: Swallow 
Intelligence: Animal 
Type: Animal 

Morale: Average (10) 


XP: 2043 to 4,100+14 


Sharks are aquatic carnivores known for their voracious 
appetites, many rows of teeth, and varied sizes. Some species 
of shark will continue to grow as they age, and since sharks can 
live on as long as their environment can support them, they can 


potentially grow to astronomical proportions. 


Most sharks are shy of humans and feed on fish and sea lions. 


There are, however, rogue sharks that get a taste for human 


flesh, and actively seek it out. This is especially 
troubling when considering that sharks can smell 


blood in the water from a vast distance. 


Swallow: Huge sized sharks can swallow a Large or 
smaller sized creature in a single gulp. Ona roll of 
natural 19 or better on their attack roll, so long as the 
victim is of appropriate size, the shark simply shreds 
their victim and swallows them in one terrific bite, 
killing them instantly. There is no saving throw to 


avoid this fate. 


Shoqgoth 


Number: 1 

Size: Huge 

HD: 13 (dr2) 

AC: 9 

Saves: P 

Move: 20 ft, 30 ft (swim) 

Attacks: 1d4+1 Slams (2d8 Bludgeoning), 1d3 Bites 
(1d6+1 Piercing) 

Special: Gibbering, Sticky, Spittle, Engulf, 
Amorphous, Darkvision 120 ft 
Intelligence: Inferior 

Type: Ooze 

Morale: Fearless (19-20) 

XP: 2,600+13 


This vast, formless, amorphous blob of flesh, feelers, 
eyes and gaping pores is among the most nightmarish 
beings to ever sulk upon the Earth. Their bodies are 
vague and bubbling black masses of a sappy pseudo-flesh, and 
their surfaces are covered in blinking eyes and moaning mouths 


that spit and cry and gibber and babble in seeming agony. 


They are a race created by sorcery and science to serve as a 
slave race to an unknown breed of prehuman Earth dwellers 
referred to in the most ancient of serpentman scrolls as “elder 
things’. From whence these elder things came, or to where they 
have vanished, none can say. In their absence, their shoggoth 
slaves have cast off the yoke of servitude, and crawl through the 


dark passages beneath the Earth’s mantle, oozing through tiny 
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cervices, bleeding into caves and dungeons of all sorts. They 
seek any organic material they can consume and incorporate 


into their fleshy mass. 


It has been surmised that if a human were consumed by a 
shoggoth, their voice would be added to the cacophony of cries 
which emit constantly from the many mouths of the horrible 


thing. 
Gibbering: Shoggoths produce a strange sort of fluting 


articulate noise that hideously resembles a cacophony of human 


voices crying out in unintelligent madness. Anyone who suffers 
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the gibbering of the shoggoth must succeed on a Wisdom 
saving throw. Ona failure, the creature is paralyzed with fear 
and can’t act until the start ofits next turn, where it rolls a d8 to 
determine what it does instead of its normal behavior. On at to 
4, the creature does nothing. Ona 5 or 6, the creature flees in a 
randomly determined direction. On a7 or 8, the creature makes 
amelee attack against a randomly determined creature within 
its reach. Ifno such target is present to attack, they do nothing 


for their turn but stare in wide-eyed shock at the shoggoth. 


Sticky: Any creature struck by a shoggoth’s slam attack will 
find that they have adhered to the sticky bulk of the vast horror. 
In order to tear free from the shoggoth’s adhesive form, a victim 


must succeed on a Strength check. 


Spittle: Shoggoths can spew an acidic chemical from their 
innumerable maws, spitting it at an opponent up to 30 ft 
away. If the target is successfully hit, it takes 1d8 points of acid 
damage. 


Engulf: Any creature who reaches o hit points while still 
adhered to the horror will be engulfed. This permanently kills 
the victim and heals the shoggoth for 1dra hit points. Thereafter, 
the voice of the slain victim is incorporated into the screaming 


and gibbering of the shoggoth. 


Amorphous: Shoggoths can attack opponents in any 

direction, and are not vulnerable to backstabs, as they have no 
discernable front or back. Additionally, they can squeeze their 
form through a space as small as 1 foot wide, though it will take 


1d6 rounds to do so. 


Siren 


Number: 1-3+ 

Size: Medium (5 ft) 

HD: 5 (d6) 

AC: 14 

Saves: M, P 

Move: 40 ft, 60 ft (swim) 
Attacks: 2 Claws (3d6 Slashing) 
Special: Siren Song 


Intelligence: Average 


266 GAME MASTER SECTION 


Type: Monstrous Humanoid 


Morale: Steady (11-12) 
XP: 300+5, 


Sirens are bewitching, stunning, and statuesque sea-dwelling 
humanoids who ensnare sailors with their magical songs. Sirens 
love to lure victims to their doom so that they might devour 
them alive as they flounder in the wake. Many legends surround 
the near-mythical sirens, for they have haunted the minds and 


memories of sea-faring folk since the dawn of man. 


Both the male and female members of the siren species are 
beautiful to behold, with bright, human faces, brilliant, round 
eyes, and firm, slender bodies. From the navel down, however, 
they have the scaly, silvery body of a fish, terminating in a pair 


of wide, flipper-like tail fins. 


There are rumors of underwater siren cities, constructed of 
coral, basalt, pearl, and sand, where many thousands of these 
creatures congregate. What they do there is unknown, but 
many myths persist which link them to all sorts of undersea 


horrors and potentialities. Some even claim that when the 


sirens come together in great numbers, they can manage 
sorcery that grants them control over the seas and the 


skies, creating wild weather at their whim. 


Siren Song: The ensnaring song ofa siren can be heard 
out to a distance of 10 miles. The enchanting melody is 

so powerful that those who hear it must succeed on a 
Charisma saving throw or be magically compelled to find 
the source of the song. This compulsion is irrational, 
all-consuming, and completely obsessive. Those who hear 
the siren song will go headlong into certain doom without 
a second thought. Many ships have wrecked on rocky 
shores or sank in raging storms due to the cooing of the 
sirens. There are only a few ways to break the spell of the 
siren song; slay the siren who sings, overpower the song 
with another, louder song, or being forced outside the 
range of the song’s area of effect. The deaf are immune to the 


songs of the sirens. 


Skeleton 


Number: 1-10 

Size: Medium 

HD: 1 (dr2) 

AC: 13 (Armor Scraps) 

Saves: P 

Move: 30 ft 

Attacks: Rusty Longsword (1d6 Slashing), or Shortbow (1d6 
Piercing), or by whatever weapon is at hand. 
Special: Immunity to Poison, Immunity to Psionics, 
Vulnerability to Bludgeoning, Darkvision 60 ft 
Intelligence: None 

Type: Undead 

Morale: N/A 

XP: S+ 


Skeletons are the reanimated skeletal remains of long-dead 
humans or humanoid creatures, fueled by necromantic sorcery. 
Such things are mindless, but have an innate ability to sense life, 
which they instinctually seek to snuff out. 


Skeletons typically carry whatever tattered bits of clothing, 


arms, and armor they had around when they were slain. Such 
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items are usually of poor quality, having aged along with the 


skeleton to the point of rusting and falling apart with great 


knicks and gashes in them. 


Vulnerability to Bludgeoning: Weapons that deal 


bludgeoning damage deal double damage to skeletons. 


Skeleton, Monster 

Number: 1-6 

Size: Large to Huge 

HD: 4-6 (dra) 

AC: 15 

Saves: P 

Move: 4o ft 

Attacks: 2 Rusty Greatsword (2d6+4 Slashing), or Longbow 
(1d8+4 Piercing), or by whatever weapon is at hand. 
Special: Immunity to Poison, Immunity to Psionics, 
Vulnerability to Bludgeoning, Darkvision 60 ft 
Intelligence: None 

Type: Undead 

Morale: N/A 

XP: 60+4, 120+5, 180+6 


Monster skeletons are the animated bones of large humanoids 
or monsters. Typically, such animated bones are those of giants 
or their kin, but any Large or Huge sized giant, humanoid, or 


monstrous humanoid will suffice. Such creatures are usually 
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animated and bound in servitude to a powerful necromancer. 
In all other respects, they are the same as normal animated 


skeletons. 


Skeleton, Warhorse 


Number: 1-10 

Size: Medium 

HD: 3 (drz2) 

AC: 13 

Saves: P 

Move: 60 ft 

Attacks: Hooves (2d6 Bludgeoning) 

Special: Immunity to Poison, Immunity to Psionics, 
Vulnerability to Bludgeoning, Darkvision 60 ft 
Intelligence: None 

Type: Undead 

Morale: N/A 

XP: 40+3 


These hellish mounts are the reanimated skeletal remains of 
long-dead warhorses. Often, they are ridden into battle by 
hell-spawned warlords, servants of chaos, dread necromancers, 


potent vampires, or the unquiet dead. 


Snake, Constrictor 


Number: 1 

Size: Large 

HD: 2 (dro) 

AC: 12 

Saves: P 

Move: 30 ft, 30 ft (swim) 
Attacks: Bite (1d6 Piercing), Coil (2d6 Bludgeoning) 
Special: Asphyxiate 
Intelligence: Animal 
Type: Animal 

Morale: Average (8) 

XP: 40o+2 


A constrictor snake is classified as any large, heavy-bodied 
snake that kills its prey by wrapping its body around them and 
squeezing the air out of them, causing asphyxiation and death. 


Constrictor snakes can swallow whole a dead prey item many 
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times their size, slowly digesting them over many weeks. 


Asphyxiate: When a constrictor snake makes a successful 
bite attack, it can immediately follow up with a coil attack. In 
the round following a successful coil attack, the victim must 
make a Strength save at disadvantage. If this save fails, the 
victim is asphyxiated by the snake for either 1d6 or 2d6 points 
of bludgeoning damage per round (depending on the size of 
the snake). A victim can make subsequent Strength saves every 
round to escape the constriction, always with disadvantage, 
but escape becomes more difficult each round as the snake 
squeezes the air out of its victim and suffocates it. Strength 
saves to escape suffer a cumulative -2 penalty for each round 
after the first that the victim is constricted, in addition to 


disadvantage on the die roll. 


Snake, Citanoboa 


Number: 1 

Size: Huge (43 ft) 

HD: 7 (dr2) 

AC: 12 

Saves: P 

Move: 30 ft, 30 ft (swim) 
Attacks: Bite (2d6 Piercing), Coil (4d6 Bludgeoning) 
Special: Asphyxiate 
Intelligence: Animal 
Type: Beast 

Morale: Average (9) 

XP: 600+7 


The positively enormous titanoboa, also known as the Doom 
Serpent, is the largest species of snake ever known to have 
lived. They measure an astonishing 50 feet long, but otherwise 
resemble a titanic boa constrictor. Being a constricting 

snake, the titanoboa kills most of its prey by asphyxiation. As 
the creature is so immense, roughly 3 feet thick at its widest 
segment, it preys primarily upon megafauna and other massive 


vertebrates. 


Titanoboas are sometimes worshiped by degenerate cults of 
serpentmen as demigods. In such cases, they grow huge and fat, 


being well fed by their worshipers. In the wild, titanoboas can 


go many moons without a meal, slowly digesting whatever they 


last consumed, but in the captivity of a mighty temple, they can 


feed to their heart’s content. 


Asphyxiate: A successful bite attack by a titanoboa can 
lead immediately into a coil attack. In the round following a 
successful coil attack, the victim must make a Strength save 
at disadvantage. If this save fails, the victim is asphyxiated by 
the snake for 2dro bludgeoning damage per round. A victim 
can make additional Strength saves every round to escape the 
constriction, always with disadvantage, but escape becomes 
more difficult each round as the snake squeezes the air out 
of its victim and suffocates it. Strength saves to escape suffer 


a cumulative -2 penalty for each round after the first that the 


victim is constricted, in addition to disadvantage on the die roll. 


So immense is the titanoboa, it can attempt this asphyxiation 
against foes as large as Huge size, though it would struggle to 


bring down prey that large. 


Snake, Venomous 
Number: 1 

Size: Small to Medium 

HD: 1 (d4) 

AC: 13 

Saves: P 

Move: 20 ft, 20 ft (climb), 20 ft (swim) 
Attacks: Bite (venom only) 


Special: Envenomation 
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Intelligence: Animal 
Type: Animal 
Morale: Average (8) 
XP: 7+1 


A venomous snake is classified as any snake that uses venom to 
kill its prey or to drive off predators. Most venomous snakes are 
lean and agile creatures, dart-quick and able to deliver venom 
with a bite to anyone foolish enough to disturb them. The 
potency of a snake’s venom varies depending on the species and 
can be horrifically devastating, a mild annoyance, or anything in 


between. 


Envenomation: All venomous snakes have in common the 
ability to envenomate their victims. This is most commonly 
administered via the fangs of the snake, and thus any time a 
victim is bitten, assume that there is a chance that venom has 


been transmitted. 


Some snakes, like the cobra, can spit their venom, which will 
force a Dexterity save from an opponent to avoid having the 


venom land in their eyes or mouth and thereby enter the body. 


The severity ofa venom ranges wildly from one snake to 
another, and while some might only cause mild skin irritation, 
others can prove incredibly fatal. To represent this cascade 

of varying potencies, use the rules for poisons as described in 
Appendix P. A snake like the hognose snake might only have 
venom as potent as a type | poison, while an inland taipan—the 
most venomous snake on Earth—would most certainly have 
venom comparable to a type VI poison. Whenever a victim is 
exposed to a snake’s venom, they must make a Constitution 
saving throw to avoid the most dangerous outcome of exposure, 


per the rules for poisons as described in Appendix P. 


Specter 
Number: 1-6 

Size: Medium 

HD: 7 (drz2) 

AC: 15 

Saves: M 

Move: 50 ft (hover) 
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Attacks: Incorporeal Touch (1d8 Psychic) 

Special: Energy Drain, Create Spawn, Darkvision 60 ft, 
Incorporeal, Sunlight Powerlessness, Unnatural Aura 
Intelligence: High 

Type: Undead 

Morale: Champion (15) 

XP: 720+7 


Specters are the echoes and spiritual remnants of learned souls 
who died in the pursuit of knowledge. They are highly intelligent 
and seek knowledge and wisdom even after death, often haunting 
old libraries, temples, universities, and the ruinous remains of 
wizards’ towers. A specter might be the only being in an entire 


region to have knowledge of a specific event, artifact, or obscure 


location, for they are so devoted to learning all that can be learned. 


Over time, a specter becomes more 
warped, maniacal, and cruel, seeing the 
living as obstacles to their ultimate pursuit 
of ancient lores. They jealously guard that 
which they know and only parlay with an 
audience if they are supplicated with fresh 


knowledge theretofore unknown to them. 


Specters appear as ethereal, insubstantial 
shapes, ghostly white, with features 
reminiscent of those they had in life, 
though often warped and demented if they 


passed many eons ago. 


Energy Drain: Living creatures hit by 

aspecter’s incorporeal touch attack lose 

one level of experience. For each level lost, 

the specter heals five hit points. These 

losses are permanent and can only be regained through normal 
play, by the use of Zhe Laughing Mages Restoring and Draining 


Hex or by The Invocation of the Powers Beyond. 


Create Spawn: Any humanoid slain by a specter will become 

a specter in 1d4 rounds. Spawn are under the command of the 
specter that created them and remain enslaved until that specter 
is destroyed. Spawn do not possess any of the abilities they had in 
life. 
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Incorporeal: Specters dwell simultaneously within the mortal 
plane of reality, and an ethereal void, only half present in either, 
unable to fully pass between the two. Asa result, a creature in the 
mortal realm cannot attack a specter except with magical weapons. 
Additionally, the specter is able to pass through creatures and 
objects at half its movement speed. Ifthe specter ends its turn 


inside a solid object, it takes 1dro points of force damage. 


Unnatural Aura: Animals can sense the unnatural presence of 
a specter at a distance of 60 feet. They will not willingly approach 
nearer than that, and panic if forced to do so. They remain 


panicked for as long as they are within that 60 ft range. 


Sunlight Powerlessness: Specters are powerless in sunlight 


and flee from it. A specter exposed to direct sunlight cannot 


attack and must retreat. 


Spider, Giant 


Number: 1—10 

Size: Medium to Large 

HD: 3 to 5 (d8) 

AC: 15 

Saves: P 

Move: 30 ft, 20 ft (climb) 
Attacks: Bite (1d6 to 1d8 Piercing) 
Special: Venom, Twilight Vision, 
Spider Climb, Web Walk, Web 
Sense 

Intelligence: Animal 

Type: Beast 

Morale: Elite (13) 

XP: 40+3 to 160+5 


Giant spiders are an enormous version of the mundane spiders 
found across the world. Being so huge, none live in fully 
constructed webs, as they would prove too impractical at that 
scale. Instead, most giant spiders are either burrowing creatures 
or use their webbing to create funnel-shaped tubes that they 

can corral prey into. Webbing is also used to descend from 

high places, and generally in constructing weave-like nests of 
thread, which the spiders use to detect the presence of intruders. 


When feeding, giant spiders will typically envenomate their prey, 


wrapping them in webbing to immobilize them, and then slowly 


drink their innards with their massive fangs. 


Giant spiders can be found in any non-arctic environment and 
climate, though they favor dark forests, deep canyons, and 


Caves. 


Venom: Ifa giant spider successfully bites an opponent, the 
opponent must succeed on a Constitution saving throw to resist 
the effects of envenomation. A victim takes 4d6 poison damage 
from the venom ona failed save, or half as much ona successful 


one. 


Spider Climb: Spiders can climb difficult surfaces, including 
upside down on ceilings, without needing to make an ability 


check. 


Web Walk: Spiders ignore movement restrictions caused by 


webbing. 
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Web Sense: While in contact with a web, a spider knows the 
exact location of any other creature in contact with the same 


web. 


Subterran 


Number: 1-8, 10-100 
Size: Medium 

HD: 2 (d8) 

AC: 11 

Saves: P 

Move: 30 ft 

Attacks: By Weapon 
Special: Blindsight 30 ft, Cannot be Blinded, Keen Hearing and 
Smell, Stone Camouflage 
Intelligence: Low 

Type: Humanoid 

Morale: Steady (11) 

XP: 17+2 
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Subterrans are a race of bluish-white-skinned humanoids with 
long black hair, lidless red eyes, and yellowed curling teeth. 
The large eyes of the subterran are completely blind due to 


many generations spent in total darkness. 


It is rumored that once, subterrans were a race of men, but in 
the earliest ages of human history, they wandered into the dark 
depths of the Earth and were lost. Over many thousands of 
years, they were warped in the darkness, growing stranger and 
more degenerate. Whether or not this is true hardly matters. 
The reality is that subterrans are savage, violent, superstitious, 
and cruel. They dwell in great tribal colonies in vast caverns 


where they stack loose stones into cyclopean mounds. 


Subterrans are friendly enough with members of their own tribe 
but will cannibalize subterrans that are strange to them. The 
same goes for humans and especially duergar, whom they hate 
most of all. Subterrans and duergar are mortal enemies for they 


often compete for territory, food, and resources. 


Subterrans speak their own language and have a written script 
that exclusively features tactile elements vaguely similar to 
braille. This script is incredibly simple and is only used to 


convey the most basic information. 


Keen Hearing and Smell: Subterrans have advantage on 


checks that rely on hearing and smell. 


Stone Camouflage: Subterrans can hide among rocky 


terrain as though they were 5th level rogues. 


Succubus/Tncubus 


Number: 1 

Size: Medium 

HD: 6 (d8) 

AC: 17 (Leather Armor) 

Saves: M 

Move: 20 ft 

Attacks: 2 Claws (1d3 Slashing), or By Weapon 

Special: Draining Kiss, Shapeshift, Ethereal Shift, Charm, 
Telepathy, Spell-like Abilities, Immunity to Mortal Tools, Fire 


Resistance (2), Cold Resistance (1⁄2), Lightning Resistance 
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(14), Poison Resistance (1⁄2), Darkvision 60 ft 
Intelligence: High to Superior 

Type: Fiend 

Morale: Champion (15-16) 

XP: 810+6 


The succubus is a demon both ensnaring and efficient at what 

it does. Succubi and their male counterparts the incubi are 
seducers and tempters of mortals who corrupt the innocent and 
drive men to commit evil with their wiles, trickery, and seeming 


lasciviousness. 


Both the female succubi and the male incubi are shapeshifters 
who prefer to take forms tall and statuesque, and always of 
incredible beauty. They use their appearance and raw charisma 
to seduce others and drive them to commit acts of wickedness. 
In their true forms, succubi and incubi are tall, thin, and 
impeccably featured beings, with raven hair and skin the color 
of rosebuds. They sport great membranous wings of black, and 
short, upturned horns sprout from their brow. They have long, 


sinewy tails tipped with a single barb. 


These demons delight in dominating others and use their subtle 
sorceries to command the minds and wills of those who fall 
under their spell. Driving their thralls to do evil only binds the 
victims to the demons more closely, and so the cycle continues 
until the thrall is so helplessly devoted to the succubus or 
incubus that they cannot function without them. Mighty and 
ancient succubi and incubi may have a vast hosts of slaves who 
worship them as godlike beings, hopelessly devoted to that 


which poisons their minds and binds their souls. 


Immunity to Mortal Tools: Succubi and incubi are 
immune to attacks from nonmagical weapons that are not made 


of silver. 


Telepathy: Succubi and incubi can speak telepathically and 
can thus communicate with any creature of low Intelligence or 


higher. 


Shapeshift: A succubus/incubus can use its action to 


shapeshift into any humanoid form it wishes, including back 


into its true form. If the fiend shifts into a form other than its 


true form, it loses its wings and ability to fly for the duration. 


Charm: Succubi and incubi can charm mortals into doing 
their bidding. One humanoid that a succubus/incubus can see 
within 30 feet ofit must succeed on a Wisdom saving throw 

or become magically charmed by the demon for 1 full day. The 
victim obeys the fiend’s verbal and telepathic commands. There 
is no limit to the range of telepathic communication between a 
fiend and its thrall. Ifthe victim suffers any harm or is issued a 
suicidal command, they can attempt a second save, ending the 
charm on a success. If the charm ends for any reason, the victim 
becomes immune to the demon’s charms for 24 hours, as they 
know what evil is at play. Succubi and incubi can only have one 
victim charmed at a time. If another humanoid is charmed, the 


charm on the earlier victim ends early. 


Draining Kiss: The kiss of a succubus or incubus can be 
deadly. If the fiend wishes, they can force whomever they kiss to 
make a Constitution saving throw. On a failed save, the fiend’s 


victim loses one level. 


Ethereal Shift: Succubi and incubi can shift from the mortal 
realm to the Ethereal Plane or vice versa as an action. While on 
the Ethereal Plane, they can only be seen by and interact with 
other creatures and objects on the Ethereal Plane. Beings in the 


mortal realm cannot attack or see the fiend, nor the fiend them. 


Spell-Like Abilities: Succubi and incubi can cast Summons 


of the Void Between Stars up to 3 times per day. 


Ceho-Ceho 


Number: 2-12, 40-400 

Size: Small 

HD: 1 (d6) 

AC: 13 

Saves: P 

Move: 20 ft 

Attacks: Bite (1d3 Piercing), or By Weapon 
Special: Darkvision 60 ft 

Intelligence: Low to Average 


Type: Humanoid 
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Morale: Unsteady (6), Elite (13-14) in groups 
XP: 5+1 


The tcho-tcho are a race of squat, hunched humanoids with 
hairless hides and large, blocky heads. Their eyes are bulbous 
and completely opaque. Tcho-tcho skin is beet red, and they 
sometimes decorate their bodies with white paint and chalk 
dust when at war. Up from their wide lower jaw juts a pair of 
short, sharp tusks. They clad themselves in scraps of pelts, 
leather, twine, bone, and grass, and use tools of wood and stone. 
As far as hominid intelligence goes, they are in the midst of their 


own stone age. 


Tcho-tcho are primarily flesh-eaters, who dwell in the remote 
jungles and rugged highlands of Lemuria, and further north 
along the western slopes of the mountains as far as Khorsan. 
Some populations of these humanoids are rumored to exist 

in other remote and far-off places, but the veracity of these 
claims is unknown. They live in dome-shaped structures of 
stone and earth large enough to house the entire community of 
individuals and erect walls of thistle and thornbush around their 


settlements. Some bands of tcho-tcho prefer to dwell in caves, 
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where they often set about tunneling fresh passages. They 
pray to violent gods of the elements, and to Chaos itself. None 
among them are known to practice sorcery, though they are a 
species that engages in ritual sacrifice to appease their grim 


gods. 


Tcho-tcho are individually fearful of man, hiding away and 
fleeing if confronted by them, but when they have numbers to 
boost their morale, the tcho-tcho delight in hacking away at 


human foes with axes and spears. 
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Cerror Bird 


Number: 1-4 

Size: Large (10 ft) 

HD: 3 (dro) 

AC: Ir 

Saves: P 

Move: 50 ft (80 ft burst) 
Attacks: Beak (1d12+1 Piercing) 
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Special: Nil 
Intelligence: Animal 
Type: Beast 

Morale: Elite (13-14) 
XP: 20+3 


The terror bird is a giant, flightless, carnivorous bird that 
thunders through the wilderness, tearing its prey to shreds 
with a massive, axe-like beak. The cry of the terror bird is 


earsplitting and heralds the coming of the vicious raptor. 


Terror birds build giant ground nests and lay 2-4 eggs, which 


the females of the species guard with explosive violence. 


Ciger 

Number: 1-3 

Size: Large 

HD: 5 (d8) 

AC: 12 

Saves: P 

Move: 4o ft 

Attacks: 2 Claws (1d4 Slashing), Bite (1dro Piercing) 
Special: Rake, Tracking 7, Twilight Vision 
Intelligence: Animal 

Type: Animal 

Morale: Average (8-10) 

XP: 160+5, 


Tigers are sleek and elegant jungle cats who spend their nights 
loping silently through the underbrush, always ready for a 
chance to run down unsuspecting prey. During the day, these 


animals sleep and laze about. 


These animals are regarded as regal in Lemuria and Huanxia, 
and are sometimes kept by the elite as exotic pets. This rarely 
ends well. Tigers are also found in the farthest eastern reaches 
of Zolkia, where they stalk among the pine forests, seemingly 
unbothered by the cold. 


Rake: Ifa tiger successfully bites, it can make two claw attacks 
with its hind legs. Each attack gains an additional +3 bonus to 


hit and inflicts 1d4+2 slashing damage. 


Vampire 


Number: 1 

Size: Medium 

HD: 8 (dr2) 

AC: 20 

Saves: M, P 

Move: 40 ft, 60 ft (fly) (as vampire bat/mist) 

Attacks: Slam (1d8 Bludgeoning), Bite (1d6 Piercing), or By 
Weapon 

Special: Dominate, Shapeshift, Blood Drain, Regeneration 4, 
Spider Climb, Vampire Weaknesses, Children of the Night, 
Darkvision 60 ft, Twilight Vision 

Intelligence: Average to High 

Type: Undead 

Morale: Champion (16) 

XP: 1,750+8 


Vampires are legendary undead blood-drinkers who are feared 
by peoples and cultures all around the world. Once these beings 
were human, but have fallen victim to the curse of vampirism, 
which grants them unnatural strength and supernatural 
abilities, as well as a handful of esoteric weaknesses. Unlike 
other undead, vampires appear as they did in life—ordinary and 
completely human to those who look upon them, yet there are 
subtle differences. Vampires cast no reflection, cannot enter a 
private residence unless invited in, and cannot bear the sting 
of sunlight. When they are ready to feed on the blood of their 
victims, their canines extend into sizeable fangs, which pierce 


through flesh to draw hot blood. 


These creatures typically prowl the city streets by night, or 
else go wandering the countryside in the shape ofa bat or a 
cloud of mist, scouring the land for a subject they could either 
overpower immediately or bewitch into taking back to their 
lair. Most vampires reside in old castles, lonely estates, or else 
in gothic crypts or cathedrals. In their lavish homes, they are 
sometimes attended to be servants who themselves are also 
vampires, or perhaps vampire spawn created by the vampire 
in question. When day breaks, a vampire must retreat into its 


coffin, and rest until the night begins anew. 
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Dominate: The intense gaze of a vampire is as intoxicating as 
it is haunting, as both sensations of dread fear and undeniable 
desire cross the victim’s mind. A creature that meets the gaze 
of a vampire must succeed on a Charisma save at a -2 penalty, 
or become enthralled by the vampire, per the spell Sykral’s 
Monster Mastery. 


Shapeshift: So long as a vampire isn’t exposed to sunlight or 
running water, it can use its action to shapeshift into a vampire 
bat or a cloud of mist per the spell Mulro’s Instant Evaporation. 
Unlike the spell, however, a vampire’s mist form has a flying 
speed of 60 ft instead of the ro ft described in Mulro’s Instant 
Evaporation. Ifa vampire is reduced to o hit points in its true 
form or that of a bat, it will automatically transform into a 
billowy cloud and flee to its lair, where it will regenerate and 


contemplate its revenge. 


Blood Drain: Ifa vampire is successful in making a bite 
attack against an opponent who is either willing or somehow 
restrained or incapacitated by the vampire, the bite deals an 
additional 4d8 points of necrotic damage. The target’s hit 
point maximum is reduced by the bonus damage dealt, and the 
vampire regains a like amount of depleted hit points, up to its 
maximum. The hit point reduction lasts until the target spends 
a full week resting. The target dies if this effect reduces their 
hit point maximum to o. A humanoid slain in this way and then 
buried beneath the earth rises the following night as a vampire 


spawn under the vampire’s control. 


A vampire must use this ability at least once every few weeks or 


else it will languish, grow weak, and potentially die. 


Spider Climb: Vampires are endowed with the supernatural 
ability to adhere to and climb any surface that they wish. 


Vampire Weaknesses: Vampires retreat from garlic, 
reflective surfaces, or the holy symbols of beneficent deities 
owned by goodly men. These objects do not harm the vampires 
but will cause them to recoil, delaying their onslaught for 1d4 
rounds. True sunlight is the bane ofall vampires, rendering 
them powerless and unable to attack. In sunlight, their speed 


is reduced to 5 ft, as they can do little more than writhe and 
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flail in agony. The vampire quickly begins to smolder, and 
after 6 rounds of exposure, the vampire bursts into flame, 
burning until they are reduced to ash. This will kill a vampire 


permanently. [fa vampire is ever immersed in running water, 


the vampire’s flesh is rapidly degraded, searing it away like acid. 


Such immersion will permanently slay a vampire in 

3 rounds. A stake driven through a vampire’s heart 
will seemingly slay the fiend, rendering them inert 
and effectively dead so long as the stake remains in 
place. If the stake is removed, the vampire awakens 
and functions normally, ifincredibly angrily. To 
permanently kill a staked vampire, its head must be 
severed, and the body and head burned separately 
while prayers and invocations are made to whichever 


gods might listen and offer protection. 


Children of the Night: Vampires can magically 
call a swarm of 3d6 bats, rats, or wolves. The called 

creatures arrive in 2d4 rounds, acting as allies of the 
vampire and obeying spoken commands. The beasts 
remain for 1 hour until the vampire dies, or until the vampire 


dismisses them. 


Vampire Spawn 


Number: 1-6 

Size: Medium 

HD: 4 (d8) 

AC: 15 

Saves: P 

Move: 30 ft 

Attacks: Claws (1d4 Slashing), Bite (1d6 Piercing), or By 
Weapon 

Special: Blood Drain, Regeneration 1, Spider Climb, Vampire 
Weakness, Darkvision 60 ft, Twilight Vision 
Intelligence: Average 

Type: Undead 

Morale: Steady (12) 

XP: 250+4 


Vampire spawn are the weak and subservient creatures 


endowed with vampirism by true vampires. They are less 
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elegant and refined than their superiors, and generally have 
poor control over the rage, lust, and hunger that motivates 

the vampire psyche. They become unkempt, wild-haired, dirty 
creatures, gray and sickly of pallor, with burning red eyes that 
gleam dully in the darkness. 


Like true vampires, vampire spawn are active only at night, 


but many do not have proper coffins to rest in. Instead, these 
damned souls will retreat into the darkness of dungeons and 


catacombs to await the coming of nightfall. 


While they fight ferociously among one another for victims and 
the scraps tossed to them by their masters, they are completely 
subservient to the vampire that created them, following their 


orders like obedient slaves. 


Ifa vampire spawn exists for along enough span of time, it may 
master its savage urges, and become a true vampire, powerful 
enough to shrug off the ensorcelling glance of its creator. The 
exact timeline for this, however, is not known. Ifa true vampire 


is killed, all of its spawn will die with it. 


Blood Drain: Ifa vampire spawn is successful in making 

a bite attack against an opponent who is either willing or 
somehow restrained or incapacitated by the spawn, the bite 
deals an additional 2d8 points of necrotic damage. The target’s 
hit point maximum is reduced by the bonus damage dealt, and 


the vampire spawn regains a like amount of depleted hit points, 
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up to its maximum. The hit point reduction lasts until the target 
spends a full week resting. The target dies if this effect reduces 


their hit point maximum to o. 


A vampire spawn must use this ability at least once every few 


weeks or else it will starve to death. 


Spider Climb: Vampire spawn are endowed with the 
supernatural ability to adhere to and climb any surface that they 


wish. 


Vampire Weaknesses: Vampire spawn retreat from garlic, 
reflective surfaces, or the holy symbols of beneficent deities 
owned by goodly men. These objects do not harm the spawn, 
but will cause them to recoil, delaying their onslaught for 1d4 
rounds. True sunlight is the bane of all vampires, including 
spawn, rendering them powerless and unable to attack. In 
sunlight, their speed is reduced to 5 ft, as they can do little 
more than writhe and flail in agony. The spawn quickly begins 
to smolder, and after 3 rounds of exposure, the vampire spawn 
bursts into flame, burning until they are reduced to ash. This 
will kill a vampire spawn permanently. Ifa vampire spawn is 
ever immersed in running water, the vampire’s flesh is rapidly 
degraded, searing it away like acid. Such immersion will 
permanently slay a vampire spawn in 2 rounds. A stake driven 


through a vampire spawn’s heart will slay it instantly. 


Vampire, Lamia 


Number: 1 

Size: Large 

HD: 16 (dro) 

AC: 17 

Saves: M 

Move: 50 ft (as human or lamia), 60 ft (fly) (as vampire bat/ 
mist) 

Attacks: Bite (1di2 Piercing) or By Weapon 

Special: Sorcery, Innate Mesmerism, SR 15, Shapeshift, 
Regeneration 6, Blood Drain, Spider Climb, Vampire 
Weaknesses, Children of the Night, Darkvision 60 ft, Twilight 
Vision 


Intelligence: High 
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Type: Shapechanger 
Morale: Champion (16) 
XP: 9,600+16 


In vampire society, lamias are the elite and ruling class, being 
the origin of vampirism in man. They are an ancient and 
serpentine race, who use powerful sorceries and guile to get 
what they want. They are shapeshifters who often walk in 

the guise of beautiful women. In their true form, lamias are 
humanoid from the waist up, and generally resemble vampires, 
with elegant features, a toned physique, and a strange tint 

to their skin. Their eyes are bewitching and seem to change 
appearance often. Lamias have no legs, but instead sport a 
massive trunk-like snake body, which runs a great length, 
plated in glimmering scales that produce vibrant colors and 


patterns. 


It seems that the goal of any given lamia or group of lamias is to 
spread their vampirism and amass as many followers as possible. 
To what end they do this is up to the individuals, but they 
appear to be highly motivated to coopt the human race to their 


strange and sorcerous desires. 


Sorcery: Lamias have access to spells as though they were 
7th level sorcerers. They have 1d8 points of Corruption, and 
22 Memory. Being creatures of Chaos, they suffer no adverse 


effects from reaching to points of Corruption. 


Innate Mesmerism: The touch of a lamia is bewitching, 
sapping, and mind-altering. Those touched by a lamia must 
succeed on a Wisdom saving throw or be charmed by the 
lamia. While charmed, a victim will regard the lamia as a close 
and trusted ally and confidant. The charmed state ends if 

the lamia bodily harms the victim or one of their allies. Ifthe 
victim critically fails their Wisdom saving throw, they become 
completely ensnared by the mesmerism of the lamia and 
become a slave to its will. Such enslaved creatures will fall into a 
state of quasi-catatonia, only moving to action at the command 
of the lamia. They will obey the lamia’s every command without 
question; however, suicidal commands permit an additional 


Wisdom saving throw. 


Shapeshift: A lamia can assume the form of a human female 
at will. Anyone above 7th level is allowed a Wisdom check 

to see if they notice any falsities with the presumed form. 
Additionally, a lamia can shapeshift into a vampire bat or even 
a cloud of mist per the spell Mulro’s Instant Evaporation. 
Unlike Mulro’s Instant Evaporation, however, the lamia’s 
mist form has a movement speed of 60 ft. [fa lamia is reduced 
to o hit points in its true form, its human form, or that of a bat, 
it will automatically transform into a billowy cloud and flee to 


its lair, where it will begin the process of regeneration. 


Blood Drain: Ifa lamia is successful in making a bite 
attack against an opponent who is either willing or somehow 
restrained or incapacitated by the lamia, the bite deals an 
additional 4dr2 points of necrotic damage. The target’s hit 
point maximum is reduced by the bonus damage dealt, and 
the lamia regains a like amount of depleted hit points, up to 
its maximum. The hit point reduction lasts until the target 
spends a full week resting. The target dies if this effect 
reduces their hit point maximum to o. A humanoid slain in 
this way and then buried beneath the earth rises the following 


night as a vampire under the lamia’s control. 


A lamia must use this ability at least once every few weeks or 


else it will languish, grow weak, and potentially die. 


Spider Climb (Human Form Only): Lamias are 
endowed with the supernatural ability to adhere to and climb 


any surface that they wish. 


Vampire Weaknesses: Lamias, being the most powerful 
form of vampire, are subject to the weaknesses of all their 
kin, but have greater resistance than the common stock. They 
are undisturbed by garlic or reflective surfaces, but the holy 
symbols of beneficent deities owned by goodly men do repel 
them. Such holy symbols do not harm the lamia but will cause 
them to recoil, delaying their onslaught for 1d4 rounds. True 
sunlight is the bane of all vampires, rendering them powerless 
and unable to attack, yet in the case of the lamia, only its true 
form is harmed by the light of the sun. In sunlight, a lamia 

in its true form has its speed reduced to 5 ft, as they can do 


little more than writhe and flail in agony. The lamia quickly 
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begins to smolder, and after 6 rounds of exposure, the lamia 
bursts into flame, burning until they are reduced to ash. This 
will irrevocably kill a lamia permanently. In their human form, 
however, lamias can walk in the light of the sun, unharmed. 
Lamias are not wounded ifimmersed in running water, though 
they are hesitant to cross it, due to an instinct that is older 

than time itself. A stake of blessed ironwood driven through a 
lamia’s heart will seemingly slay the fiend, rendering them inert 
and effectively dead so long as the stake remains in place. If the 
stake is removed, the lamia awakens and functions normally, if 
incredibly angrily. To permanently kill a staked lamia, its head 
must be severed, and the body and head burned separately 
while prayers and invocations are made to whichever gods 


might listen and offer protection. 


Children ofthe Night: Lamias can magically call a swarm 
of 3d6 bats, rats, venomous snakes, or wolves. The called 
creatures arrive in 2d4 rounds, acting as allies of the lamia and 
obeying spoken commands. The animals remain for 1 hour, 


until the lamia dies, or until the lamia dismisses them. 


Wereleopard 


Number: 1-2 

Size: Medium 

HD: 5 (d8) 

AC: 13 

Saves: P 

Move: 40 ft (as leopard), 30 ft (as human/hybrid) 

Attacks: Bite (3d4 Piercing) (leopard/hybrid form), 2 Claws 
(2d6 Slashing) (hybrid form only), or By Weapon (human form 
only) 

Special: Rake, Curse of Lycanthropy, Resistance to Mortal 
Tools, Leopard Empathy, Alternate Form, Twilight Vision, 
Regeneration 3 

Intelligence: High 

Type: Shapechanger 

Morale: Elite (13) 

XP: 250+4 


The wereleopard is an elusive lycanthropic shapeshifter that can 


be found anywhere in the world where mundane leopards can 
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be encountered, ranging among tropical forests, lush jungles, 
grassland plains, scrub deserts, and foothills and highlands. 
Wereleopards are afflicted with the curse of lycanthropy, 
which forces them to transform from man to monster when 
presented with a specific stimulus (typically a phase of the 
moon, but not always). In their human form, wereleopards are 
unassuming members of society. Most know nothing of their 
darker half and conduct themselves without a clue. Those who 
are aware of their darker half carry on as though they didn’t, 
and so it can be very difficult to identify them. In their bestial 
shape, a wereleopard appears as an uncommonly large leopard. 
Wereleopards can also take a hybrid form, which is part human, 
part leopard. In this form, they walk on two legs, and have the 
general proportions ofa human, but have the head, tail, claws, 


and fur of a wild cat. 


Wereleopards are cunning and clever creatures. Unlike 
werewolves, who become snarling unthinking beasts when they 
transform, wereleopards become subtle and sophisticatedly 

evil foes. They are driven to kill those near to them much in the 
same way werewolves are, but they do so in silence, and always 
make sure to hide any evidence of their involvement prior to 
transforming back. Roughly half ofall wereleopards can control 
their lycanthropy, and the skill improves with time. Those who 
cannot control it have no memory of what transpired during 
their transformation, while those who have mastered control are 


fully cognizant of their actions regardless of form. These latter 


types of wereleopards are the most dangerous sort, as they are 


the ones most prone to acts of long-term malignance and evil. 


Curse of Lycanthropy: Wereleopards are mortals infected 
with a magical curse which spreads like a disease that warps 
flesh and bone and drives men mad at the most innocuous 

of triggers. Such triggers might be the phases of the moon, 

the scent of blood, the burn of the open flame, or the cry 

ofa leopard. Those infected with the curse can spread it to 
others. There is a 1% chance per point of damage dealt by the 
wereleopard in leopard or hybrid form that it spreads the curse 


to avictim. 


Resistance to Mortal Tools: Wereleopards only suffer half 


damage from nonmagical weapons that are not silvered. 


Alternate Form: A wereleopard can use its action to 
shapeshift into a leopard-human hybrid or a leopard, or back 
into its human form. Its statistics, other than attacks and 
speed, are the same in each form. Any equipment it is wearing 
or carrying isn’t transformed. The wereleopard reverts to its 


human form if it dies. 


Leopard Empathy: Wereleopards can telepathically 
communicate with any leopard within a 1-mile radius. 
Additionally, a wereleopard can call leopards to its location if 
any can be found within a -mile radius. The leopards will begin 


to arrive within 2d6 minutes. 


Werewolf 


Number: 1-2, 3-18 

Size: Medium 

HD: 6 (d8) 

AC: 15 

Saves: P 

Move: 50 ft (as wolf), 30 ft (as human/hybrid) 

Attacks: Bite (2d6 Piercing) (wolf/hybrid form), 2 Claws (1d6 
Slashing) (hybrid form only), or By Weapon (human form only) 
Special: Curse of Lycanthropy, Resistance to Mortal Tools, 
WolfEmpathy, Alternate Form, Twilight Vision, Pack Tactics, 
Regeneration 2 


Intelligence: Average 


SWORDS & CHAOS 


Type: Shapechanger 
Morale: Steady (12) 
XP: 550+6 


Werewolves are lycanthropic shapeshifters cursed to change 
from man to beast whenever they are presented with a specific 
stimulus. Most often, this stimulus is one of the phases of 

the moon, but this is not always the case. In human form, 
werewolves are ordinary members of society, with little to 

no memories of their time as ravening beasts. They simply 

go about their day, inwardly hoping not to cross paths with 
whatever might force them to shift from man to beast. In their 
beast form, a werewolf appears as an uncommonly large and 
vicious looking wolf. They can also assume a hybrid of the 
two previous forms, which is a monstrous, hairy beast with a 
humanoid body coated in fur and the head of a snarling wolf. 
Such a transformation is almost always involuntary and causes 


great pain to the individual in question. 


Few lycanthropes can recall what they did when they were 
transformed into monsters, and fewer still have any ability 
to control themselves in such a savage state. It seems that 


something compels the beast to kill whomever they love most, 
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all the while wreaking havoc and slaying for the joy of the gore. 
Those rare few lycanthropes who have managed to gain some 
control over their bestial nature can choose which form they 
take, be it the hybrid or the wolf form, and can even induce 

the transformation themselves, without the presence of the 
stimulus. Again, this is exceedingly rare, and more often than 
not, ahuman suffering from lycanthropy simply awakens in the 
morning in some gutter with tattered clothes, coated in blood 


and filth, having no idea what transpired the night before. 


Curse of Lycanthropy: Werewolves are mortals infected 
with a magical curse which spreads like a disease that warps 
flesh and bone and drives men mad at the most innocuous of 
triggers. Such triggers might be the phases of the moon, the 
scent of blood, the burn of the open flame, or the howl of a wolf. 
Those infected with the curse can spread it to others. There is a 
1% chance per point of damage dealt by the werewolf in wolf or 


hybrid form that it spreads the curse to a victim. 


Resistance to Mortal Tools: Werewolves only suffer half 


damage from nonmagical weapons that are not silvered. 


Alternate Form: A werewolf can use its action to shapeshift 
into awolf-human hybrid or a wolf, or back into its human form. 


Its statistics, other than attacks and speed, are the same in each 


form. Any equipment it is wearing or carrying isn’t transformed. 


The werewolf reverts to its human form if it dies. 


Pack Tactics: While a werewolf is adjacent to one of its allies, 


it makes its attack rolls with advantage. 


Wolf Empathy: Werewolves can telepathically communicate 
with any wolf within a 1-mile radius. Additionally, a werewolf 
can call any wolves to its location if any can be found within 

a r-mile radius. The wolves will begin to arrive within 2d6 


minutes. 


Wight 


Number: 2-16 
Size: Medium 

HD: 4 (dr2) 

AC: 14 (Brigandine) 
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Saves: M 

Move: 30 ft 

Attacks: 2 Slams (1d6 Bludgeoning), or By Weapon 
Special: Multiattack, Sunlight Sensitivity, Life Drain, 
Darkvision 60 ft 

Intelligence: Average 

Type: Undead 

Morale: Elite (14) 

XP: 100+4 


Wights are undead humanoids, once man, now monsters cursed 
to haunt the world. They live in secluded cloisters of their kin, 


hating the world and all life within it. 


Unlike zombies or ghoulish eaters, who decay and rot over time, 
wights maintain their bodies, though they appear disheveled 
and ragged, caked in dirt and grime, with pale skin stretched 
tight over old bones, and deeply sunken, red eyes. They 

sport long, iron-hard nails which they use while slashing and 


slamming their opponents in combat. 


Wights dwell in barrows, crypts, cairns, and unhallowed 
mounds where they were once buried as dead men. They can be 
found in any clime, but only come out at night, as the sun stings 


their red, pupil-less eyes. 


The most horrific aspect of the wights is their ability to drain the 
life out of the living to sustain themselves in a pseudo-vampiric 
manner. This is agony for the victim and might doom them to 


reanimation as a zombie under the wight’s control. 
Wights speak whatever languages they knew in life. 


Multiattack: Wights make two attacks per round with both 


ranged and melee weapons in combat. 


Sunlight Sensitivity: While in sunlight, wights have 
disadvantage on attack rolls, as well as on Wisdom checks that 


rely on sight. 


Life Drain: Ifa wight successfully lands its slam attack, the 
victim must succeed on a Constitution saving throw or have 


their hit point maximum be reduced by alike amount of damage. 


Ifacreature’s hit point maximum 
is reduced to o by means of 

the life drain feature, they are 
instantly slain. A humanoid slain 
this way will rise in 24 hours as a 
zombie under the wight’s control. 
A single wight can control no 
more than twelve zombies at one 


time. 


Winged Ape 


Number: 1-20 

Size: Large 

HD: 4 (d8) 

AC: 15 

Saves: P 

Move: 30 ft, 50 ft (fly) 
Attacks: 2 Wings (2d4 
Bludgeoning), 2 Claws (1d6 
Slashing), Bite (1d6 Piercing) 
Special: Silent, SR 7, Duskvision 
30 ft 

Intelligence: Low 

Type: Beast 

Morale: Average (9) 

XP: go+4 


The winged ape is a cruel and 


black-hearted primate species that 


can be found in ancient jungles 
and prowling among primordial 


ruins. They have vast, bat-like 


wings which grow out from their backs, which they use to glide 
across the night skies in search of prey to tear asunder with 
their monstrous strength, teeth, and claws. They are flesh- 


eaters and kill for food, sport, and pleasure. 


Winged apes have a primitive quasi-intelligence that is almost 
on the verge of being human. Though they lack language, 


they use tools, can formulate plans, and have a complex social 


hierarchy. 


SWORDS & CHAOS 


Once the winged apes were 
arefined species of high- 
minded, almost angelic 
beings who soared through 
the skies when the world 
was bright and new. They 
fell into barbaric savagery 
and degeneracy when their 
civilization collapsed many 


thousands of years ago. 


For some unknowable reason, 
winged apes are positively 
terrified of jackals, wolves, 
hyenas, and dogs, and will 


instantly flee before them. 


Additionally strange and 
noteworthy is their incredible 
resistance to most magics. 
What causes this resistance is 
unclear, but it may suggest a 
magical origin of the species 


in the deep and ancient past. 


Silent: Winged apes move 
in eerie silence, be they going 
on foot, or soaring through 
the air on leathery wings. 
They make little to no noise 
and make checks to sneak 


with a +2 bonus. Conversely, 


checks to find a sneaking winged ape in its natural habitat are 


made with a -2 penalty. 


Winged Hominid 
Number: 1, 1-6 

Size: Medium 

HD: 7 (d8) 

AC: 15 

Saves: M, P 

Move: 30 ft, 50 ft (fly) 
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Attacks: 2 Wings (2d4 Bludgeoning), 2 Claws (1d4 Slashing), or 
By Weapon 

Special: Brutal Strength, Silent, SR 10, Darkvision 60 ft 
Intelligence: Average to High 

Type: Humanoid 

Morale: Champion (15) 

XP: 720+7 


Winged hominids are flying, manlike creatures that might 
have a distant relation to the savage winged apes. They are 
gray-skinned, with yellow eyes, and long slashing claws. Their 
wings are membranous like those of the bat and have a reddish 


tinge to the flesh near the tips. 


They are cool, collected, and silent creatures. So infrequently 
do they make utterances, that it is unknown if they possess any 
language or capacity for substantial sound. Their thin lips are 
always tightly pressed, and their eyes watch enigmatically. They 
are intelligent creatures, using tools and weapons of bronze and 


iron, though their make is basic and without artistry. 


Winged Hominids reside in areas comparable to those of 
winged apes, namely dense jungles, and among the ruins of 
ancient civilizations. They are omnivorous creatures and even 
brew their own wine. This wine, when imbibed by humans, 


causes profuse sweating and delirium. 


Winged hominids are highly magical creatures, though it is 
unknown if they conduct any sorceries of their own. It is known, 
however, that winged hominids are so attuned to magic that 


oftentimes spells will not affect them. 


The race of winged men speak the ancient and spellbinding 
language of High Atlantean. 


Brutal Strength: All weapon damage dealt by winged 


hominids rolls an extra die of damage. 


Silent: Winged hominids move with incredible, tight-lipped 
silence, be they going on foot, or soaring through the air on 
leathery wings. They make little to no noise and make checks 
to sneak with advantage. Conversely, checks to find a sneaking 


winged hominid are made at disadvantage. 
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Wingless Citan from 
Beyond the Skies 


Number: 1 

Size: Huge 

HD: 17 (diz) 

AC: 16 

Saves: M, P 

Move: 30 ft 

Attacks: 2 Tusks (1d12 Piercing), 2 Slams (2d10 Bludgeoning), 
or Trunk (3d6 Bludgeoning) 

Special: Grapple, Astral Eyes, Keen Hearing, Master Sorcery, 
Foresight, Immunity to Fire, Immunity to Cold, Immunity to 
Lightning, Immunity to Poison, Resistance to Mortal Tools, 
Renewal, Darkvision 60 ft 

Intelligence: Deific 

Type: Extraplanar 

Morale: Fearless (19-20) 


XP: 12,300+17 


These extraplanar visitors are called titans, and once they had 
vast wings to carry them through the gulfs of space and the 

airy expanses of their radiant green home world. When they 
visited Earth, they found our air sickly to them, and their wings 
withered and atrophied into nothing. Now they are trapped 
upon our planet, morose and saddened by the knowledge that 


they can never return to their distant world of Yug-Proxima. 


Wingless titans are elephantine humanoids, with long gnarled 
limbs and greenish-yellow skin. Their massive heads are like 
those of earthly elephants, but only vaguely, with the presence 
of two large tusks, sail-like ears, and a large, sensitive trunk 
that the creatures use as an extra appendage. Withered stumps 
upon their backs mark the remnants of their once magnificent, 


feathered wings. 


These beings are effectively immortal, having lived for many 
eons in strange and remote places, quietly observing the 
progress of mankind. They are masters of sorcery and have vast 
stores of lore and history. Some are worshiped as gods, while 
others are bound by incredibly powerful sorcerers as slaves to 


do their magical bidding. 
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The Yug-Proximans regard humans as animals, creatures that 
are sometimes gentle, and sometimes violent, with erratic 
behavior motivated by abstract emotions the titans only 
somewhat recognize. They prefer to stay away from humanity 
and live in the comfort and isolation of the vast wilds, where 
they meditate on the meaning of their time on Earth, and try to 


find ways of getting back home. 


Wingless titans from beyond the skies can speak any language 
they have ever heard, and have an excellent memory for all 
things they have experienced. They are perhaps the rarest 
creatures on Earth, known only to the most well-read sages, and 
farthest-reaching explorers who have come upon them in their 


secret domains. 
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Resistance to Mortal Tools: Wingless titans only suffer 
half damage from nonmagical weapons. Renewal: Ifa wingless 
titan from beyond the skies is reduced to o hit points, it will 
collapse, evidently slain. Its body will then foam over and 
dissolve in a hideous display best not seen by the eyes of mortal 
men. The body of the titan will then reform when the spirit of 
the titan chooses. It might be the next round, or it might be in 
10,000 years. The only way to truly slay a wingless titan from 
beyond the skies is to cast Invocation of the Powers Beyond and 
wish for the titan to stay slain after it has been reduced to o hit 
points. When a titan reforms, it will be made new and shows no 
wounds from its prior life. The wings of the titan will be back 
upon its back, and it will be allowed to fly through the heavens 


and sail the black gulfs beyond the skies once more. 


Grapple: Ifa wingless titan lands a trunk attack on an 
opponent that is Medium size or smaller, the titan can choose 

to grapple them. The victim must succeed on a Dexterity saving 
throw or be seized by the mighty trunk of the titan. Once 
grappled, the victim automatically takes another 2d6 damage as 
the trunk crushes them. This automatic damage continues each 
subsequent round until the victim succeeds on a Strength check 
to pry themselves free of the titan’s grasp. The titan cannot use 


its trunk attack again while it has a victim grappled. 


Astral Eyes: Wingless titans hail from the deepest reaches 
of space, beyond the void that engulfs our reality, where they 
sail on cosmic seas of starstuff and look into the void unabated. 
Their eyes are attuned to such environments, and as a result, 
they can see through illusions and invisibility automatically. 
Additionally, they can see into other planes of reality, spying 
both astral and ethereal beings plainly. 


Keen Hearing: Wingless titans have an incredibly strong 
sense of hearing. As such, they gain advantage on any checks 


that rely on listening. 


Master Sorcery: Wingless titans cast spells as roth level 
sorcerers, with an inhuman 80 points of Memory. However, 
they require no spellbook, and simply reaccumulate their 


spent points each night at midnight. Interestingly, titans 


GAME MASTER SECTION 285 


SWORDS & CHAOS 


seem to be the only living creatures wholly immune to the 
warping influences of Chaos, and thus never have any points of 
Corruption. Wingless titans typically know some or all of the 


following spells, organized by memory size: 


1M: Arcane Sensation, Charm of Revitalization and Draining, 
Lars of lbreukomon the Babbler, Gargan s Gigantism and 
Reduction, Hurtling Beams of the Unerring Lance, Luminous 
Evocation, Ensnaring Ensorcellment, Ward of the Unseen Giant, 


Xai-Tang s Momentary Mastery 


2M: Aubiron s Auditory Cancellation, Bacchi’s Parallel Beings, 
Lnstillment of Karthunia’s Terror, Ishtann’s Instant Vanishment, 
Mists of Bolkar, Passive Observance of the Telepath, Summons 
of the Void Between Stars, Xat-Tang’s Evocation of Unsullied 
Soles 


5M: Circle of the Cautious Conjurer, Gale of the Black Spirit, 
Pox of the Pustulent Godling, Sorcerous Cancellation, Sphere of 


Vanishment, Witch's Hex 


10M: Bacchi s Banishment, Karthunia’s Superior [nstillment 
of Savage Fear, Pyromancer’s Wall, Sykral’s Monster 
Mastery, The Immortal Lions Thunderous Roar, Whispers of 


the Unseen Prestidigitator 


15M: Corruption Expulsion, Canopic Phylactery of Soul 
Transference, Compelled Questing of Doom, Pstonicist’s Wall 


25M: Pan-Dimenstonal Projection, Charm of Forlorn 
Encystment, Ibrigan the Terrible's Finger of Death, Xai-Tang’s 
Bubbling Regeneration, and likely several other spells totally 


unique to the individual titan. 


Foresight (3/day): Wingless titans are mildly psychic and 
can see the future in fleeting glimpses. This ability allows them 
to be uniquely prepared for almost anything. As a result, if a 
wingless titan from beyond the skies fails its saving throw, it can 


choose to succeed on its save instead. 
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Witch Spirit 


Number: 1-4 

Size: Medium 

HD: 6 (d8) 

AC: 13 

Saves: M 

Move: 50 ft, 100 ft (fly) 
Attacks: Slam (4d6 Cold) 
Special: Terrify, Incorporeal 
Intelligence: Average 
Type: Undead 

Morale: Fanatic (17-18) 
XP: 250+6 


Awitch spirits is the malevolent, incorporeal undead essence 
ofa dead witch, who endures purely in spite of the living, and 
which is powered by the remnants of the sorcery that fueled 
her in life. They haunt old grottoes, enchanted forests, and 
sacred pools, where they might commune with hags and living 
witches, with whom they might share some of their knowledge, 


if properly placated. 


Witch spirits are shockingly ugly, even if they were handsome 
or comely in life—a reflection of the evil within. They have 
bulging eyes, sharp features, pointed chins, long noses, and 
knife-like ears. They are often associated with the spirits 

of nature and the wild and are linked to myths and folklore 
surrounding goblins and fairies and the like. Some witch spirits 
have the ability to pass their consciousness into old, gnarled 
trees, which give them a sort of corporeal form. In this form, 
they cannot bid the tree to move, but a gnarled face forms on 
the trunk, and in this way the tree-witch can speak aloud in 


whatever languages it knew in life. 


Terrify (Recharge 4-6 on a d6): Witch spirits can radiate 
an aura of raw terror and animal dread that immobilizes their 
foes, or sends them reeling and fleeing for a duration of dio 
rounds. Any living creature of at least animal Intelligence within 
a r00 ft radius of a witch spirit must succeed at a Charisma 
saving throw or drop whatever they are doing and flee for the 
duration. A die roll of 1 on the save means that the victim is so 


utterly terrified, that they are immobilized with fear. In this 


state, they cannot act or move, only standing wild-eyed 


with indescribable horror for the duration. 


Incorporeal: Witch spirits dwell simultaneously 
within the mortal and otherworldly planes of reality, 
only half present in either, unable to fully pass between 
the two. As aresult, a creature on the mortal realm 
cannot attack a witch spirit except with magical 
weapons. Additionally, a witch spirit is able to pass 
through creatures and objects at half their movement 
speed. Ifa witch spirit ends its turn inside a solid 
object, it takes rdio points of force damage and is 


shunted to the nearest unoccupied space. 


Wolf 


Number: 4-24 

Size: Medium 

HD: 2 (d8) 

AC: 13 

Saves: P 

Move: 50 ft 

Attacks: Bite (1d8 Piercing) 
Special: Keen Hearing and Smell, Twilight Vision, Tracking 10 
Intelligence: Animal 

Type: Animal 


Morale: Average (8) 


Wolves are a more savage, primordial relative of the 
domesticated dog, being larger, meaner, and capable of greater 
violence. They can be found almost anywhere in the world and 
any climate. They are fearful of fire, not to mention humanity, 
which often carries fire with them. Wolves travel in packs and 
roam the wild in search of prey that they can take down with 


their superior numbers. 


Keen Hearing and Smell: Wolves have strong senses of 
hearing and smell. As a result, any checks that rely on these 


senses are made with advantage by the wolf. 


Tracking: Wolves can track as a roth level ranger. 


Pack Tactics: While a wolf is adjacent to one of its allies, it 


makes its attack rolls with advantage. 


Wraith 


Number: 1-4 

Size: Medium 

HD: 5 (dia) 

AC: 13 

Saves: M 

Move: 30 ft, 60 ft (hover) 

Attacks: Life Drain (See Below) or By Weapon (+3 Damage) 
Special: Create Spawn, Incorporeal, Darkvision 60 ft, 
Unnatural Aura, Sunlight Sensitivity 

Intelligence: High 

Type: Undead 

Morale: Champion (15) 

XP: 320+5, 


Wraiths are especially powerful wights who have suffused 
themselves with shadow and the dark sorceries of the 
Underworld, becoming incorporeal. They are living shades 
of hatred and gloom. Wraiths dwell in dark cairns and crypts, 


typically among wights, who defer to wraiths as their superiors. 
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As creatures of shadowstuff, they are somewhat insubstantial, 
and thus incorporeal creatures. They often carry weapons and 
armor that they were either buried in or that they collected 

for themselves in their wanderings in the Underworld. Such 
implements exude shadowstuff and further envelop the 
creatures in billowing pillars of darkness and haze. When a 
wraith is felled, its weapons and gear crumble to dust as it fades 


into oblivion. 


Wraiths speak whatever languages they knew in life, in addition 


to the Wicked Tongue of Demons. 


Life Drain: A wraith that successfully lands an attack with its 
naked claws deals 4d6 necrotic damage, and the victim must 
succeed on a Constitution saving throw or have its hit point 
maximum reduced by an amount equal to the damage taken. 
This reduction lasts until the target spends a full week resting 
and being treated by a sage. Ifa creature’s hit point maximum is 


reduced to o, they are irrevocably slain. 


Create Spawn: A mortal killed by a wraith’s life drain ability 
can be bid to rise as a wraith at the slayer’s discretion. An 
affected creature loses all abilities and gains the statistics of a 
wraith. Spawn created in this way are only at half strength; they 
have 3 hit dice instead of 5 and lack the ability to create spawn 


of their own. 


Incorporeal: Wraiths dwell simultaneously within the 
mortal and otherworldly planes of reality, only half present 
in either, unable to fully pass between the two. As a result, a 


creature on the mortal realm cannot attack a wraith except with 
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magical weapons. Additionally, a wraith is able to pass through 
creatures and objects at half its movement speed. Ifa wraith 
ends its turn inside a solid object, it takes rdio points of force 


damage, and is shunted to the nearest unoccupied space. 


Unnatural Aura: Animals can sense the unnatural presence 
ofa wraith at a distance of 120 ft. They will not willingly 
approach nearer than that, and panic if forced to do so. They 


remain panicked for as long as they are within that 120 ft range. 


Sunlight Sensitivity: While in sunlight, wraiths suffer 
disadvantage on attack rolls as well as any checks that rely on 


sight. 


Wyvern 


Number: 1-6 

Size: Large 

HD: g (dro) 

AC: 13 

Saves: P 

Move: 20 ft, 60 ft (fly) 

Attacks: 2 Claws (1d4 Slashing), Bite (2d8 Piercing), or Sting 
(1d6 Piercing) 

Special: Venom, Darkvision 60 ft, Immunity to Sleep, 
Immunity to Paralysis, Twilight Vision 

Intelligence: Low 

Type: Dragon 

Morale: Elite (14) 

XP: 450+9 


Wyverns are winged reptilian beasts that are distantly related 

to the extinct true dragons. Unlike dragons and flamedrakes, 
who have four limbs and a pair of wings, the wyvern has only 
two limbs and a pair of wings. They were a failed experiment in 
science and sorcery by the serpentmen of old, intended to serve 
as aerial shock troops in their war against the nagas, but proved 
too unreliable for such purposes. Instead, they were released 
into the wild, where they propagated and began hunting early 


man and beast. 


Awyvern’s tail has a deadly stinger at the end of it, which can be 


used to deliver a potent paralytic venom. Wyverns often employ 


this venom when hunting prey so that they might carry it off to 
their nest more easily. If the prey item is too heavy to be lifted, 
the paralytic venom also allows a wyvern to devour its victims 


alive. Wyverns have a special fondness for horseflesh. 


Wyverns can understand the language of Dragons, and can 


speak it haltingly, with a primitive tongue. 


Venom: 
A victim struck by 

awyvern’s sting must make a 

successful Constitution save or suffer 2d6 points of damage 
and be paralyzed for 4d6 rounds. A save halves the damage and 


negates the paralyzation. 


Xorn 


Number: 1-4 

Size: Large 

HD: 8 (d8) 

AC: 20 

Saves: P 

Move: 20 ft, 20 ft (burrow) 

Attacks: 3 Claws (1dr2 Slashing), Bite (348 Bludgeoning) 
Special: Circular Vision, Stone Camouflage, Darkvision 240 ft, 
Immunity to Cold, Immunity to Fire, Immunity to Petrification, 


Lightning Resistance (1⁄2), Treasure Sense 
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Intelligence: Average 
Type: Extraplanar 
Morale: Champion (16) 
XP: 1,700+8 


Xorn are a race of alien beings native to sublunar spaces on 
the Moon. For this reason, they are sometimes also called 
Lunarians, or lunarian xorn. How exactly the xorn 
manage to travel back and forth between the Earth 
and the celestial satellite is unknown, but potent 
conjurations seem able to call and banish xorn 
as though they were demons. It may also be 
that there was a native population of xorn 
on the Dark Moon which survived the 
Cataclysm of the Dark Moon, and live on 


Earth to this very day. 


In either case, a xorn is a bizarre and utterly 
alien creature, with a stout, barrel-like body, 
thick, sturdy legs, and powerful, muscular arms. 
Their skin is like stone, with hard sheet-like plates 
along its body, and hard pebble-like armor all along 
its limbs. Xorn hide is incredibly durable and hard, 


serving as a full-body shell around the creature. 


It seems that the rule of three is exemplified in the biology of 
the xorn, as it has three legs, each with three toes; three arms, 
each with three digits; and three eyes. The limbs and eyes are 
placed equidistant around the circumference of the strange 
barrel body. The top of a xorn’s body ends in a huge, gaping 
maw, lined with pointed, gnashing teeth, and highly sensitive, 
pebble-like skin. This skin is studded with tiny pores which 
allow the xorn to smell, for the creature relies on its sense of 


smell when searching for food. 


Xorn eat precious metals and gems, which they tunnel through 
the earth to find. Sometimes xorn will bully adventurers and 
threaten them for their treasure, using their superior size and 
strength to separate people from their goods. Ifa xorn is not in 
the mood to do battle, it might offer information or assistance 
in exchange for treasure. A single xorn can consume an entire 
chest full of gold in mere moments, though they can last many 


months without sustenance. 
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On Earth, xorn are exceedingly rare and are typically found 


deep underground, where they tunnel for veins of precious ores. 


They are also sometimes encountered in dungeons where they 


seek out treasures and gemstones to placate their hunger. 


Circular Vision: A xorn cannot be back attacked, and it can 
detect creatures moving on all sides due to its 360-degree field 
of vision. However, this vision also confers a-4 penalty on all 


saves to resist the effects of gaze attacks. 


Stone Camouflage: Xorn have advantage on checks made to 
hide in rocky terrain due to the texture and color of their tough, 


stony hide. 


Treasure Sense: Xorn can use their sense of smell to 
pinpoint the location of precious metals and stones (including 


gems and coins) within go ft of them. 


Yeti 
Number: 1 


Size: Large (9 ft) 
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HD: 5 (d8) 

AC: 12 

Saves: P 

Move: 40 ft, 20 ft (climb) 

Attacks: 2 Fists (idio Bludgeoning) 

Special: Howl, Immunity to Cold, Fire Resistance (4), 
Resistance to Bludgeoning (12), Incapacitate 
Intelligence: Low 

Type: Humanoid 

Morale: Elite (13) 

XP: 220+5 


Yetis are snow-white anthropoid monsters that are distantly 
related to ape-men. They are large and broad, with heavy arms, 
and a thick white coat of fur which protects them from the icy 
conditions of the high mountain peaks where they reside. They 
are solitary creatures, violent if cornered, though generally shy 
of outsiders. They dwell in icy caves and venture down into the 
valleys below to catch mountain goats and other animals for 
sustenance. Being asocial creatures, yetis lack any language 

of their own, but they have the capacity to be taught human 
speech. At least one yeti is known to speak the language of man, 
taught to it by a Sherpa who was snowed into the creature’s den 


for an entire winter. 


Howl (Recharge 4-6 ona d6): The scream of a yeti is 
incredible to behold and something which can make the ears 
bleed. Any creature which can hear that is within 30 ft of a yeti 
when it lets loose its terrible howl must make a Luck saving 
throw, taking 4dro thunder damage on a failed save or half as 


much ona successful one. 


Incapacitate: Ifa yeti rolls a natural 20 on its attack roll, the 
victim must pass a Constitution saving throw or be knocked 
unconscious. They will remain so for a number of rounds equal 
to 2d4 - their Constitution modifier, if any. The minimum 
duration for this unconsciousness is 1 round. An unconscious 
victim can be stomped on by the yeti (no attack roll is needed). 
This attack will inflict 2dro points of bludgeoning damage. The 
yeti cannot attack with its fists and step on someone in the same 


round. 
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Zombie 


Number: 1-10+ 

Size: Medium 

HD: 2 (d8) 

AC: 8 

Saves: P 

Move: 20 ft 

Attacks: Slam (1d8 Bludgeoning), Bite (1d4 Piercing) 
Special: Infectious, Slow, Undead Fortitude 
Intelligence: None 

Type: Undead 

Morale: N/A 

XP: 17+2 


Zombies are mindless, brain-eating undead who shuffle 

about aimlessly, ever-hungry for brain matter, unless directed 
by a necromancer or powerful undead creature. They 

can understand basic instructions given to them but are 
unsophisticated in how they carry out orders. Zombies harbor 
a horrific sickness that causes those slain by them to arise as 


zombies themselves. 
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Zombies not explicitly reanimated by sorcery are often found 


around unhallowed graveyards, crypts, cairns, and dungeons. 
Occasionally, zombies will amass in great hordes, where 
they will go out and ravage the countryside, seeking flesh to 


consume. 


Infectious: Ifa zombie reduces an opponent to o hit points, 
before they are slain, the victim must make a Constitution 
saving throw. On a failed check, the victim is infected with the 
reanimating properties of the zombie. In 1d4 hours, the corpse 


will reanimate as a zombie, ever ravenous. 


Slow: A zombie never gains initiative and always acts last in any 


given round. 


Undead Fortitude: If damage reduces the zombie to o hit 
points, it must make a Constitution saving throw. Ona success, 


the zombie drops to 1 hit point instead. 


GAME MASTER SECTION 291 


SWORDS & CHAOS 


Human Enemies = 2 


Size: Medium 


The following subsection lists human opponents—perhaps the HD: 1 (d6) 

most common enemies a player can expect to face inthe course Ac. qa (Studded Leather) 
of a game. For the reason of their own significance, they all have Saves: P 

been collected here. Most will lack description, as their name Move: 30 ft 

should be enough to clue the reader in on their role within Attacks: By Weapon 
society. In cases where that is less clear, an explanation is Special: Rogue Skills 1 


rovided. For sak ‘lari S, £ ans are humanoids, : 
provided. For sake of clarity of rules, all humans are humanoid Intelligence: Average 


but not all humanoids are human. Type: Human 


Morale: Average (9) 


Amazonian XP: 6+1 


Number: 1-4, 100-400 
Size: Medium Bandit Leader 
HD: 6 (dr2) 

AC: 14 (Bronze Breastplate) 


Number: 1 


Size: Medium 


Saves: P HD: 4 (d6) 

Move: 40 ft AC:16 (Steel Breastplate) 
Attacks: By Weapon (+3 Damage) Saves: P 

Special: Warrior Women Move: 30 ft 


Intelligence: Average Attacks: By Weapon 


Typis Human Special: Multiattack, Rogue Skills 4 


Morale: Fearless (19-20) 
XP: 180+7 


Intelligence: Average to High 
Type: Human 
Morale: Average (10) 


Warrior Women: Amazonians are an all-female race of 
XP: 60+4 


warriors. They are uncommonly tall and incredibly strong. 


Multiattack: The bandit leader makes two attacks per round 


Assassin 
Number: 1 Berserker 


Size: Medium Number: 1-4, 40-400 


HD: 7 (d6) Size: Medium 

AC: 15 (Studded Leather) HD: 4 (dr2) 

Saves: M, P AC:14 (Hide Armor) 
Move: 30 ft Saves: P 

Attacks: By Weapon Move: 30 ft 


Special: Assassin Skills 7 Attacks: By Weapon (+2 Damage) 


Intelligence: Average Special: Berserk Fury 


Type: Human Intelligence: Low to Average 


Morale: Varies 
XP: 360+7 


Type: Human 
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Morale: Fearless (20) 
XP: 60+4 


Berserk Fury: Once a berserker is compelled to fly into a 
berserk rage, they become a veritable killing machine. The 
berserker gains a +5 bonus to initiative and damage rolls, and 
an additional 1d4 attacks/round as they kill in a wild frenzy. 
This rage lasts for 1d4 rounds. 


Bodyguard 


Number: 1-6 

Size: Medium 

HD: 3 (dio) 

AC:13 (Chain Shirt) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon 
Special: None 
Intelligence: Average 
Type: Human 
Morale: Steady (12) 
XP: 20+3 


Bounty Bunter 


Number: 1 

Size: Medium 

HD: 6 (dro) 

AC: 15 (Studded Leather) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon 
Special: Eagle Eye, Keen Sight, Crack Shot, Tracking 6, 
Dead or Alive 
Intelligence: Average 
Type: Human 

Morale: Elite (13-14) 

XP: 310+6 


Eagle Eye: Ranged weapons deal an extra die of damage when 
used by a bounty hunter. 


Keen Sight: Bounty hunters gain advantage on checks that 


rely on sight. 
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Crack Shot: Bounty hunters gain a +2 bonus on ranged attack 


rolls and suffer no penalty for ranged attacks at long range 


Dead or Alive: If circumstances require it, a bounty hunter 
is more than capable of capturing their quarry alive, rather than 
dead by opting to deal subdual damage instead of ordinary 
lethal damage. They carry specially made arrows, cudgels, and 


other tools for this purpose. 


Cannibal 


Number: 3-18, 25-100 

Size: Medium 

HD: 3 (d6) 

AC: 12 

Saves: P 

Move: 30 ft 

Attacks: Bite (1d4 Piercing), or By Weapon 
Special: Flesh-Eater 
Intelligence: Inferior to Average 
Type: Human 

Morale: Average (9) 

XP: 20+3 


Flesh-Eater: Cannibals are accustomed to consuming raw 
flesh and suffer no adverse effects from eating uncooked or 
questionable meat. Because of this dietary proclivity, they gain 


a +2 bonus to Constitution saving throws. 


Caveman 


Number: 3-18, 25-100 

Size: Medium 

HD: 2 (d8) 

AC: 11 

Saves: P 

Move: 30 ft 

Attacks: By Weapon 

Special: Superstitious, Primitive Tools 
Intelligence: Inferior to Low 
Type: Human 

Morale: Average (8) 

XP: 10+2 
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Superstitious: Cavemen automatically fail any saving throws 
to avoid being frightened or intimidated when in the presence 


of sorcery or the supernatural. 


Primitive Tools: The tools and weapons of cavemen are of 
especially crude make, usually of stone, flint, bone, or wood. 
When they roll a x on their attack roll, it is assumed that their 


weapon breaks. 


Cult Leader 


Number: 1, 1-4 

Size: Medium 

HD: 6 (d4) 

AC: 12, (Padded Armor) 
Saves: M 

Move: 30 ft 

Attacks: By Weapon 
Special: Sorcery 
Intelligence: Average to Genius 
Type: Human 

Morale: Steady (12) 
XP: 210+6 


Sorcery: Cult leaders are versed adepts in the occult craft of 
sorcery and cast spells as 3rd level sorcerers. They typically 
have 1d4 points of Corruption, and ro Memory. Cult leaders 
know some or all the following spells, organized by memory 


size: 


1M: Flaming Arch of Zanobar, Serpent Charm, Xai-Tang’s 
Momentary Mastery 


2M: Darkkon 5 Shift, Summons of the Void Between Stars 


5M: Lesser Demoniac Summons, Pox of the Pustulent Godling 


Cultist 


Number: 6-60, 100-400 
Size: Medium 

HD: 2 (d4) 

AC: 10 


Saves: P 
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Move: 30 ft 

Attacks: By Weapon 

Special: None 

Intelligence: Low to Average 
Type: Human 

Morale: Fanatic (17-18) 

XP: 10+2 


Gladiator 


Number: 1, 2-8 

Size: Medium 

HD: 6 (dr2) 

AC: 16 (Studded Leather + Medium Wooden Shield) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon (+2 Damage), or Shield Bash (1d4+2 
Bludgeoning) 

Special: Brave, Brute, Multiattack 

Intelligence: Average to Superior 

Type: Human 

Morale: Champion (15-16) 

XP: 240+6 


Brave: Gladiators have advantage on saving throws against 


being frightened. 


Brute: Melee weapons deal an extra die of damage when used 


by a gladiator. 


Multiattack: A gladiator can make three weapon attacks per 


round, or two ranged attacks. 


Guard 


Number: 1-8, 20-100 

Size: Medium 

HD: 2 (dro) 

AC: 15 (Brigandine + Small Wooden Shield) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon 

Special: None 

Intelligence: Average 


Type: Human 
Morale: Steady (11) 
XP: ro+2 


Guard Captain 


Number: 1, 2-12 
Size: Medium 

HD: 3 (dro) 

AC: 15 (Brigandine + Small Wooden Shield) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon 
Special: Rally 
Intelligence: Average 
Type: Human 
Morale: Steady (12) 
XP: 10+2 


Backup: Guard captains are regarded favorably by their 
subordinates and can call upon them for backup if things look 
dire. Ifa guard captain suffers more than half their hit points in 
damage during a single round, they can break initiative and call 
any guards within 30 ft who can hear them to come to their side 
and defend them. Doing so does not open the guards up for 


attacks of opportunity. 


High Priest 


Number: 1, 1-3 

Size: Medium 

HD: 6 (d8) 

AC: 14 

Saves: M 

Move: 30 ft 

Attacks: By Weapon 

Special: Holy Symbol, Bless, Healing, Sorcery 
Intelligence: Average to Superior 
Type: Human 

Morale: Champion (15) 

XP: 240+6 


Holy Symbol: High priests carry relics, totems, symbols, or 
objects of spiritual significance to their religious orders. When 


held before them with conviction, these divine symbols can 


SWORDS & CHAOS 


ward off the enemies of the high priest’s deity. While presented, 
no creature who cosmically opposes the high priest’s god 

order may pass within 30 ft of them, unless they succeed ona 
Charisma check at a -10 penalty. Such enemies of the divine 

are determined at the GM’s discretion, but generally include 
fiends, elementals, extraplanar entities, servants of Chaos, etc. 


Creatures who critically fail this saving throw are turned to dust. 


Bless (3/day): A high priest can bestow upon a creature 
or object good fortune and safe travails. Such recipients are 
awarded 1d3 Boons (a free critical success on any one die roll) 


which can be expended at a later time. 


Healing (3/day): High priests can administer superior 
healing of a magical variety. The exact nature of the spell is 
unknown to those outside their brotherhood, but it seems to be 
some spell of subtle and closely guarded sorcery, cast from old 
scrolls. They can heal one creature for 3d4+2 hit points. They 
can also choose to expend all three of their castings of the spell 
at once for a very potent healing charm, which will fully restore 
a single individual to their hit point maximum. This can also 

be used to reattach a severed limb, remove a curse, restore a 
drained experience level, cure an individual of their blindness 


or deafness, etc. 


Ifa high priest uses their healing ability for anything other 

than restoring hit points, however, they will be left feeling very 
exhausted and will be unable to use the ability again for 1 month. 
For this reason, they are highly wary of doing so, and will only 
be convinced of the service in exchange for great offerings or 


services. 


Sorcery: Some high priests can also cast spells as 5th 

level sorcerers. Such priests have 11 to 16 points of Memory, 
depending on their Intelligence, and 1d4-1 points of Corruption. 
They will typically know a random assortment of 5 Elementary 
Spells, 3 Basic Spells, 3 Minor Spells, and 3 Major Spells. 


Knight 


Number: 1, 1-12 

Size: Medium 

HD: 7 (dro) 

AC: 20 (Full Plate + Large Steel Shield) 
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Saves: P 

Move: 30 ft 

Attacks: By Weapon (+2 Damage) 
Special: Knight Abilities 7 
Intelligence: Average to Superior 
Type: Human 

Morale: Elite (14+) 

XP: 270+7 


Peasant/Serf/Slave 


Number: 4-16, 40-400 
Size: Medium 

HD: 1 (d8) 

AC: 12 

Saves: P 

Move: 30 ft 

Attacks: By Weapon (if any) 
Special: None 
Intelligence: Average 
Type: Human 

Morale: Average (9) 
XP: 5+1 


Martial Artist 


Number: 1-4 

Size: Medium 

HD: 6 (d8) 

AC: 15 

Saves: M, P 

Move: 45 ft 

Attacks: By Weapon (Prefer Polearms, Axes, Shortswords, 
Daggers, and Greatclubs) 
Special: Flurry of Blows 
Intelligence: Average to Superior 
Type: Human 

Morale: Elite (14) 

XP: 180+7 


Flurry of Blows: Even without a weapon in their hand, a 
martial artist is a deadly combatant. They can deliver a flurry of 


martial arts punches and kicks in a flash. Each round, a martial 
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artist can deliver 1d4+1 blows, each of which deals 1d4 points of 


subdual damage. 


Pirate 


Number: 1-6, 15-120 
Size: Medium 

HD: 3 (d6) 

AC: 12 (Leather Armor) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon 
Special: Nimble 
Intelligence: Low to Average 
Type: Human 

Morale: Average (8-10) 
XP: 30+3 


Nimble: Pirates are fast on their feet, and adept 
swashbucklers. They gain advantage on all checks related to 


climbing, swimming, and acrobatics. 


Pirate Captain 


Number: 1 

Size: Medium 

HD: 6 (d6) 

AC: 14 (Studded Leather) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon 

Special: Nimble, Extra Attack 
Intelligence: Average to Genius 
Type: Human 

Morale: Steady (11-12) 

XP: 180+6 


Nimble: Pirates are fast on their feet, and adept 
swashbucklers. Pirate captains gain advantage on all checks 


related to climbing, swimming, and acrobatics. 


Extra Attack: Pirate captains can make two attacks on their 
turn. 


Priest 


Number: 1, 2-8 

Size: Medium 

HD: 3 (d8) 

AC: 10 

Saves: M 

Move: 30 ft 

Attacks: By Weapon 
Special: Holy Symbol, Bless, Healing 
Intelligence: Average 
Type: Human 
Morale: Varies 

XP: 30+3 


Holy Symbol: Priests often carry relics, totems, symbols, or 
objects of spiritual significance to their religious orders. When 
held before them with conviction, these divine symbols can 
ward off the enemies of the priest’s deity. While presented, 

no creature who cosmically opposes the priest’s god order 
may pass within 30 ft of them, unless they succeed ona 


Charisma check at a-5 penalty. Such enemies of the divine are 


determined at the GM’s discretion, but generally include fiends, 


elementals, extraplanar entities, servants of Chaos, etc. 


Bless (3/day): A priest can bestow upon a creature or object 
good fortune and safe travails. Such recipients are awarded a 
Boon (a free critical success on any one die roll) which can be 


expended at a later time. 


Healing (1/day): Priests can administer minor healing of 
a magical variety. The exact nature of the spell is unknown to 
those outside their brotherhood, but it seems to be some spell 
of subtle and closely guarded sorcery, cast from old scrolls. It 


heals one creature for 1d4+2 hit points. 


Scout 


Number: 1, 2-16 
Size: Medium 
HD: 2 (d8) 

AC: 13 (Leather) 
Saves: P 


Move: 30 ft 
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Attacks: By Weapon 

Special: Keen Hearing and Sight, Crack Shot 
Intelligence: Average 

Type: Human 

Morale: Average (9) 

XP: 1o+2 


Keen Hearing and Sight: Scouts gain advantage on any 
checks that rely on sight or hearing. 


Crack Shot: Scouts gain a +2 bonus on ranged attack rolls 


and suffer no penalty for ranged attacks at long range. 


Slaver 


Number: 1-100 

Size: Medium 

HD: 4 (dro) 

AC: 15 (Brigandine) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon 
Special: Tracking 3, Multiattack 
Intelligence: Average 
Type: Human 
Morale: Average (9) 
XP: 60+4 


Multiattack: Slavers make two attacks per round. 


Soldier, Alrcher 


Number: 6-60, 100-10,000 
Size: Medium 

HD: 2 (dro) 

AC: 13 (Chain Shirt) 

Saves: P 

Move: 30 ft 

Attacks: By Weapon (Prefer Bows) 
Special: None 

Intelligence: Average 

Type: Human 

Morale: Steady (11-12) 

XP: 10+2 
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Soldier, Cavalryman 


Number: 6-60, 100-1,000 

Size: Medium 

HD: 3 (dro) 

AC: 18 (Chain mail Hauberk + Large Wooden Shield) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon (Prefer Lances, Hand Axes, Flails, and 
Broadswords) 

Special: Horsemanship 

Intelligence: Average 

Type: Human 

Morale: Steady (11-12) 

XP: 10+ 2 


Horsemanship: A cavalryman on the back ofa warhorse 


gains a +2 bonus to hit and damage. 


Soldier, Infantryman 


Number: 6-60, 100-10,000 

Size: Medium 

HD: 2 (dro) 

AC: 16 (Scale Mail + Wooden Shield) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon (Prefer Maces, Axes, Swords, and Pikes 
Special: None 

Intelligence: Average 

Type: Human 

Morale: Steady (11-12) 

XP: 10+2 


Soldier, Sergeant 


Number: 6, 10-1,000 

Size: Medium 

HD: 3 (dro) 

AC: 16 (Scale Mail + Steel Shield) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon 


Special: Command 
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Intelligence: Average 
Type: Human 
Morale: Elite (13-14) 
XP: 60+4 


Command: A sergeant can rally their men and pull them into 


ranks. Until the end of the sergeant’s next turn, all soldiers 
within 30 ft gain a +1 bonus to their AC, saving throws, and 
attack rolls. 


Soldier, Lieutenant 


Number: 3, 5-500 

Size: Medium 

HD: 4 (dro) 

AC: 16 (Scale Mail + Steel Shield) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon (+1 Damage) 
Special: Command 

Intelligence: Average 

Type: Human 

Morale: Elite (13-14) 

XP: 60+4 


Command: A lieutenant can rally their men and pull them 


into ranks. Until the end of the lieutenant’s next turn, all 


soldiers within 30 ft gain a +1 bonus to their AC, saving throws, 


and attack rolls. 


Soldier, Captain 


Number: 1,2-200 

Size: Medium 

HD: 5 (dro) 

AC: 17 (Scale Mail + Steel Shield) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon (+1 Damage) 
Special: Command 

Intelligence: Average 

Type: Human 

Morale: Champion (15-16) 

XP: 60+4 


Command: A captain can rally their men and pull them into 
ranks. Until the end of the captain’s next turn, all soldiers 
within 30 ft gain a +1 bonus to their AC, saving throws, and 


attack rolls. 


Soldier, Commander 


Number: 1 

Size: Medium 

HD: 6 (dro) 

AC:18 (Steel Breastplate + Large Steel Shield) 
Saves: M, P 

Move: 30 ft 

Attacks: By Weapon (+2 Damage) 
Special: Multiattack, Command 
Intelligence: Average to Superior 
Type: Human 

Morale: Varies 

XP: 210+6 


Multiattack: A commander can make three attacks per round. 


Command: A commander can rally their men and pull them 
into ranks. Until the end of the commander’s next turn, all 


soldiers within go ft gain advantage on their attack rolls. 


Sorcerer 


Number: 1, 1-6 
Size: Medium 

HD: 8 (d6) 

AC: 12 

Saves: M 

Move: 30 ft 

Attacks: By Weapon 
Special: Sorcery 
Intelligence: Average to Genius 
Type: Human 
Morale: Varies 

XP: 500+8 


Sorcery: As their name implies, sorcerers are masters of the 
art of sorcery. Sorcerers cast spells as though they were 8th 


level in the sorcerer class. A typical sorcerer has 1d6 points of 
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Corruption, and 27 to 35 Memory. Sorcerers know some or all 


of the following spells, organized by memory size: 


1M: Arcane Sensation, Hurtling Beams of the Unerring Lance, 
Impious Summons, Luminous Evocation, Sykral’s Ensnaring 


Ensorcellment 


2M: Lshtann 5 Instant Vanishment, Passive Observance of the 
Telepath, Xai-Tang’s Evocation of Unsullted Soles 


5M: Aeromancer’s Wall, Mulro 5 Instant Evaporation, 


Sorcerous Cancellation 


10M: Conjuration of the Supreme Slavering Maw, Vengeful 
Cloak of Fire and Ice 


15M: Cryonix’ Cone of Cold, Eyes of the Watcher 


25M: 1 Master spell of the Game Master’s choice 


Sorcerer, Apprentice 


Number: 1, 1-4 

Size: Medium 

HD: 2 (d4) 

AC: 13 

Saves: M 

Move: 30 ft 

Attacks: By Weapon 
Special: Sorcery 
Intelligence: Average to Genius 
Type: Human 
Morale: Average (9) 
XP: 17+2 


Sorcery: Apprentice sorcerers cast spells as though they were 
and level in the sorcerer class. A typical apprentice sorcerer has 
o-1 points of Corruption, and have 3 to 11 Memory. Apprentice 
Sorcerers know some or all of the following spells, organized by 


memory size: 


1M: Arcane Sensation, Hurtling Beams of the Unerring Lance, 
Transference of the Many Forms of the Oozing Lord, Ward of 


the Unseen Giant 


GAME MASTER SECTION 299 


SWORDS & CHAOS 


2M: Conjurer 's Compulsory Opening and Sealing, Summons of 
the Void Between Stars 


Sp 

ee I 

Size: Medium 

HD: 5 (d8) 

AC: 12 

Saves: M 

Move: 30 ft 

Attacks: By Weapon 
Special: Sneak, Backstab, Multiattack, Secret Code 
Intelligence: High 
Type: Human 
Morale: Elite (13) 
XP: 120+5 


Secret Code: Spies have a secret code or tell known only to 


them and their most trusted allies. 
Multiattack: Spies can make two attacks per round. 


Sneak: Spies are adept at moving quietly. Checks to move 
silently and unseen are made as though the spy’s relevant 


attribute is a Primary attribute, even if it actually isn’t. 


Backstab: Spies can backstab enemies as though they were 
a 3rd level rogue. They must succeed on a Dexterity check to 
sneak up on their opponent prior to the attack, and gain a +4 


bonus to the strike. A successful attack deals double damage. 


Sub-Kuman, Chaos-Warped 


Number: 1, 2-12 

Size: Medium 

HD: 1-10 (dro) 

AC: 15 

Saves: M, P 

Move: 35 ft 

Attacks: 2 Claws (1d6+2 Slashing), Bite (1d6+2 Piercing) 
Special: Corruption, Corruption Transference, Scent, 
Tracking 1, SR 10 


Intelligence: Animal to Low 
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Type: Humanoid 
Morale: Champion (16) 
XP: 120+5 


Chaos-warped sub-humans are mutations of sorcery bound in 
human flesh. They are the result of prolonged and unchecked 
meddling in sorceries by uncareful spellcasters. When a 
sorcerer becomes so suffused with raw Chaos energy that they 
can no longer contain it (10 or greater Corruption), their mind 


shatters and their body bursts into a nightmare form. 


No two Chaos-warped sub-humans look alike, though they all 
maintain a vaguely anthropoid shape. Some become bestial, 
taking on aspects of the ape or the serpent or the lion or the 
wildebeest, or any other number of animals. Some become 
hunch-backed and grow errant limbs or form great sores that 
sprout blind eyes. Some become a tangle of lashing tendrils, 
while others become smooth, hairless, and appear horrifically 
burned. Regardless of the form the Chaos-warped sub-human 
takes, it is always completely insane, having had its mind 
scrambled by the waves of Chaos energy that ripped through its 


brain. 


These creatures are morose and vicious. They wish more than 
anything to pass their Corruption onto others so that they 
might alleviate the agony of their shattered psyche and blasted 
soul. They possess the ability to transfer this Corruption, 

and they will capitalize on it whenever possible. Depleting 
themselves of all their Corruption will allow them to slowly 
regain their mental faculties, but it would require potent 
sorceries or blessings to undo the permanent damage done to 


their bodies. 


Corruption: Chaos-warped sub-humans have 10 points of 
corruption. This confers to a +10 bonus to checks to intimidate 


sorcerers. 


Corruption Transference: On a successful bite attack, the 
Chaos-warped sub-human can grapple their target and transfer 
1d4 points of Corruption to the target, though a successful 

Charisma save negates the transference. In the event that a sub- 


human loses all their points of corruption, they will no longer 


seek to fight, instead fleeing as quickly as possible, hoping to 


find some safe place to hide and regenerate their sanity. 


Thug 


Size: Medium 

HD: 3 (d8) 

AC: 11 (Leather) 
Saves: P 

Move: 30 ft 

Attacks: By Weapon 
Special: Pack Tactics 
Intelligence: Average 
Type: Human 
Morale: Average (10) 
XP: 20+3 


Pack Tactics: While a thug is adjacent to one of their allies, 


they make their attack rolls with advantage. 


Cribesman 


Number: 4-16, 250-2000 
Size: Medium 

HD: 1 (d8) 

AC: 12 (Hide) 

Saves: P 

Move: 30 ft 

Attacks: By Weapon 

Special: Tracking 2, Primitive Weaponry 
Intelligence: Low to Average 
Type: Human 

Morale: Average (9) 

XP: 7+1 


Primitive Weaponry: Tribesmen use tools of stone, flint, 


and bone. On a roll of 1 on an attack roll, the weapon breaks. 


Warlord 


Number: 1 
Size: Medium 
HD: to (dro) 
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AC: 18 (Steel Breastplate + Large Steel Shield) 
Saves: M, P 

Move: 30 ft 

Attacks: By Weapon (+3 Damage) 

Special: Fighter Abilities 10 

Intelligence: Low to Genius 

Type: Human 

Morale: Varies 


XP: 1,200+10 


Making Your 
Own Monsters 


Both sword & sorcery fiction and mythology itself are rife 

with unique beings of terrible origins and portent. To the 
Greeks, it wasn’t a minotaur, it was the minotaur—an important 
distinction. Sometimes you may want to do this with your 
monsters to make them stand out from the milieu of fantasy 
creatures that you present. If, however, making a monster 
singular is not enough to make them distinct in your world, you 
should go with the exciting alternative of making your own 


monsters. 


I won’t kid you, making your own monsters can be a pain in 
the neck. If you’re certain that’s the road you want to go down 
though, here’s some useful advice: follow the guidelines for 
how to read a monster’s abilities and data, or “stat block’ as 

it is commonly known. You'll need to include the number 
appearing, armor class, hit dice, number of attacks, damage, 
and all the rest. Make sure that your design is based on some 
form of internal logic, even if it isn’t logic that’s immediately 
obvious to your players. If everything is completely random 
and nonsensical, you may wind up frustrating them to death. 
(Sometimes nonsensical randomness can be fun, but it gets old 


real fast.) 


For experience rewards, simply find another monster in this 
book that you think your monster would be a close match for in 


a fight and use that monster’s experience point value. 
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A handy alternative to designing your own monster is to simply 
take an existing monster, give it some abilities from another 
monster, and describe it wildly differently. No player (no matter 
how clever they are) will know that the 15- foot-tall four-armed 
giant with laser-beam eyes is just a stone golem with two extra 
melee attacks and the ability to cast Eyes of the Pyromancer 

5 times per day. This is especially true if you describe the 


creature convincingly. 


Who's Who: 
Dotable Powers 
of Earth and 
Beyond 


The purpose of this section is to highlight some of the unique 
characters, villainous or otherwise, that might be encountered 
in the course of play. Average people of little note are not 
marked herein, only the most remarkable, powerful, or wicked 
beings are noted. Some are one-of-a-kind monsters, others 
are kings and wizards, others still are vast deific powers locked 
in the eternal, cosmic struggle between Law and Chaos, and 
others still are blasted, wickedly insane demons beyond the 


scope of mortal reasoning. Tread cautiously... 


Elemental Princes 


It is surmised by the sages of Xamadiru that all reality is 
composed of four elements bound in ether. These elements 
are air, earth, fire, and water. Their theory is lent credence by 
the existence of otherworldly beings known to mortal men as 
elementals, which seem to exist simultaneously as solid matter 
in our reality, and as spirits in their own respective dimensions. 
Traversal to such strange planes of Elemental Air, Earth, Fire, 
and Water would spell doom for any mortal, and few in all of 
history have dared such a journey through the veil of material 
reality. Instead, potent sorcerers cast their minds out in 
incredible feats of wizardry, sensing what can be sensed in the 


strange border between our world and those that lie beyond. 
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This was how the four Elemental Princes were first contacted. 


Sages of Old Atlantis first made contact with those alien minds, 
the princes of elemental power, and made pacts with them, 
permitting mortal man his earliest, most primitive glimpses of 


sorcery—raw, chaotic, and uncontained. 


While the four Elemental Princes cannot (or perhaps choose 
not to) manifest in our reality, they can be contacted with 
sacrifices, declarations of power, oaths, and offerings of great 


worth performed by beings they deem worthy. 


Each prince hates the others and will do what they can to 
undermine their presence on Earth from their distant realms of 
elemental solitude. Some among them are more agreeable than 
others, though none are explicitly evil. Careless is the best way 
to describe these ancient, near-omnipotent beings of creation. 
For all their power, any one among them would make a supreme 


patron for a sorcerer bold enough to approach them. 


Indeed, their power over the element which they command is 
seemingly absolute, though for some unknown reason they 
seem almost unwilling to directly intervene in either the affairs 
of mortals or the course of history on Earth. Better to use 


proxies and lesser elementals for such scheming, perhaps. 
Each prince is described below: 


G’nadoom, Prince of the Elemental Sea 

Appearing as a blue giant comprised entirely of swirling 
vortexes of seafoam and crashing waves, G’nadoom is a 
kaleidoscope of blues, turquoises, and aquamarines, whose 
voice is like the rolling of the sea, and whose very presence 
exudes the ocean’s spray. The Prince of the Elemental Sea is 
the living embodiment of water itself. The prince dwells ina 
palace of red coral and white pearl in an endless sea somewhere 
beyond the edge of our reality. G’nadoom is unpredictable, 
wrathful, and quick to anger. Just as quickly as his ire can be 
drawn, it can be dissipated. The Prince of the Elemental Sea has 
ageneral dislike for sailors, though he is inordinately fond of 


their songs. 


io 


, ay g PA 
a R 

yE 

J 


ChinifTa’am, Prince of the Elemental Sky 
Ina castle of glass and wind and snow, upon a floating island in 
the endless expanse of a limitless sky, Chinif'Ta’am dwells with 


his assortment of elemental servants and enslaved giants. He 


appears in one of two forms—either that of a blue-skinned giant, 


or an animate pillar of whirlwinds and dust devils. Ofall the 


elemental princes, he may be the most jovial and conversational, 


but his erratic and chaotic nature is such that he cannot sustain 
one line of thought for too long. Chinif Ta’am’s favor can be 
afforded with incredible and extravagant gifts from far-off 


planes of reality, which he likes to display in his great castle. 


Tehkunal, Prince of the Elemental Earth 
Lazy, disinterested, and grumpy about everything and anything 
that disturbs him, Tehkunal is perhaps the most stand-offish of 


the four princes. He keeps no castle, no slaves, and no servants, 


though he can manifest any such comforts to him at a whim. 
All his time is spent slumbering in the crust of his native plane 
of reality, where the mantle is all that exists. He appears as a 


massive giant of moving stones, with eyes of massive, flashing 
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emeralds, and a voice like the crumbling of a mountain. He 

has a great beard of moss, and his feet are like the roots of an 
ancient tree. Tehkunal enjoys eating gold, though it may be that 
he just enjoys tormenting those who carry gold more so than he 


enjoys the taste of the metal. 


Xalain-Atan, Prince of the Elemental Flame 

In a fortress of red-hot iron and brass isolated in a sea of 
burning oil, Xalain-Atan spends his time making strange 
artifacts at his forge of creation. Xalain-Atan is completely 
insane and violently aggressive to those who seek his counsel. 
The Prince of the Elemental Flame has many forms, though he 
favors that of a billowing sheet of living flame, which shoots 
white sparks and vents smoke from his eyes. He reeks of 
brimstone and ash, as does all his domain. In his care he keeps 


many thousands of slaves to do his bidding. 


Lords of Chaos 


Once, a war was waged between the supreme masters of 
entropy and the supreme masters of order. Their battles waged 
for nearly all of time, and throughout all of space, in realms 
beyond the vast expanse of the known universe. Through their 
bloody conflict, they struggled to gain dominance over one 
another. One faction, Chaos, asserted total discord. The other 
faction, Law, mandated absolute uniformity. These warring 
tribes wished to govern not only our universe, but every plane 


of reality, out to the theoretical limit of the multiverse. 


Supposedly their war is over, and those who fought in it are 
spent, having retreated to planes of reality nearly if not wholly 
converted either to the tides of Law or the tides of Chaos. The 
result of their aeons-long battle is unknown, and it was not 
meant that men should even meditate on such cosmic events. 
However, it would seem that our reality arrived at something of 
a happy medium between the two—a balance between Law and 
Chaos. 


Those masters of Chaos who persist to this day are deific 

beings of near-incomprehensible physical and sorcerous power. 
They are demoniac princes of hell, dukes of entropic disease, 
immortal titans of destruction, and other, more unfathomable 


things. They are called the Lords of Chaos, and assemble in 
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the Court of Chaos, in the darkest pits of Hell to vie for power, 
squabbling among one another like angry gods, fighting over 
the scraps of their once infinite empires. Almost none among 
the Court of Chaos are known to mortal men, save by wicked 
sorcerers and black-tongued priests who conjure demons 

from the void. References to them may remain in primordial 
scriptures of forgotten civilizations, or among the ruins of far- 
flung alien races, but such beings are virtually unknown to even 


the most impressively educated among civilized circles. 


For those wicked and destitute few who know of the Court 

of Chaos and the Lords who squabble there, the opportunity 
for untold power may present itself. Foolish men may swear 
oaths of fealty to one or even many Lords of Chaos, who may 

in turn accept them as their servants in the world of men. In 
exchange, the Lords might grant them vile sorceries unknown 
to any other mortal on Earth. In extreme instances, the Lords 
might directly intervene on their servant's behalf. Unlike the 
Elemental Princes, the Lords of Chaos seem far more willing to 
meddle directly in the affairs of mortals, but only when invoked, 


or when their desires and objectives are in jeopardy. 


The most noteworthy Lords of Chaos are described below: 


Arichon the Prince of Madness 
The most active of all the Lords of Chaos in the affairs of his 
minions, Arichon is as passionate as he is unreliable. He is 


eloquent, sophisticated, and incredibly intelligent. However, 
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he loses interest quickly, and will often not respond when 
invoked for unguessable reasons. He has subtle inklings 
toward total insanity which he does well to mask. Arichon has 
ambitions to usurp Ba’al Zebul. The Prince of Madness most 
often chooses to appear as a beautiful young man, with brilliant 


yellow-gold hair. 


Asag the Hideous Emperor 

Asag is unique among the Lords of Chaos in that he is bound 
to asingle form. He appears as a squat, low-bodied man with 
hunched back, curling black horns, and an indescribably 
hideous visage. He chooses to hide his disfigured face with 

a mask of iron. The Hideous Emperor is a black-hearted, 
vindictive being, hotly jealous of those who he perceives as his 
betters, and immediately dismissive of those he sees as beneath 
him. Asag the Hideous Emperor is prone to gambling—and 


cheating. 


Ba’al Zebul the Lord of Swarming Pestilence 

Lord presider of the Court of Chaos, Ba’al Zebul is the most 
powerful of the Lords of Chaos. He is a jovial, crude, and 
haughty being, who has total domain over flies, maggots, 
worms, mosquitos, parasites, molds, and plagues. He prefers 
to appear as a black-skinned giant, clad in voluminous robes 
of gold. He also enjoys taking the form of an immense horsefly, 


comparable in size to the great dragons of old. He enjoys 


poisoning the minds of kings. 


Croga Nom the Enormous Chaos Being 

Massive beyond massive, grim beyond grim, and stoic 

beyond stoic, Croga Nom evokes the black mountains of the 
Underworld to those who behold him in his true form. He is 
unique among the Lords of Chaos in that he musters no armies 
and uses his own brute force and immeasurable size to get what 
he wants. Croga Nom enjoys riddles, though quickly angers if 
outwitted. 


Humbaba the Guardian Giant, Brother of Pazuzu 
Most hot-blooded of the Lords of Chaos, Humbaba is the 
guardian of the realms of Chaos, riding across the planes of 
reality with his Hounds of Chaos—powerful warriors who were 
completely consumed by Corruption. Humbaba favors the form 
of an orange-skinned giant with curling horns, a heavy, reptilian 
tail, and the legs ofa goat. Humbaba fears Croga Nom for his 
physical superiority, knowing that if he simply desired it, Croga 
Nom could take Humbaba’s role in the Court of Chaos by force. 
The Guardian Giant is also the brother of Pazuzu the Demon 
Prince of the Wind. He hates Pazuzu more than he does Croga 


Nom. 


Mammon the Archduke of Avarice 

The wealthiest being in all reality, Mammon instills in the 
hearts of men the greed that radiates off him in waves. He is 
languid, foppish, and greedy to a fault. He favors the form 

of either a tall, broad-bodied man with a black beard and a 
potbelly, or an especially corpulent, gold-skinned devil with 
immense horns like those of an ox. Regardless of his form, he 
is heavily ornamented in immense jewels and glittering golden 
decorations. He enjoys plaguing the destitute and poor, purely 


for the sport and cruelty of it. 


Moloch the Lord of Bronze and Fire 

Also called the Bull of Hell, Moloch is the father of all minotaurs 
and the simplest of the Princes of Chaos. He only wishes that 
he can eternally sate his charnel desires. For Moloch, life is 
nothing more than the pleasures of the flesh. He is lascivious, 
arrogant, and drunk on power and wine. In his affairs with 
mortals, he sows the seeds of his own debased desires, and 
propagates his decadence and degeneracy in the palaces of 


mortal kings and sorcerers warped by his will. Moloch appears 
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most often as a bull-headed demon with rubies for eyes, cast of 


bronze, and consumed in ceaseless flame. 


Pazuzu the Demon Prince of the Wind, Brother of 
Humbaba 

Pazuzu is an ambitious Prince of Chaos who seeks to sabotage 
his brother Humbaba while elevating himself at the same time. 
While Humbaba is more of a brute, Pazuzu considers himself 
the cunning intellectual. He is the most learned among the 
Court, save perhaps Zorkkon, who is far more ancient than 
Pazuzu. The Demon Prince of the Wind rules from a flying 
palace of crystal shards, where he reads alien tomes penned 
by the Great Old Ones who predate even the Lords of Chaos 
and the Lords of Law. Pazuzu most often presents as a winged 
being with the visage of a vulture. He has an androgynous yet 


statuesque body that he clads in the finest silks. 


Xammasha the She-Demon of Iridescent Jade 

The sole Prince of Chaos who chooses to take the form of a 
woman exclusively, Xammasha has been called the She-Devil 
among the Court, as well as the Princess of Chaos. She is allied 
with Ba’al Zebul as his bride, though the union is likely one 

of exploitation and deception for all involved. She is cunning, 
manipulative, subtle, and when she needs to be, explosive and 
brash. She prefers the form of a mighty-thewed Amazonian 
warrior, Clad in scale armor of iridescent jade, wielding a 
flaming axe of the Underworld. She has also been known to 
take the shape of a titanic, six-armed monster with the head of 


a cobra, the horns of a bull, the body ofa demon, and the wings 
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ofa bat. Xammasha supposedly once had a twin, though none 


know what became of her, save perhaps Xammasha. 


Zorkkon the Ancient Corpse of Decay 

Most ancient of all the beings known to sit at the Court of 
Chaos, Zorkkon appears as nothing more than a mummified 
corpse of some alien, four-armed being, whose cracked, 
leathery skin is branded with strange sigils and markings. 
While he may appear long-dead, Zorkkon still lives, and has 
preserved himself for aeons beyond reckoning by means of his 
sorcery. Indeed, Zorkkon is the most powerful sorcerer in all 
reality, claiming to hail from a cycle of existence that predates 
our own. He it was who organized the Court of Chaos when 
the planes were forged, and likely he it will be who sees the end 
of this multiverse, as he was at the end of the preceding one. 
Zorkkon is quiet, withdrawn, and shows the weight of billions 
of years upon his conscious. He concerns himself not with the 
squabbles of the other members of the Court, but rather looks 
to the future, divining into the fate of the universe. Zorkkon 
will make himself known to potent sorcerers in their dreams, 
bidding them to do his will, so that his ultimate designs for 

the universe will come to fruition over the course of untold 


millennia. 


Lords of Law 


After their explosive conflict with the Lords of Chaos, those 
who represent the cosmic forces of universal order fled to 
those outland planes of Law. That is, if any of the Lords of Law 


survived the conflict. Unlike the Lords of Chaos who will, on 
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occasion, torment mortals for their own amusement, the Lords 
of Law are so remote as to have been virtually unreachable. 
They seem only to bide their time, weakened after their battle 
with Chaos, unable to reform into a formidable force and 


reassert themselves in the mortal realms of Earth once more. 


It should be stressed that the Lords of Law are neither Gods of 
man, nor are they goodly beings. They are cosmic entities that 
were present at the formation of the universe, and who wish 

to exert uniformity and logic upon it. The Lords of Law seek 
order and peace, oftentimes at the cost of free will and self- 
determination. Planes of reality wholly given to Law are gray 
with the fog of equivalence, where all is stagnant and same, just 
the way they like it. 


The Lords of Law are so remote that even when invoked by 
powerful sorcerers, they seem not to reply. It may be that 

they all perished following their war with the Chaos Lords, or 
perhaps the sorcery of Chaos prevents them from reaching 

out to mortal men. In either case, they are nearly unknown to 
mortals, save in the crumbling grimoires penned long before 
Old Atlantis, long before the serpentmen, and long before even 


the giants arose from the Earth. 


Ofall the host of the Lords of Law, they defer to a single being, 


whom they determine mightiest and most just among them: 


Emitriahl of the Cosmic Order 


High authority of the Lords of Law, and supreme commander 


of the armies of order, Emitriahl is the most powerful and most 
noteworthy among all the Lords of Law. It is likely that if any 
among the Court could be contacted, it would be Emitriahl, 
for his power is far and away the greatest of all his kin. Like 

all the Lords of Law, he presents as a towering giant with 
alabaster skin, four arms, and a perfectly symmetrical form. He 
hovers naked through the air, an androgynous being of vaguely 
luminous energy. Emitriahl is stoic and fatalistic, lamenting the 
fall of his people, and the failure of the Lords of Law in their 
battle against Chaos. In times of hope, his good humor may 
return to him, but he has been without it for many millions of 


years. 


Beings of the Earth 


What follows is a list of unique and notable beings of Earth, 


being either mortals and monsters of the world, as opposed 


to elemental idols of creation, or beings of pure Law or pure 
Chaos. 


Aurelia, Princess of 
the First City 

Princess Aurelia is the 
daughter of Auron, the 
Master of the First City, 
king of the Seven. She, like 
her father, has fair skin and 
brilliant, golden hair—a 
mark of their relation 

to several other golden- 
haired nobles across the 
countryside. Aurelia is 
pampered and a bit ofa 
brat. Her father has doted 
on her all her life, and it 


has greatly warped her 
sense of the world, even for 
a princess. Her petulance and vanity are only known to those 
who deal with her closely, however. To those looking in from 
the outside, she is regarded only as the powerful heir to a vast 
network of alliances and titles. As such, many have sought her 
hand, though all have failed. 
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Big Eye the Unblinking 

The being known as Big Eye has a true name, but for the 
mortals who speak of the monster, it is almost completely 
unpronounceable. Big Eye is an ocular horror who lives in a vast 
network of tunnels which run under the Firetop Peaks, a string 
of volcanic formations that run along the Zargos Mountains of 
Khorsan. From there, Big Eye watches much, and mumbles to 
itself about half-mad schemes for both world domination, and 
inter-planar domination. Big Eye has a collection of ten crystal 
balls, which allow it to watch ten different places on Earth at 
once. Big Eye almost never leaves its lair, and either devours or 
enslaves anyone foolish enough to wander into its subterranean, 


volcanic domain. 


= 


MZ 


phl 


= 


ZA 
P 


Doctor Foxmeat 

A wandering wizard who is regarded either as a madman or a 
wiseman. Doctor Foxmeat claims profound and improbable 
things with his every utterance, yet he does so in a casual 
and conversational manner. He purports to be many tens of 
thousands of years old, and also claims that he was not born, 
but instead crawled out from under a pile of leaves in some 
early epoch. He also claims to be of another world separate 


from this one, cast by magical error through a portal of his own 


GAME MASTER SECTION 307 


SWORDS & CHAOS 


design. Despite his apparent madness and seeming vagrancy, 
he is well-to-do, friendly, and incredibly knowledgeable on 
horticulture, and the sciences of green things. He keeps to 
the forests, enjoying the company of animals, often sitting 
along the banks of the streams where he might smoke his pipe 
and ponder on esoteric matters. Doctor Foxmeat appears 

as alarge man with a graying beard and long hair. He wears 
roughspun robes of earthy colors, round spectacles, and a 


wide-brimmed conical hat from which dangle strange and 


colorful charms. 


Edvard Sakraf 
Regarded as either the 
second or third most 
powerful sorcerer on 
Earth, Edvard Sakraf 

is a being of nearly- 
peerless power. Indeed, 
only the Laughing Mage 
and Xai-Tang could be 
considered his peers in 
terms of ability. Edvard 
is unique in this trio 

of sorcerers; however, 
in that he is not alive. 
Technically he is not 
dead either, but ina 
state of preservation 
induced by undeath. 
Edvard Sakrafis a lich 


of immense power, who 


chose the immortal 

plunge into the gloom 

ofundeath due to an 
intense fear of death and of the agony of Hell, which he felt sure 
was his fate, were he to perish truly. Being positively ancient, 
Edvard appears as a bleached-white skeleton, draped in magical 
objects of power, and clad in a green robe that blinks with many 
hundreds of living eyes. The shape of Edvard’s phylactery, as 
well as its location are unknown. Edvard Sakraf resides in the 
ruins of his Tower of Chaos, somewhere in the Mountains of 


Krossk, in the east of the Empire of Wargus. 
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Framileon the 
Enchantress 

Born a lesser 
noblewoman of Iberia, 
Framileon only has 

a mild interest in 
statecraft, and only 
because it affords 

her opportunities 

to test her sorceries 
on the unsuspecting. 
Framileon is a master 
sorceress and beguiler, 
able to ensnare the 
thoughts and senses 
of others and bend 
their minds to her will. With this skill, she has climbed through 
Iberian high society. She is fully immersed in the culture and 
its people. Despite her predilection toward the dark arts, she 

is a jovial woman, friendly and warm with others. She is bold, 
warm, and has a barking laugh that fills any room. Were she to 
be discovered as a sorceress actively manipulating her fellows, 
she would likely either be cast out, or burnt alive for her crimes 


against the sanctity of thought. 


Gorton the 
Night Stalker 
As a serial killer 
wanted in all of the 
Seven Cities fora 
string of bloody 
murders, Gorton 
the Night Stalker 
has a well-deserved 
reputation. He has 
butchered more 
imnocents than he 
can remember, and 
delights in their torture before the final deed is done. The 
villain was trained as an assassin once upon a time, and is 


rumored to have committed a number of high-profile hits dating 


back a decade or more. He eventually abandoned hired killings 
in favor of amore intimate and chaotic means to slake his 
bloodlust. Obviously, Gorton’s true identity is not known, and 
the name Gorton the Night Stalker is one of his own design, 


which he leaves scribbled at the scenes of his crimes. 


High King 
Magog V of 

the United 
Territories 

In the United 
Territories of 
Magog, it is said 
that the kings have 
the blood of giants 
in their veins. The 


braggart Magog V 


takes the claim a bit 
too seriously. While he is of impressive size and appreciable 
strength, he hardly measures up to his forefathers of old, and 
that has ingrained in him a terrible inferiority complex. Ruddy- 
faced, and with a shock of red hair, the High King clearly can 
trace his roots to the hill folk who lie in the highlands beyond 
the walled cities of southernmost Magog. He is new to his 


position and feels he has much to prove. 


Kzhumonga the Mother of Spiders 

In the darkest pits of the Earth, where the sun shall never cast 
its glow, lie many foul and unspeakable things. Arguably one of 
the greatest calamities to inhabit the darkness is the demigod 
Kzhumonga, an enormous spider as wide as a bowshot is long. 
Her body is black and hairy, with yellow bands across the limbs, 
and her eight eyes are huge orbs of glassy red that gleam wetly 
in the light of the torch. Her fangs can pierce shields, and 

her venom can melt stone. She is a titan of incomprehensible 
malignance, rumored to have spawned the first of all spiders 
when the world was young. Her cult depicts her as an eight- 


eyed woman. 


Kothrik the Bloody Handed 
A barbarian of the north, hailing from the brooding gray 
hills along the furthest borders of Magog. Kothrik seeks 
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out adventure 
wherever it might 
be found and 
seizes life by the 
throat. He isa 
warrior bred ofa 
dour race, and so 
is prone to black 
moods, but also 
gigantic mirth and 
explosive laughter. 
He is powerfully 
built and thickly 
muscled, yet 
moves like a 
panther, his black 
mane flowing and his steel-blue eyes gleaming in anticipation. 
He has traveled many lands, and his exploits are known among 
the cities of the west. There he is both lauded as a hero and 


despised as a red-handed thief. 


Kragg-ong the Titan Ape 

Far to the southeast, somewhere in the ocean south of Lemuria 
there is an island seemingly untouched by time. Upon this 
island rove many hideous monsters and enormous, scaly giants. 
Mightiest ofall these monsters is Krage-ong, a titanic ape 
given his name by the islanders who worship him as a god of 
destruction. The enormous beast resembles the gorillas of the 
continent to the west, only with a staggering height of 30 ft, and 
no sign that his growth is slowing. 


Kumbutu IV of 
Tamazgha 

Easily one of the richest 
men in the known 
world, Kumbutu IV is 
the king of Tamzgha 
and Emperor of all the 


lands to the west of the 
Sulkatta along the coast 
of the Western Ocean. He is a cool and level-headed leader, 


currently focused on securing the longevity of his dynasty. He 
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has seen some 40 rainy seasons during his life and has fathered 
many children with his wives. The king of Tamazgha is tall and 
of middle weight. He sports a short black beard and dresses in 
the riches of his empire. He is unaware that one of his wives is 


currently plotting his death. 


Lotan the Serpent of the Ancients 

This being is noted here as just a rumor, but an alarmingly 
persistent one. Fishermen along the Sea of Hyrcaniae insist that 
somewhere in the darkest depths of the inland sea dwells a still- 
living dragon, like those described in the ancient myths and 
legends. It is rumored to come up from the depths and even go 
ashore to devour deer and horses and other beasts in the forests 
and mountains nearby. They call the horror Lotan and say that 
the black-bodied giant can sink ships with its passing, tear a 
horse in two with just its jaws, and make men explode with buta 


glance. Ifthis is true, it may spell doom for us all. 


The Laughing Mage 
Inarguably the most 
powerful sorcerer alive in 
all the mortal realms, the 
one known only as the 
Laughing Mage of Zug 

is a cruel, warped, bitter, 
malicious, and sadistic old 
man. Dressed head to toe in 
rich robes of indeterminate 
make, with rings on 

every finger, and amulets, 
talismans, pentagrams, 

and artifacts all about his 


person, he simply oozes 


the supernatural and the 
opulent. He is of a jaundiced complexion and unclear heritage. 
His head is deeply wrinkled and almost deformed, and the white 
hairs that remain on his head are but a few ghostly wisps. The 
Laughing Mage dwells in a gated and high-walled manse of 
madness somewhere in the rocky countryside north of the First 
City, wherein he conducts strange experiments on homunculi, 
and casts spells that allow him to look deep into the future and 


the past. 


310 GAME MASTER SECTION 


Vignarak Ulg the 
Ghoul King 

In the Thuluvian 
Mire, in the choked 
backwaters where 
mortal men dare not 
tread, in the ruins of 
an ancient, crumbling 
city of cyclopean 
stones, the King ofall 
Ghouls holds court. 
There, among his 
ghoulish servants and 
human slaves kept as chattel, Vignarak Ulg sits in his gloom, 
contemplating the fall of his people, and how he might assert 
his will over human civilizations. Vignarak Ulg is a gray-skinned 
ghoul, of curling body and hideous features, though clad in 
ancient fineries of brass and silver. He wears voluminous cloaks 
of black to shield his deformed body from the winds which rush 
through his half-collapsed castle. The Ghoul King is bitter and 
vindictive, despising humanity wholly, while simultaneously 


regarding them as no more than slavering dogs. 


Wilfriga the Wolf 

Red maned, grey-eyed, spear in hand, Wilfriga is every bit the 
mighty reaver her reputation suggests. Among the barbarian 
tribes along the western shore of Wodenhimr, she is regarded 


as a tremendous warrior and a fearsome leader. Often, she 


leads bands of warriors south along the coast in reaving and 
bloodletting. She is boisterous and confident, swaggering and 
full of vigor. She delights in the spray of the sea, the wind in her 
hair, and the cries of her enemies upon the battlefield. 


Xai-Tang 
One of the three 
most powerful 
sorcerers alive 
today, Xai-Tang 
is as infamous 
as he is cruel. 
Sadistic, wicked, 
and steeped 

in the ancient 
sorcery left 
behind after 

the collapse of 


the serpentman 

empire, he is 
truly a foe to be reckoned with. Xai-Tang is supposedly over 
1,000 years old, sustained by sorcery, potent drugs, and dark 
rituals which he conducts in his Opal Palace of Shangri-La in 
the lush jungles of Huanxia. Xai-Tang appears as a bent old 
man, with skin so ravaged with age as to appear as translucent 
parchment stretched over his bones. He has a thin beard of 
wispy black hair, and eyes that flash green and luminous in dim 
light. 


Yasmira the Divine of 
Lemuria 

In the city of Bairaanee, the 
capital of Lemuria, the lady 
Yasmira sits as the Maharani. 
At this time, Bairaanee is 
without a Maharaja, and 
many are the comments made 
at court behind Yasmira’s 
back about her suitability 


as a bride. Despite this, she 
manages to run her empire 


with a grim efficiency and 
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cutthroat attitude essential for one so young to succeed in the 
courts of Lemuria. Itis said that Yasmira is of divine beauty— 
the gleaming jewel of the treasures of Lemuria, with skin 

like honey and bronze, and long, flowing hair as dark as the 
river Mahaanadee on a starless night. Of this, she is doubtful, 


however, as florid flattery is common in court. 


Zanobar the Immolent Skull 


A fervent servitor of the forces of Chaos, Zanobar is at once 


both a sorcerer of the dark arts and a warrior trained in the 

use of axe and blade. Fully given to the tides of Corruption, 

he has been consumed by the eternal flames which lick at his 
bones. He appears as an animate skeleton, though consumed 
in acontinual conflagration of fire. He burdens his body in 

the heavy black armor of the warriors of Chaos, which do well 
to contain the leaping tendrils of fire which spring from his 
form. Emblazoned eternally on his chest is the symbol of Chaos. 
Currently, he resides in his keep at Bel Mord somewhere in the 
forests of eastern Hyperborea, along with his Knights of the 
Immolent Skull. 
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Magic Nems & 
Creasure 


In a typical fantasy role playing game, there will be a slew 

of ‘generic’ magic items which can be dropped into various 
scenarios at the Referee’s leisure, and a small assortment of 
named, ultra-powerful items of unique property and portent. 


This is not the case here. 


Sword & sorcery is a genre of inherently little magic, and thus 
the disbursement of magical items should be extraordinarily 
rare and should be done with great portent. No magic item 
should be generic. Each item (with very few exceptions) is 
one ofa kind, with its own stories and history that places them 


somewhere in the narrative being crafted at the table. 


Magic items are often treated as rewards or prizes gifted to 
players for doing things like surviving a difficult dungeon or 
slaying a wicked beast. While there is general wisdom in this 
approach, the inherent wickedness and vile influence of magic 
in the sword & sorcery genre adds a layer of complexity. No 
magic item in a story should be all good all the time. Consider 
such prizes as double-edged swords, with myriad benefits, but 


also subtle curses and the influences of the tendrils of Chaos. 


Ina game where such prizes are so rare, it has been decided that 
no table will be provided for rolling random magic items. Along 
those same lines, no tables will be provided for random treasure 
in general (excep for pricing for gems). There are innumerable 
systems out there that are exhaustive in their distribution of 
coins, gems, and weapons down to the last penny. If you are 
unsatisfied with this, I will offer a bit of parting wisdom: a 
monster usually has treasure whose worth is 1d3+1 times greater 
than their XP value in gold pieces. Unintelligent beasts and wild 
animals are unlikely to hoard treasures, but if they align with 
intelligent ones, it might be good manners to make the hoard 

a bit bigger as consolation for a job well done. Wandering 
monsters are unlikely to carry much of value on them, and 


typically keep much of their wealth stored away in their lair. 
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Gems, jewels, and jewelry can range from flawed to flawless. 
At the GM’s discretion, a portion of a foe’s treasure might be 
made up of precious or semiprecious stones and jewelry. Such 


treasures value can be determined using the following tables. 


Flawed Gems and Jewelry 


| 1d4 | Gem/Jewelry Value | 
| 1 | 1dó gp | 
| 2 | 1d100+25 gp | 
| 3 | 1d100+75 gp | 
| 4 | 1d100x10 gp | 
Fine Gems and Jewelry 

| 1d4 | Gem/Jewelry Value | 
| 1 | 1d100 gp | 
| 2 | 1d6x200 gp | 
| 3 | 1d6x300 gp | 
| 4 | 1100x100 gp | 


Flawless Gems and Jewelry 


| 1d4 | Gem/Jewelry Value | 
| 1 | 1d100x10 gp | 
| 2 | 1d100x80 gp | 
| 3 | 1d100x120 gp | 
| 4 | 1d100x200 gp | 


Magic is rare, terrible, and powerful. There should not be more 
than one magic item in a monster’s hoard or in the loot of a 
dungeon. Finding one item should be more than enough for the 
party. Indeed, little consideration has been given to balancing 
the power of these items. Most are very powerful. Some are 
ludicrously so. Always exercise caution before introducing one 
to your game. It may wind up putting an end to the fun in ways 
you did not anticipate. 


Also, as a final note, all magic items introduced to the game 
should be unique. They deserve their own backstory and should 
be placed logically in a location. 


What follows is neither a definitive nor comprehensive list of 


the magic items found on the antediluvian Earth. This is simply 


alist of example items intended to get the Game Master’s 
imagination flowing and inspire them to come up with exciting 


adventures and magic items of their own. 


Armor & Shields 


Armor and shields that have been enchanted to increase their 
defensive capability add to the wearer’s armor class, and most 
also grant additional magical properties or abilities, depending 
on the item. Magic armor bonuses never rise above +5, and 
stack with regular armor bonuses (in addition to shield and 


magic shield enchantment bonuses). 


Armor of the Invulnerable Knight 

This suit of scintillating full plate armor was worn by the 
infamous Sir Roland the Bull during his crusades in western 
Zhem. There, Roland the Bull laid siege to the city of Hekkem 
with the aid of an army of 2,000 men from the Seven Cities, 
and an additional 6,000 Aethoryptian mercenaries. He 
succeeded, and laid claim to the city, declaring himself the lord 
mayor of Hekkem. This act sparked along and ugly war in the 
region, ultimately resulting in the razing of Hekkem, and the 
slaughtering of many hundreds of Aethoryptians, Zhemites, 
Khorsanis, and men of the Seven Cities. Roland managed 

to escape with his life and fled into the west. However, he 
never made it back to the Seven Cities, having been attacked 
by a flamedrake on the trail westward. He did not survive the 


encounter. 


Blessed by the high priests of the Temple of Goritzan in the 
Sixth City, the armor was instilled with supernatural properties. 
The armor is considered a +5 suit of full plate armor for the 
purpose of determining armor class, and the wearer of the 
armor suffers only half damage from bludgeoning, piercing, and 


slashing attacks. 


Bracers of the Old Gods 

These ancient bracers are brilliant golden clasps that encircle 
the forearms of the wearer. From whence they came is 

not rightly known, but they at least predate the sinking of 
Atlantis. The inside surfaces of the braces are etched with pre- 


cataclysmic runes of magic. 
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When worn, they award 

the user a +3 bonus to the 
wearer’s AC. Additionally, 
when the wearer is shot at 
with a projectile, there is a 
50% chance they can deflect 
said projectile and avoid an 
otherwise successful attack. 
Ifa x0 or less is rolled on the 
percentile die, the projectile is 
deflected back at the attacker. 


Breastplate of the Troll Lord 
This unassuming bronze breastplate was forged in the far-flung 
fortress of Ickellrott by a race of unguessable humanoids to be 


worn by their dark lord, known only as the Troll Lord. 


The Troll Lord is amad, gibbering, jabbering creature who 
spends his time imbibing huge quantities of peppered tonics 
of rejuvenation which he claims gives him visions into other 
worlds. Fueled by these elixirs, the Troll Lord and his fellows 
envision strange vistas beyond reality. In their fortress they 
toil, writing what they can while in their moments of clarity, 
describing the realms beyond realms. What do they plan to do 
with this compiled information? None can say for sure, as the 
only words to pass from the lips of the humanoids and their 


Troll Lord of Ickellrott are those of “Damned distributors,” and 


“Late Kickstarters,” whatever that means. In the Troll Lord’s 


madness, he misplaced his Breastplate, and it has not been seen 


since. 


The breastplate of the Troll Lord serves as a +3 bronze 
breastplate, with some additional features. Whoever wears the 
armor will have their Constitution score increased to 21 (+4). 
Conversely, the wearer will find themselves compelled to seek 
out the madness of the original Troll Lord—the peppered tonic. 
Denying this compulsion may result in the accumulation of 


points of Corruption at the Game Master’s discretion. 


Dragon Scale Mail 
Forged from the scales of those few dragons who persisted into 


the Age of Calamity, this legendary shirt of scale armor literally 
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resembles the hide of the creatures from which it is derived. 
Those few mortal men who possessed shirts of dragon scale 
mail in the distant past were marked as apex hunters capable of 


taking down the most fearsome creatures who had ever lived. 


Once many such suits existed, but with the passing of the 
eons, many were lost, destroyed, or disassembled for various 
purposes. It is unknown how many shirts of dragon scale mail 
persist, but they are prizes beyond the wildest dreams of the 


kings of the modern age. 


Dragon scale mail appears as a light shirt of scale armor, where 
each overlapping scale is the actual treated hide ofa long-dead 
dragon, instead of metal plates. They are studded with tiny 
horns, spikes, and ridges that were commonplace on ancient 
dragons, and they supposedly come in a wide array of colors, as 
no two dragons in the ancient world were alike. The armor is, in 
fact, so light that it is considered light armor, allowing it to be 


worn by classes such as the rogue and the assassin. 


Wearing dragon scale mail awards the wearer a +2 to +5 
bonus to their AC (1d4+1), and resistance (1/2) to fire damage. 


Additionally, the wearer of a dragon scale shirt gains a spell 


resistance of 5. 


Helm ofthe Death 
Knight 

Black as midnight and 
capped with the curling 
horns of a long-dead demon 
lord, the helm of the death 
knight is an ancient full 


helm of terrible power and 


primordial wickedness. 


The helm was not forged but was instead willed into being by 
the Court of Chaos as an instrument of their will. Imprisoned 
in the helmet is an elemental of pure Chaos, said to be Pleistor 
the Atlantean god of death. The helm was bestowed as a gift to 
the barbarian Ga’ath the Slayer, as a means to sow the seeds of 


chaos and destruction in his land. 
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Donning the helm transformed the barbarian into an avatar of 
death and allowed him to deal it to all who stood before him. 


However, it tried also to dominate his will and enslave him. 


The ultimate fate of Ga’ath the Slayer is unknown, though the 
helmet makes appearances from time to time, always causing 


catastrophe and sowing chaos wherever it appears. 


Whoever dons the helmet must make a Charisma saving throw 
every round that it rests upon their brow. Ona failed save, the 
wearer gains 10 Corruption and becomes possessed by the 
prisoner of the horned helm—the Chaos elemental. This may 
seem like a horrible fate, however, the benefits of wearing the 
helmet are incredible. 


The wearer of the helmet can treat all of their physical attributes 
as primary attributes, double their modifiers on Strength, 
Dexterity, and Constitution rolls, have every successful attack 


treated as a critical hit, and increase their AC by 2. 


In the event that the wearer becomes possessed by the prisoner 
of the helm, they are awarded a second Charisma saving throw 
on the following round at a -4 penalty. If this save is successful, 
the Chaos elemental only maintains control for a single combat, 
or 1d4 minutes if this occurs outside of combat. If this save is 
unsuccessful, the Chaos elemental forces the victim’s soul out 
of their body and claims the body for their own, gaining all the 
abilities, hit dice, and levels of the body they now possess. Then 
they will embark on a campaign of doom and ruin across the 


countryside. 


If the possessed body is slain, the Chaos elemental returns into 
the helm. 


A possessed wearer of the helmet will never willingly remove 
it, though doing so will force the spirit of the Chaos elemental 
back into the helm. If a victim has been completely taken over 
by the Chaos elemental, removing the helm will simply free the 
soulless body from possession. 


Mail of the Headless King Zona II 
This shirt of mail was crafted at the bidding of King Zona I by 


a powerful efreeti that the king had bound to his will. It was 
passed to his son Zona II upon his death, and was later taken 
from the halls of King Zona II when he was beheaded by his 
own people in the revolution that would eventually result in the 


founding of the Empire of Wargus. 


While the efreeti imbued in the shirt great supernatural 
properties, the Imperials value it more for its cultural 
significance, regarding it as a symbol of their history and 


national heritage. 


The mail shirt was stolen alongside hundreds of other artifacts 
in the siege of Hragzsouh, and many such treasures were carted 
south into Khorsan, where historians told a different story. The 
people of Khorsan believed that because King Zona II was of 
ancient Khorsani heritage, the mail rightfully belonged to the 
royal family in the east. 


This may eventually spark war between the two powers, or at 
least a series of assassinations and violent proxy battles as they 


try to wrest the shirt of mail from one another’s grip. 


Wearing the mail of the headless King Zona II grants the wearer 
a +4 bonus to AC, immunity to poisons, and advantage on 


Constitution checks. 


Plates of the Dread 
Demon Ba’ah Rag 


Constructed of the 
chitinous plates of 
some primordial 
horror from beyond 
reality, this suit of full 
plate armor is instantly 


identifiable and 


terrifying to behold. 


The bulk of the thing is purplish-black with an iridescent sheen, 


as though it was made of the shells of many enormous beetles. 


The armor was built by dark witch-kin and their soul-bound 


devils who fester in the darkest layers of the Underworld 
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for the terrible demon lord Ba’ah Rag. The dread demon 

was summoned to Earth during the siege of Atlantis by the 
desperate Atlantean Emperor Kojath II. Ba’ah Rag brought 
with him his great and terrible host, and they fought back the 
invaders from distant Hyperborea. However, they also saw to 
the sacking of Atlantis as well, and doom befell the great city 
that day. 


The demon was slain eventually by the combined efforts of a 
brotherhood of knights who wished to turn the tide of Ba’ah 
Rag’s demon hordes and banish them back to the Underworld. 
In the end, they were successful, and when he was slain, Ba’ah 
Rag dissolved into a boiling heap of bubbling acid. With their 
master felled, the rest of his host was shaken and fled. All that 
remained was the armor of the horrendous demon, caked in the 


green slime of the late owner’s demise. 


Wearing this magical full plate armor confers the wearer an 
AC of 22. Additionally, it grants the wearer the ability to speak 
and understand the Wicked Tongue of Demons. The wearer 
of the armor can also make claw attacks while fully outfitted, 
slashing with the great protruding spikes which can project or 
retract from over the gauntlets of the suit. These claw attacks 
are considered magical and have a +1 innate bonus to hit, and 
deal rdio+1 damage on a successful attack. Lastly, the wearer 
of the plates of the dread demon Ba’ah Rag gains advantage on 
Charisma checks to consort with demons, though a failure on 


such a check indicates a disastrous outcome. 


Ifa character that has no points of Corruption attempts to don 
the armor, they must make a Luck saving throw or turn to ash. 
Ona successful saving throw, they avoid the immolation but 


immediately gain 1d8 points of Corruption. 


Shield of the Watcher 

Appearing as an uncommonly large round shield of cold 

iron, painted on the outer face with a great red eye, the shield 
of the watcher was originally the eyepatch of an especially 
enormous giant from many ages past. The one-eyed giant, 
called Boghadair nan Daithan, was one among a now-extinct 
race of giant-kin who watched over the domain of what would 


eventually become the Thuluvain Mire. 
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Boghadair nan Daithan is long dead, his iron bones buried in a 
cairn in the Thuluvian Mire alongside the rest of his kin. Most 
of the treasures laid down with the giants have been untouched, 
save for the shield of the watcher. It was torn from the eye 
socket of the bleach-white skull of Boghadair by the deft hands 
of the grave robber and fighter Kluttann the Brash. 


Kluttann took the shield for himself and sold it to a wealthy 


benefactor within the Seven Cities. 


The shield is considered a +3 large steel shield, though it is in 
fact made of enchanted iron. Carrying the shield (even if only 
strapped on the wearer’s back) also award’s the user a +2 bonus 
on all attack rolls with ranged weapons. Whoever carries the 
shield is awarded advantage on any checks that rely on sight. 


Finally, the carrier of the shield cannot be surprised. 


Wolfskin 

During the Ice Age that 
followed the destruction 
of the Dark Moon, many 
strange and horrific 
creatures roved over 

the frozen Earth. Chief 
among them was the first 
of the blighted wolves, 


from whom the curse of 


lycanthropy is derived. 


In those ancient days, one among the early human stock slew 
a blighted wolf and made for herself hide armor from the pelts. 
After this first, many others were made, but none can say exactly 


how many. 


Vvolfskin appears as a set of hide armor constructed out of wolf 
hide, with a built-in hood and cloak. The hood of the ensemble 
is constructed from the head of the wolfand retains much of the 
ferocity the beast possessed in life. When the hood is pulled 

up on the wolfskin, the wearer is transformed into a wolf, and 
all their equipment worn and carried transforms with them. 
When the wolf wishes to change back, or when the Sun rises 


(whichever comes first), they transform back. 
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Potions & Substances 


A potion is a liquid with an enchantment cast upon it that 
produces a powerful effect when imbibed. When drunk, a 
potion will often produce immediate results, usually similar to 
extant spells after which the potions are derived. Ultimately, the 
brewer of a potion determines through the use of alchemy and 
the employ of eclectic ingredients what the result of drinking 

a potion will be. A typical oil or potion consists of a t-ounce 
liquid, enough for one dose, held in a container (flask, vial, 
etc.) made of skin, wood, metal, glass, or another substance. 
Cautious characters can sample a potion they come across 
without imbibing it, allowing them to gain some insight into the 


substance, and determine the nature of the liquid. 


The following are some sample potions and other rare 


substances of note. 


Elixir of Speed 

This bright, almost neon yellow liquid seemingly vibrates 

with potential energy. It is brewed from a mixture of ground 
coffee beans, rosemary sprigs, and the ashes of an imp that was 
struck by lightning. It imbues the drinker with supernatural 
speed for 1 minute. During that time, the subject gains 10 ft to 
their movement speed, a +2 bonus to their AC, advantage on 
Dexterity saving throws, and an additional action on each of 
their turns. 


Elixir of Youth 

This shimmering, golden nectar is a white wine produced from 
grapes grown in a sacred grove blessed by powerful druids. It 
is said to also contain powdered diamonds, the light of the 

sun itself, and the laughter of children. The wine is kept in 

an airtight cask of rare mulwano wood for 200 years before 

it becomes an effective elixir. Afterward, it is bottled into 
appropriate dosages. Drinking an entire bottle of the elixir 

of youth has the miraculous effect of de-aging the imbiber by 
2-12 years. There is a small chance that a bottle might contain a 


spoiled elixir, which would age the imbiber by 1-6 years instead. 


Lotus, Black 


The black lotus is a rare and deadly flower native to the distant 


east that has been imported into the west as a potent poison, a 


powerful narcotic, and a tool of sorcery. 


When burned, the lotus produces billowing green smoke which, 
if inhaled, causes strange and wondrous visions and dreams in 
the user. If the user is a sorcerer, they will regain 1d4 points of 
memory simply by burning and inhaling a single blossom. For 
every blossom inhaled, there is a cumulative 10% chance of the 
imbiber becoming addicted to the substance, be they sorcerer 


or otherwise. 


In powdered form, black lotus can be thrown at an enemy, 
forcing them to make a Constitution saving throw (CL 8). 

If they fail the save, they breathe in the powder and begin 
coughing and hacking uncontrollably, struggling to breathe. 


This confers disadvantage on all rolls for 1 minute. 
If liquidated, the black lotus is treated as a type IV poison. 


Lotus, White 

The white lotus is an elusive 
and beautiful flower native to 
the salt marshes at the very 
heart of the Sea of the Dark 
Moon, where the ruins of 
Old Atlantis lie. The blooms 
are highly sought after by 
sorcerers, druggists, and 
addicts alike. 


When properly cut, ground into a paste, and burned, the lotus 
produces a scintillating white smoke. During the grinding 
process, a Wisdom check must be made to see if the lotus is 
prepared properly. If successful, the inhaled vapors heal 1d6 
points of damage to the imbiber. If the user has Corruption, 
they will also lose 1 point of Corruption simply by inhaling a 
single blossom. If the Wisdom check fails, however, the lotus 
is prepared incorrectly, and the imbiber suffers 1d6 points of 


poison damage. 


Regardless of successful preparation, the inhalation of the lotus 


produces profound visions of other worlds and other times. 
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Dreamlike vistas and strange visitors from other realities are 
said to visit the imbiber, who can only sit, paralyzed, and watch 
in terrified amazement for 1d4 hours. For every blossom inhaled, 
there is a cumulative 10% chance of the imbiber becoming 


addicted to the substance, be they sorcerer or otherwise. 


In powdered form, white lotus can be thrown at an enemy, 
forcing them to make a Constitution saving throw (CL 5). If 
they fail the save, they breathe in the powder and become 


paralyzed for 1 minute. 
In liquid form, the white lotus is a Type III poison. 


Potion of Giant Strength 

This potion contains a gray fluid of a gritty, bland texture and 
flavor. Itis said to contain raw eggs, powdered milk, ground 
and powdered giant bones, as well as myriad other materials 
ranging from Thuluvian Mire scum to glacial runoff from the 
peak of Mt. Galdolo in the far north. Drinking the potion 
changes the base Strength score of the imbiber to 1g or higher 


for 1 hour. 

| Giant Type | Strength Bonus | 
| Hill | Str 19 (+3) | 
| Frost | Str 21 (+4) | 
| Fire | Str 22 (+5) | 
| Primordial | Str 24 (+6) | 
Potion of Invisibility 


Crystal clear, odorless, and bitter to the palette, the potion 
of invisibility is concocted from the skin of a jellyfish, the 
ectoplasmic residue of a ghost, and ground crystals harvested 
under anew moon. When the full contents of the bottle are 
swallowed, the drinker and everything they are wearing or 


carrying turn invisible for 2 hours. 


Potion of Healing 

This syrupy potion consists of a red, bubbly liquid. Its contents 
are derived in a myriad of ways, but some of the most common 
include the use of honey, elderberry, Atlantean wine, and 

the petals of the red lotus. When imbibed, it instantly awards 
the drinker 2d4+2 hit points, up to but not exceeding their 


maximum. 
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Potion of Health 

This sweet, airy, red liquid is far and away the most potent 
regenerative alchemical mixture known to man. The exact 
content of the mixture is a closely guarded secret by those 

who know the recipe, but it is rumored that it uses marigolds, 
Atlantean wine, a myriad of wild berries, the blood of a Lamia, 
and tears of unrequited love. Whoever imbibes the fluid will 
instantly regain all their lost hit points and expended hit dice, as 


though they had just spent a week engaged in Skullduggery. 


Potion of Greater Healing 

This oily, thick, dark red potion is similar in make to a potion of 
healing, but for the addition of the blood of a devil of the wilds, 
which makes the mixture far more powerful. When imbibed, 
the potion instantly awards the drinker 4d4+4 hit points, up to 


but not exceeding their maximum. 


Potion of Mind-Shielding 

This viscid blue fluid is derived from the fruit of the ackee tree, 
which is boiled with gold leaf, peppermint, and the brain of a 
monkey. The resulting concoction, if properly prepared, makes 
the imbiber immune to any magic that allows other creatures to 
read their thoughts, determine whether they are lying, or even 


what their creature type is. This effect persists for 1d4 hours. 


Potion of Soul Trapping 

This potion is a thick, greenish liquid, usually kept in a crystal 
jar. The exact makeup of the liquid is not confirmed, though it 
seems to contain the dissected venom gland of an adder, fish 
oil, demon ichor, and yellow lotus blossoms. Within the jar of 
sludge is a small topaz gem. Strangely, the potion has no flavor 
whatsoever. Consuming the potion forces the drinker’s soul 
into the topaz as if by a Wicked Binding of the Immortal Soul 


spell. 
Rings 


Azuli’s Ring of Demon Command 

In white fire, under the watchful eyes of the warlocks who 
gather in covens in the misty jungles far south of the domain 
of Gondawanni, the ring of Azuli was forged. Jet black, and 


composed of illustrious star metal, the ring has a striking, 


318 MAGICAL ITEMS & TREASURE 


almost iridescent appearance. Around the band, it is studded 


with fiery rubies, expertly shaped. 


At the bidding of the exiled priestess Azuli of Ubo, the ring was 
created to sway the demons of the wilds to her will. With the 
ring, she amassed a force of demoniac servants. These beings 
forged for her a new temple out of the remote jungle. The 
stone and ivory temple was a terrifying thing to behold, for 

it was haunted by a great host of demons. From within there 
came cries of ecstasy and agony as Azuli and her warlocks and 
demons worshiped at the feet of their idol—a stone statue of the 


god Imbaru the Chaotic. 


How the ring passed out of the possession of Azuli of Ubo is 
not known, but the loss of the ring likely cost her dearly at the 


hands of the demons she had enslaved. 


Whoever wears the ring can command a demon to do their 
bidding. Demons with hit dice greater than the level of 

the wearer are allowed a Mental saving throw to avoid the 
enslavement, and if successful, are immune to the ring’s charm. 
If the ring is removed, the power the wearer had over their 
demons instantly dissipates, and the demons are instantly aware 
of this. The wearer can control as many demons as they have 


levels. Using the ring requires a Corruption check. 


Ring of Elemental Command 

There are four rings of elemental command known to exist, 

one bound to each of the four cosmic elements—air, earth, fire, 
and water. The ring of air is a silver band with a glimmering 
sapphire embedded within it. The ring of earth is bronze and 
has three onyx stones set on one side. The ring of fire is forged 
of brass and has glowing markings along its band. The ring of 
water is platinum and is studded with turquoise tiles all along its 


surface. 


The four rings were forged by the primordial giants in the time 
before men and were enchanted to alter their size to always fit 
the wearer. The purpose behind their forging is lost with the 
long-dead smiths of the ancient giants, but we can guess that 
they were used to bind the elements to the wearer’s will and 


enable them to perform potent sorcery. 


A ring of elemental command grants the wearer total 
invulnerability from the attacks of the element to which the 
ring is attuned. Additionally, the ring grants the wearer the 
ability to verbally command any elemental they encounter to 
do their bidding, so long as the elemental is of the type that the 
ring controls. The elemental is allowed a Mental saving throw 
to avoid this control, but ona failed save, they are completely 
bound by the will of their new master. The elemental is entitled 


to anew save each day. 


Ring of the Felled Star Beast 

This ring’s composition is entirely unknown. It is woven of 
alloys foreign to Earth and has an alien aura about it. A perfectly 
spherical stone is set in the ring, resembling a green and red- 
speckled bloodstone, but it occasionally pulses, suggesting an 


organic origin. 


All that is known of the ring is that it fell from the sky and was 
taken into the custody ofa lone mercenary, who used the ring 
for his own dark purposes. In the end, the ring drove him mad, 


and it was lost in the Thuluvian Mire. 


The ring grants the wearer telepathic communication, out 

to a range of 1,000 ft. It also awards a +3 bonus to AC. It 
additionally increases the Intelligence of the wearer to 21 (+4 
bonus). Lastly, the Intelligence of the wearer will be considered 


a primary attribute if it wasn’t already. 


Any creature of extraterrestrial origin will immediately 
recognize that the wearer possesses alien technology when they 


pass within 1,000 ft of them. 


Ring of Projection 

This glittering, green ring was carved of a single emerald by the 
expert hands of the magician Pasqual de Guitate. The magician 
was on the run from one of the coastal princesses of Iberia, who 
had placed a hefty bounty upon his head for the crime of piracy, 
for which the penalty is death. 


By means of his potent ring, Pasqual de Guitate was able to 
project a persistent illusion of his exact double. He was also 
able to disguise himself, and so disguised presented his illusory 
doppelganger to the princess. He worked up a false identity for 
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himself and explained that he was a fortunate bounty hunter 
who was the first to come across the rapscallion. The illusions 
were so seamless to the princess and her court that the false 
Pasqual was arrested, and the real one was presented with the 


hearty bounty, which he used to buy his way to distant Khorsan. 


The ring bestows the wearer with the ability to create seamless 
illusions that persist for as long as the wearer wishes. However, 
the ring can only sustain 3 illusions at a time, and so if a fourth 


is created, the oldest of the illusions ceases. 


Pulsing Ring of 
Regeneration 

This ornate ring 
appears to be a golden 
band of modest value, 
carved with runic 
inscriptions which 
seem to predate the 
Himric cultures of 
modern Wodenhimr. When worn however, the ring transforms 
into a pulsing, fleshy thing that cannot be removed. It is green, 


rubbery, and generally loathsome to look upon. 


By what sorcery the ring was forged, none can say for certain, 
but its appearance and tricky nature invoke the Himric myths of 


the dread race of giants called the trolls. 


The ring first appeared in Wodenhimr when it was presented to 
the young king Saegrik Wulfkaarl by the witch Yaggig on the 
rugged path through the icy vale of Joskuldalr. Old Yaggig gave 
the king the ring, saying it would serve him well in the coming 
days. She asked for nothing specific in return, only saying that 
King Wulfkaarl would owe her a single debt to be collected 


later. 


To Wulfkaarl, the ring appeared as a golden ring of admirable 
craft, and when worn, it changed in no way but made him feel 
invigorated. He bid the witch farewell and returned to his 
travels. He was later ambushed by ten men and were it not for 
the regenerative properties of the ring, he would have surely 
been felled. 
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Two years later, old Yaggig came before the king Wulfkaarl 

in his hall at Tjonnsberg to collect the king’s debt. The king 
graciously welcomed her and bid her to ask anything of him, for 
his wealth and power were great. She asked for his firstborn 
son, UIf, who had only just been born to his beloved wife Agda. 
The request was refused. In response, the ring upon his finger 
transformed into the ghoulish thing it is when worn today, and 
the king found he could not remove it. Yaggig vanished from 
the hall by means of sorcery and has not been seen these many 


ages since. 


It was kept as a relic in the house of Wulfkaarl after the 
king’s death, and for three generations there it stayed, until 
Tjonnsberg was sacked by invading southrons some 25 years 


ago. The ring’s fate is unknown. 


The ring allows the wearer to heal 1 point of damage per round 
and will eventually regenerate lost limbs and organs. The 
wearer must still make a Constitution save if poisoned. Acid, 
fire, and similar damage types cannot be regenerated by 
means of the ring. Whoever wears the ring gains 1d4 points 
of Corruption when they first put it on. The ring cannot be 
removed unless the wearer is slain, has the finger in question 
severed, or they burn the ring in an open flame for 3 rounds. 


This will deal 3d8 points of damage to the wearer as well. 


Serpent Ring of Ibos 

This unassuming copper ring 
depicts a serpent thrice coiled 
around the wearer’s finger, 
with tail in mouth, and yellow 
eyes which are glittering gems 
of unknown make. It was 


forged by the serpentmen when 


the world was bright and new. 
Serpentine hands coveted the 
artifact and gave it to their pythonic priests as a sign of devotion 


to their strange and alien gods. 


It vanished for many thousands of years, only to reemerge 


in High Aethorypt, in the possession of the sorcerer—priest 
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Ibos Ahmil, master of the city of Manu. None know how he 
came to find the ring, but one thing is certain—it awarded Ibos 
horrendous power. Shortly thereafter, the sorcerer—priest died 
in his sleep, strangled by unknown hands. While no culprit was 
ever found, every man in the city was given 10 lashes for the 
crime, and those who were not accounted for on the night of the 


incident were put to death. 


The ring itself awards the wearer the ability to gain 20 
Corruption before being fully consumed by the tides of Chaos, 
instead of the typical ro points. It also confers a +2 bonus to 
AC and a +2 bonus to saving throws vs spells and spell-like 
abilities. The ring can also summon a hideous creature from the 


Underworld to do the wearer’s bidding. 


The demon of the ring is a 9 ft tall, shaggy beast that resembles 
anightmare blend of baboon, hyena, boar, and man. The 


demon’s stats are as follows: 


Demon of the Ring 

Number: 1 

Size: Large 

HD: to (d8) 

AC: 16 

Saves: M, P 

Move: 30 ft, 20 ft (climb) 

Attacks: 2 Slams (2d8), Bite (1d6) 
Special: Horrifying, Immunity to Sorcery, Immunity to Mortal 
Tools, Strangle, Regeneration 5, Betrayal 
Intelligence: Low 

Type: Demon (Unique) 

XP: 1,750+8 


Horrifying: Whoever looks upon the demon of the ring must 
make a Wisdom saving throw or become frightened by the beast 
for 1 minute, opting to turn and flee instead of stand and fight. If 
the saving throw is a critical failure, the victim gains 1d4 points 


of Corruption. 


Immunity to Mortal Tools: Only magical or enchanted 


weapons can slay the demon of the ring. 


Strangle: Ifthe demon of the ring lands both its slam attacks, 
it can forgo its bite to instead strangle the opponent, dealing 
3d6 points of damage automatically every round. The demon 
cannot, however, make additional slam attacks while strangling 
someone. A successful Strength check is required to break free 


of the demon’s grip (CL 5). 


Regenerate: The demon of the ring regains 5 hit points every 
round. If, however, it is reduced to o hit points, instead of 
being slain, it vanishes, leaving a black stain in the place where 
its body once lay. The stain will never come out, and the demon 
will teleport back into the ring ofits master. Once slain, the 


demon of the ring cannot be called upon again for 1di2 months. 


Betrayal: If the wearer of the ring reaches the point where 
they gain 20 points of Corruption, the demon of the ring will 
betray them. This happens in lieu of the typical outcome for 
Corruption. The demon will appear from the ring when the 
wearer least expects it and will strangle them to death. Usually, 


the ring will vanish after this, by unknown means. 


Xai-Tang’s Ring of Mind Domination 

This undecorated ring is one of the ten rings of power worn 
by Xai-Tang of the Distant East, the most powerful mesmerist 
in all the world. The ring is of pure pearl and carved with 
masterful craftsmanship. It is said that the ring was with Xai- 
Tang for generations, and had dwelt with him for many cycles, 
undisturbed in the Opal Palace of Shangri-La. 


Over 200 years ago, the ring of mind domination was stolen off 
his very finger by a foolhardy thief whose name has been lost in 
the annals of history. The thief escaped with his life and sold the 
ring to a Lemurian merchant, who used the ring for personal 


gain until he died an old and immensely rich man. 


The ring was sold in an auction alongside many other treasures 
owned by the merchant at the time of his death. To whom the 

ring went is not known, but Xai-Tang would like to find out. If 
Xai-Tang ever catches wind of a player character possessing his 
ring, he will not hesitate to use every resource at his disposal to 


reclaim his stolen prize. Doubtless, he will kill whoever carries 


SWORDS & CHAOS 


it in a most torturous and agonizing way. 


The wearer of Xai-Tang’s Ring of Mind Domination gains a +5 
bonus to all Charisma checks and saving throws. Additionally, 
the wearer can cast Sykrals Mass Suggestion 3 times per day. 
Finally, the ring allows the wearer to force a victim to make 

a Wisdom saving throw or be totally bound to the will of the 
wearer. This enslavement lasts until the wearer releases the 
victim, the ring is removed, the wearer is rendered unconscious, 
or the wearer is slain. The ring can control a number of 


humanoids equal to the wearer’s level. 


Scrolls 


The power ofa spell can be stored within arcane symbols in 
written form on a magically imbued scroll. A spell on a scroll 
can be used only once, and thereafter the writing on the scroll 
vanishes and the scroll itself crumbles to dust as the spell is 
cast or activated. Using a scroll is like casting a spell, though 
it requires no Memory to cast, as the scroll is simply read 
aloud, and the result of the spell occurs instantly. There is still 
achance for Corruption in doing so, and a Corruption check 


should always be made when a spell scroll is read. 


Scrolls come in innumerable forms. Typically, they appear as a 
sheet of fine vellum or another high-quality parchment, tightly 
wound and enclosed with ribbon, wax, or a seal. Scrolls also 
come written on animal hide, lengths of bone, tablets of clay, 
wilting sheets of gold foil, and bolts of silk. The scroll’s creator 
will determine what form and type the scroll itself takes. The 
spell is written on the surface in a magical script of arcane 
runes and half-remembered ciphers first penned by scribes of 
the Sibilant Empire. Only sorcerers and those who can read 
High Atlantean can understand the scrolls. Rogues can attempt 
to decipher the script with disadvantage on their Intelligence 
check, and if they are successful, may be able to cast the spells 


transcribed thereon. 


Once deciphered, a spell can be cast once. This casting 
requires no components, as they were spent in the creation of 
the scroll. Additionally, this will destroy the scroll completely 


once the spell is cast. Alternatively, the spell can be laboriously 
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transcribed into a sorcerer’s spellbook, requiring between 

2 and 12 hours to do so, depending on the complexity of the 
spell. Ifa spell is copied to a sorcerer’s spellbook, it can be 
memorized from the tome to cast again and again without fear 


of the text degrading. 


Any spell can be reproduced as a scroll. 


Slaves 


A staffis a long shaft of wood, bone, bronze, or even crystal that 
acts as areceptacle that stores magic spells to be discharged by 
the wielder. Unlike wands, which can contain a wide variety of 
spells, each staffis created to a certain theme, and thus holds 
only certain spells related to that theme. A staff normally has 

50 charges at creation, though the number can be far less when 


discovered. 


Staves have several spells magically imbued within them. The 
challenge and caster level of the spell cast by the staff is either 

1) equal to the level of the wielder, or 2) equal to the level of the 
staff s creator. Each use of the abilities of the staff drains at least 
one charge from within. Some staves may have negative effects 


when they run out of charges, though it is up to the creator of 


the staff to design such tricks for uninitiated users. Additionally, 


some staves may be recharged with certain rituals, spells, and 
procedures. In such instances, they will be laid out in the item 


description. 


Alharim’s Staff of Power 

Created by the mystic sorcerer Abzul Alharim of the Khorsani 
wastes, the staff of power is one of the mightiest artifacts forged 
by mortal hands. 


It is supposed that Abzul Alharim was guided by the hideous 
whispers of unseen demons in the creation of the hardwood 
staff—perhaps the same demons who helped the sorcerer pen 
the Kitab al-Azif. 


The staff appears as a smooth, polished length of pale wood, 


almost bone-white, capped with a green, glistening gem that 


radiates ina sickly hue. 
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When Alharim died (at the supernaturally old age of 317), he left 
behind many strange and esoteric devices, though arguably the 


mightiest among them was his staff. 


When found, it has 2-40 (2d20) charges remaining, and can 


perform the following spells: 


Hurtling Beams of the Unerring Lance (1 charge) 

Sapping Ray of Enfeeblement (1 charge) 

Mystic Torch of Patrex (1 charge) 

Xa-Tang’s Evocation of Unsullted Soles (1 charge) 
Pyromancer s Orb of Destruction (1 charge) 

Cryonix’ Cone of Cold (2 charges) 

Paralysis of Gallu Al-Muru (2 charges) 

Psionicist’s Wall (in a 10 ft diameter hemisphere around the 
caster only) (2 charges) 

Fortified Globe of lbrigan the Terrible (2 charges) 


Additionally, the wielder of the staff gains a +2 bonus to armor 
class and all saving throws. For combat purposes, the staff is 
considered a +2 quarterstaff. If one charge is expended, the 
subsequent melee attack made with the staff is treated as a 


critical hit. 


The wielder of the staff can willingly destroy the artifact, 
breaking it in two to release the sorcery stored within. Doing 
so requires no Strength check, and sends out a shockwave of 


chaotic energy in all directions. 


Every creature within 30 ft of the staff when it is broken must 
make a Constitution saving throw. On a failed save, they take 
damage equal to the number of charges stored in the staff 
multiplied by 8. Ifthe save is successful, they suffer only half 
damage. The caster must make a Luck saving throw upon 

the instant they destroy the staff. If they succeed, they suffer 

no damage from the staff, but are enveloped in the tide of 
Chaos released by its destruction, causing them to gain 1d6+2 
Corruption. If they fail, they are violently torn out of this reality 
and warped into some unguessable hellscape beyond the scope 
of mortal imagination. This will effectively remove them from 
play, though they do not explicitly die, and crafty sorcerers have 


figured ways out of worse situations than this. 


The staff of power can have 1d12 charges restored by offering 
to it the immortal soul of a sentient creature, slain in ritual 
sacrifice to the strange Outer Gods who once whispered to 
Alharim. 


If the staff is ever depleted of all its charges, it simply becomes a 


+2 quarterstaff with no other supernatural abilities. 


Edvard’s Black Staff 

The dread staff of the ancient lich Edvard 
Sakrafis nearly as old as the heavens and 
the Earth. Carved from a black fang of one 
of the primordial serpents of the savage, 
early age of the world, the 7 ft long staff is 
capped with a black sphere, carved into the 
likeness of a heavy-lidded eye. When not 
observed directly, the eye blinks and may 
even look about, though it will always snap 


back to its inert position when inspected. 


It is supposed that the staff lies in the tomb 
of Edvard, along with many moldering 
bones, though none have dared inspect the 


crypt in several decades to be sure. 


When found, the staff has 5-50 (5dro) 
charges remaining, and can perform the 


following spells: 


Roving Eye of the Unseen Spy (1 charge) 

Sorcerous Cancellation (1 charge) 

Lethal Smog of Acrid Doom (2 charges) 

Sakraf s Merciless Draining of Mind and Spirit (2 charges) 


For combat purposes, the staff is considered a +1 quarterstaff. 
The wielder of the staff is also able to see 360 degrees with 
the aid of the staff, meaning that back and flank attacks made 
against the wielder of the staff have no bonuses. 


Additionally, the wielder can telepathically communicate 
with the staff, which has an Intelligence score of 23 (Supra- 


Genius). The staffis a melancholic thing, though wickedly 
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evil. [fin the hands of anyone other than Edvard, the staff is 
deeply displeased and desperate to return to him by whatever 
means. If one charge is expended, the staff can be compelled 

to telepathically answer any question truthfully, so long as it 
knows the answer. The staff is incredibly well-read, having 
spent untold eons in the libraries deep beneath the crypts 

of its master Edvard. It knows little of things such as current 
events, worldly matters, or insignificant personages or histories. 
It knows best matters of the arcane, the dimensions of the 
multiverse, the history of the world, and the black craft of 


communing with the Lords of Chaos. 


The staff naturally regenerates 1d3 charges every night at 
midnight. However, if the staff is ever depleted of all its charges, 
it will crack, releasing dark waves of decaying energy in many 
hideous surges. The wielder will be forced to make a Dexterity 
saving throw or be disintegrated. If they succeed on their save, 
they still suffer 12d6 points of damage. The destruction of the 
staff will telepathically alert the dread lich Edvard Sakraf of the 
exact point where the staff exploded, and the name of the fool 


who carried it. 


Staffofthe Aeromancer 

This unassuming oak staff is capped with a crystal orb that holds 
within its surface a miniature reflection of the weather overhead. 
Ifitis clear, the orb is clear. Ifit is cloudy, the orb is cloudy. If 


there is thunder and lightning, the orb will rumble and flash. 


The staff was made by the mighty Wind Priest Jinpa of the 
cliff people of Ginbao, high in the mountains to the north of 
Lemuria. With it, he could command the skies and make the 


most hostile regions of the mountains habitable for his people. 


When vile tcho-tcho climbed the peaks to lay waste about them 
and consume the flesh of the cliff people of Ginbao, Jinpa 

died in the village’s defense. Both he, the staff, and several 

of the tcho-tcho fell off the cliff and into the abysses below. 
Supposedly, they landed in the furious runoff of glacier melt 
that races from the peak of the mountains into Lemuria far to 
the south, though this has not been substantiated. In either 


case, neither the staff nor Jinpa have been found. 
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When found, the staffhas 4-40 (4d10) charges remaining, and 


can perform the following spells: 


Mists of Bolkar (1 charge) 

Call the Bolts of Bjuvhall (2 charges) 
Gale of the Black Spirit (2 charges) 
Mutro’s Mastery of the Skies (5 charges) 


The staff also awards the user advantage on Charisma checks to 


deal with beings aligned to elemental air. 


In order to restore charges expended, a ritual must be 
conducted wherein the caster invokes Chinif Ta’am, Prince 

of the Elemental Sky, and swear to perform for him one favor. 
A Charisma check must then be made. If the check fails, the 
invocation will enrage the Elemental Prince who wishes not to 
be disturbed with such petty matters. If the check is successful, 
however, Chinif Ta’am will fully recharge the staff. This ritual 
cannot be conducted more than once every 1d6 months. If 

the staff ever runs out of charges, it will go inert, becoming a 


mundane quarterstaff. 


StaffofChaos 

The staff of Chaos predates any known 
civilizations on Earth. What alien hands 
wrought this iron staff, none can say for 

sure, though undoubtedly it originates in the 
Court of Chaos. It is easily identified by the 
eight-pointed cross which sits at the staff s 
top. Each point is an arrow thrusting outward, 


supposedly representing the limitless 


potential of the power of Chaos. 


The staff has passed through untold hands 
over the acons—some human, but not all. 
Currently, the staff is somewhere in the high 


steppe of Tartarus, where it has driven mad 


many of the warlords and horsemasters who 


wage their tribal wars there in the highland. 


When found, the staff has a completely 


random number of charges. Interestingly, the 
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staff only contains the following spell: 
Lbrigan the Terrible's Finger of Death (2 charges) 


Once all the charges have been spent from the staff, the staff 
consumes part of the soul of its wielder to recharge itself. The 
wielder is driven horrendously insane by this occurrence, and 


instantly gains 1o points of Corruption as a result. 


Staffofthe Cryomancer 
Tipped on either end with a shimmering diamond, this rune- 
carved staff of pinewood was made by the legendary Ice Wizard 


Cryonix to better channel his cryomantic sorcery. 
The staffallows the use of the following spells: 


Cryonix’s Blizzard of Ice and Snow (1 charge) 
Cryomancer’s Wall (1 charge) 
Cryonix’s Cone of Cold (2 charges) 


The staff regains 1 point of expended energy at dawn every day it 
spends north of the Arctic Circle. 


The staff also grants resistance (1⁄2) to cold damage. 


Staffofthe Geomancer 

This staffis a heavy length ofironwood, weighted at one end 
with a large, polished stone. Along its length are carved runes 
of the earth, and glyphs and charms of the elementals. It was 
created by Tsothan-Nora the mighty geomancer, to aid her in 
the construction of her subterranean palace in the northern 
reaches of Tartarus. During the construction, some unknown 
horror was awakened in the deep, and a darkness fell over the 


sorceress and all her servants. 


The unfinished remains of her palace still stand somewhere in 
the caves at the feet of the Phontic Mountains, along with the 


bones of many scores of men. 


When found, the staff has 16-35 (1d20+15) charges remaining, 


and contains the following spells: 


Alteration of Rock and Timber (rock only) (1 charge) 


Lhkim’s Violent Breakage (1 charge) 
Geomancer's Wall (2 charges) 
Titanic Trembling of the Prince of the Elemental Earth (5 


charges) 


The staff also grants the wielder darkvision and blindsight out 
to 6o ft. 


To restore charges expended, a ritual must be conducted 
wherein the caster invokes Tehkunal, Prince of the Elemental 
Earth, and swear to perform for him one favor. A Charisma 
check must then be made, that if failed, will enrage the 
Elemental Prince, who wishes not to be disturbed with such 
petty matters. Ifthe check is successful, however, Tehkunal 
will fully recharge the staff. This ritual cannot be conducted 
more than once every 1d6 months. If the staff is depleted of its 


charges, it calcifies and breaks apart. 


Staffof the Hydromancer 

This beautifully made staff is carved into the likeness ofa sea 
serpent, with a great aquamarine set between its fangs. It was 
made by Nyandeng the Rainmaker, and it was imbued with the 
essence ofa water elemental. It is said that the staff was carved 
from the prow of The Fortune of Atlantis, a dread pirate ship 
that haunted the inland coast of the Sea of the Dark Moon. 


The staff allows the use of the following spells: 


Camut Shang 's Conjured Comestibles (water only) (1 charge) 
Blessing of the Prince of the Elemental Sea (1 charge) 
LHyrdomancer’s Manipulating Charm (2 charges) 

Mutro’s Mastery of the Skies (5 charges) 


The staff regains 1 point of expended energy at dawn every day it 


spends immersed in the Sea of the Dark Moon. 


The staff also grants the wielder the ability to breathe 


underwater. 


Staffofthe Necromancer 

The grim and terrible staff of the necromancer is a jet-black 
length of blackwood capped with the bleach-white skull of the 
long-dead Sorcerer Prince Xoultanu of the extinct Derinkuyush 
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civilization. The skull was pilfered from the ancient crypt in the 
steppe lands of Tartarus by Mordus Magii, the most powerful 


necromancer ina generation. 


Mordus Magii, now dead 1,000 years, is nothing more than dust 


in the wind. His staff, however, persists. 
The staff allows the use of the following spells: 


Raise the Unquiet Dead (1 charge) 
Laborious Creation of the Vile Undead (2 charges) 
Laborious Creation of the Unspeakably Vile Undead (5 


charges) 


The staff can regain charges, but only through a dark and 
unspeakable ritual that sees the user soulburn 1d3 points of 
Constitution in exchange for 4d6 charges (up to a maximum 

of 50). This ritual will involve invocation and offerings to 

dark gods, the imbibing of strange toxins, and consorts with 
witch-women who ride naked on the wind. Ifthe staff is ever 
fully depleted of its power, it will melt away the flesh of the 
user, leaving only a bleach-white skeleton. This will obviously 
slay the wielder, who then has their soul fully consumed by the 
staff. When the staffabsorbs the soul of its user, it regains 2dr1o 


charges. 


The staffalso grants the wielder the ability to innately 
communicate with the dead, as though they were under the 
effect of the spell Whéspers of the Unquiet Dead. 


When the staffis first touched by a would-be user, they 


automatically gain 1d4 points of Corruption. 


Staffofthe Pyromancer 

Crafted from bronzewood with brass bindings forged from the 
bracers of the efreeti Hazrat-e Ajal, this staffhums with power. 
Tt was created by Rian the Flametender to see his Kaltish kin 


through a savage winter in the northernmost regions of Magog. 


The staff saw to its duties but eventually proved too destructive 
an artifact to remain among the Kaltis. It seemed to spring to 
life at random, spewing forth fire in great motes. This resulted 


in the burning of the Great Crannog of the Petty King Vipoig. 
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Rian left soon after and hid the staff somewhere away from 
civilization. Where it is now, and if it has been discovered is 


anyone’s guess. 


When found, the staffhas 15-35 (5d4+10) charges remaining, 


and contains the following spells: 


Flaming Arch of Zanobar (1 charge) 

Pyromancer s Orb of Destruction (1 charge) 

Pyromancer s Wall (2 charges) 

Agonizing Scorching of the Prince of the Elemental Flame (5 
charges) 


In order to restore charges expended, a ritual must be 
conducted wherein the caster invokes Xalain-Atan, Prince of 
the Elemental Flame, and swear to perform for him one favor. 

A Charisma check must then be made. If this check fails, the 
Elemental Prince is enraged by the staff-wielder, not wishing 

to be disturbed by such petty matters. If the check is successful, 
however, Xalain-Atan will fully recharge the staff. This ritual 
cannot be conducted more than once every 1d6 months. If the 
staff is depleted of its charges, it explodes, dealing 8dro damage 


to the wielder. 


Every time a charge is expended, there is a 5% chance that a 
random mote of flame will leap from the staff, unbid by the 
user, to strike and burn at someone or something randomly 


determined by the Game Master. 
The staff also affords the wielder resistance (2) to fire damage. 


Staffof the Serpent 
This staffwas wrought by unknown hands in Old Aethorypt. 
Carved of hazelwood and whittled into the likeness of a hooded 


cobra, the staff is instantly eye-catching. 


When held aloft and commanded by the user, the staff will 
transform into a venomous snake, which can spit its venom. 
The venom of the snake is equivalent to a type V poison. When 
commanded again, the serpent will transform back into a staff. 
The serpent follows the most basic of telepathic instructions, 


such as flee, return, attack, stop, etc. 
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Interestingly, the staff holds no charges and seems to have this 
transformation property innate to it, rather than instilled in it by 


external sorcery. 


Staffofthe Woodlands 

This gnarled-looking staff of yew appears to have grown 
naturally into its shape, with crisscrossed appendages 
branching out of one end, and a general look of imperfection 
about its makeup. In fact, it is a mighty staffused by the druids 
of old and should not be mistaken for a beaten-up old walking 
stick. 


The staff allows the use of the following spells: 


Serpent Charm (1 charge) 
Tian-sin’s Toxin Triangulation (1 charge) 
Alteration of Rock and Timber (wood only) (1 charge) 


Camut Shang 's Conjured Comestibles (2 charges) 


Additionally, the staff awards the wielder the ability to spend 5 
charges, and in exchange, they can summon a number of beasts 
whose total hit dice are equal to or less than the wielder’s level. 
These beasts will be indigenous to the environment the wielder 
is currently in and will arrive in 1d4 rounds. Summoned beasts 
will obey the wielder’s commands for a number of rounds equal 


to the wielder’s level. 


The staff regains 1 spent charge for every day it spends planted 


in fertile soil in a woodland vale. 


The staff is also considered a +3 quarterstaff, which grants 
advantage on Dexterity and Wisdom checks to sneak and 
obscure tracks in the wilderness. Even if the staff is depleted of 


all its charges, these two benefits persist. 


Wands 


Wands are thin batons that contain a single spell within them. 
Each wand has 50 charges when created, and each charge 
expended allows the wielder to cast the wand’s spell one time. 
When a wand runs out of charges, the wielder must make a 
Luck check. On a successful check, the wand becomes drained 


of its sorcerous energy and becomes little more than a finely 


crafted stick. On a failed check, the wand explodes in the user’s 


hand, dealing 8d6 points of damage to the unlucky fellow. 


Spells can be invoked by the wielder at their discretion. The 
challenge and caster level ofa spell are either 1) equal to the 
level of the wand wielder or 2) equal to the level of the wand’s 


creator. 


Some wands may have means by which they can regain spent 
charges, however, that is up to the wand’s creator, and will 


typically involve a sacrifice of some sort. 


Using a wand has no memory cost on the part of the user, 
but still has a risk of Corruption. As such, with each use, a 


Corruption check should be made. 


The following is an example of a wand that might be found 


during the course of play: 


Wand of the Laughing Mage 

This wand is made of unappealing prehistoric 
timber that has been lacquered to a near-black. 
It was carved by hand into a corkscrew shape 


and measures 1 inches in length. 


The wand was constructed by the Laughing 
Mage of Zug, who dwells in his wicked manse 
somewhere to the north of the First City. It 
has been the favorite implement of the evil 
magician for many moons and has been used 


to casually lob life-ruining hexes at passersby. 


save to cause woe for unwelcome solicitors, 

burglars, and anyone else he generally doesn’t 
like. At his victims, the Laughing Mage always 
laughs with unrestrained delight as he watches 


them writhe in agony. 


The wand typically has 26-45 (1d20+25) 
charges, and unlike most wands, actually 
contains two spells. The first is the Charm 


of Forlorn Encystment (to charges), and the second is the 


It almost never leaves the Laughing Mage’s hip, 
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Laughing Mages Extradimensional Labyrinth (5 charges). 


The wand of the Laughing Mage can regain 1d1o charges at 
dawn if certain conditions are met. At night, the user must 

offer a part of their soul to the wand in a grandiose ritual, 
wherein they suffer 2d6 points of damage, and gain 1 point of 
Corruption. Alternatively, they can sacrifice a sentient being, 
and bathe the wand in the blood of the offering. Such action will 
fully recharge the wand but will also net the user 1d8 points of 


Corruption. 


Weapons 


Atlantean [ron 

While true iron was first forged in the Great Kingdom of 
Gondawanni, it was predated by an alloy that mimicked many 
of the attributes we would come to associate with iron. This 
alloy was called orichalcum by the Atlanteans who forged it. In 
Old Atlantis, orichalcum was put to use in the making of their 
mighty civilization. Today it is known as Atlantean iron and is 


worth its weight in gold. 


The exact procedure by which Atlantean iron was created has 
been lost beneath the seas alongside its namesake civilization. 
Despite this, ingots smelted in the days of High Atlantean 
society still persist in ancient ruins, and talented blacksmiths 


can work them like iron into useable shapes. 


Weapons forged of Atlantean iron are considered magical for 
purposes of getting past the supernatural defenses of some 


creatures. 


Axe of the High King of Atlantis 
In the annals of ancient Atlantean history, there have been 
many dynasties that have held rule. None are as unusual as the 


barbarian king who ruled for a short time in the ancient past. 


The barbarian laid siege to the city with his savage host, and 
slew the king of Atlantis with his mighty axe. He then tore 
the bloody crown of Atlantis from the brow of the late king, 
declaring himself the new lord of the realm. 
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The barbarian’s reign was perplexing to the Atlanteans, who 
cared not for his direct approach, and his proclivity for wild 
adventure. He ruled by his own axe, which became a symbol of 


his status. 


It served him well on many adventures and protected him when 


he fell victim to an assassination attempt. With the axe, he slew 


his would-be killers as they sprang upon him in his bedchamber. 


He alone survived the melee. 


He died of old age, and fathering no heirs, left the Atlantean 
court in a state of chaos as various noble houses vied for power. 
In the end, his axe persisted in the palace of the Atlantean 
Kings for many generations as a symbol of the might of Atlantis, 


until the whole of the empire sank beneath the waves. 


The axe of the High King of Atlantis is a +4 battleaxe of 


orichalcum. 


The axe allows the wielder to make an additional attack each 
round, in addition to any bonus attacks they might be awarded 
by their class. If a target is slain by the axe of the High King, the 
wielder can cleave through the victim, and make an extra attack 


against another opponent within 5 ft. 


If the wielder rolls a natural 20 on their attack roll with the axe 


and the opponent is a human, the victim is decapitated. 


Backbiter 

Backbiter is a long and particularly mean-looking knife once 
used by the serial murderer Tuker the Bastard. It is said that the 
blade is tainted with the souls of those Tuker attacked in the 


night, and thus the knife is imbued with dark portent and evil 
malignancy. 


Backbiter is a +2 knife that is haunted by the ghosts of its 
victims. The ghosts are ephemeral and only appear in fleeting 
glimpses to the wielder. If the wielder sees one such apparition, 
they must make a Wisdom saving throw or gain 1 point of 


Corruption as they are driven closer to madness by the sight. 


The knife awards an additional 2d8 damage when used in the 


back ofan unsuspecting target. 
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Bow of the Primordial Archer 
Constructed of the curving horns of the 
great dragon Koshki Wvilkarum, this 
enormous composite bow was built by 
inhuman hands for sport hunting in the 


days before man. 


The bow of the primordial archer is 

a +3 longbow (due to both magical 
enchantment and its enormous size). 

It has double the effective range of a 
normal longbow (300/1,200) and deals 
an additional 2d8 damage on a critical 
hit. 


Chaosbane 


This enormous warhammer dates back to the great clashes 
between the Lords of Law and the Lords of Chaos, when the 


Earth was bright and new. 


Then, it was wielded by the Ordermaster, the General of the 
armies of the Court of Law. When Law and Chaos abandoned 
our realm, they littered the battlefield with their unearthly 


weapons and tools, including Chaosbane. 


Chaosbane is a +3 warhammer that deals an extra 1d6 damage 
on every attack. It produces dim light out to a radius of 15 ft and 
can be commanded to produce bright light, which shines like 
the light of the sun. 


Chaosbane also awards advantage on attack rolls against fiends, 


demons, and extraplanar horrors aligned to the forces of Chaos. 


Club of the Titan-Born 

The club of the titan-born appears as a large, mundane length 
of gnarled oak—a primitive club with a leather handle, roughly 
5 ft long. In reality, the club is a +4 greatclub that deals 3d8+4 


Bludgeoning damage on a successful hit. 


The club once belonged to an ancient hero who took the 
weapon with him on many perilous quests, where he performed 


mighty deeds of legend. The blood of great serpents, 


monstrous beasts, and ancient giants have been spilled on 
the old club, and their magic has suffused the once mundane 


weapon with a fraction of the ancient hero’s titanic strength. 


Where the club is now, none can say, though many replicas of 
it are found among the old ruins in the foothills of New Atlantis, 


some 20 leagues north of the sea. 


Dagger of the Serpent’s Fangs 

These rare, ornate daggers resemble intertwined serpents 
which terminate in a pair of needle-sharp points at the tip. They 
were commonly used tools of the assassins and court killers of 


the serpentman society of ancient times. 


The weapon is a +1 dagger that has a secret air-tight 
compartment within the pommel that can be filled with any 
poison or venom of the wielder’s choosing. The next 1o attacks 
made with the dagger will administer the poison on a successful 


hit (saving throws still apply). 


On rare occasions, a dagger of the serpent’s fangs will be found 
with its original ancient poison still held within—the venom 

of the extinct Fleshmelder Dragon. Such daggers will have 
enough deadly liquid in them for 1d8+2 attacks. Such attacks 
will deal the normal dagger damage, plus the victim must make 
a Constitution save. On a failed save, they are instantly killed 
by the venom. Ona success, they instead suffer zdro points of 


damage. 


Doombringer 

Also called the Black Blade of Old Atlantis, this ancient bastard 
sword was forged by an inhuman race when the world was 
young. It was created by the sorcerous inhabitants of Old 
Atlantis, who poured into it their degeneracy, their malice, and 
their passion for the corruption of the Chaos Lords, to whom 


they had sworn allegiance. 


The sword itself is jet black from pommel to tip and engraved 
with eldritch runes along the blade that seem to glow in a 
weird light. Just above the guard is set a polished ruby, carved 
with masterful skill into the likeness ofa tiger’s eye. When 
pulled from its sheath, the sword moans with delight, for the 


SWORDS & CHAOS 


blade lives. The sword thirsts for 


4 
N 


discord, the spilling of blood, and 


the taste ofimmortal souls. 


Doombringer is a +5 bastard 


ARSS 


sword with a number of eerie 


p 


and supernatural properties. 
Firstly, the blade is a living 
thing, unspeakably evil, with 
an Intelligence of 20 (Genius). 
While it cannot speak, it can 
empathically send signals and 
desires to its wielder, who 

can likewise do the same to 


Doombringer. 


Whoever possesses Doombringer 
treats their Constitution score 

as aprimary attribute ifit is not 
one already, as the blade has the 
uncanny ability to invigorate the 
wielder. The blade need not be 
drawn for this effect to take place— 


only be within arm’s reach. 


When Doombringer slays an opponent, the wielder gains 1d6 
temporary hit points, which last for one day. This restoration 
occurs because Doombringer steals the souls of its victims. The 
wielder (willing or otherwise) draws from that essence as well. 
On a critical hit made with Doombringer, a humanoid is slain 


outright. 


Whenever Doombringer is unsheathed, it must kill before it 
will permit itself to be put away. It can take partial control of 
the mind of its wielder to jerk away from the scabbard or thrust 
at a living target. To force Doombringer into its scabbard, 

the wielder must succeed on a Wisdom saving throw. Ona 
success, the wielder gains 1 point of Corruption. Ona failed 
save, the sword springs to life in the wielder’s arm and strikes 
at the nearest living thing, be that friend or foe. The sword will 
not attack the wielder, as it understands that this is how it can 


acquire more souls. 
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Flail of the Destroyer 

This flail has three spiked balls ofiron chained to a stout handle 
ornamented with the skulls of bats. It was once wielded by a 
mighty warrior called the Destroyer of Lemure. She was an 
ancient conqueror who united disparate tribes and villages into 
a kingdom under her control, and with that force, made war 


against monsters and mortal men alike. 


Though her dynasty faded, her work endured, and she is 


remembered as the founder of Lemuria. 


The flail of the destroyer is a +2 heavy flail that deals an 
additional 1d6 damage with each attack. Once per day, the flail 
can be used to cast /rrevocable Disintegration as though it were 
cast by a 7th level sorcerer, with the target being whoever the 
flail has struck. 


Hammer of Thunder 

This hefty, short-hafted hammer was recovered by the holy men 
of Wodenhimr, who traced its origins back to the religion of the 
earliest northmen. Supposedly, it was a symbol of the might of 
the gods of Wodenhimr. 


The hammer of thunder is a +4 warhammer that grants the 
wielder resistance (1⁄2) to lightning damage. The hammer deals 


a bonus rdr2 damage against giants with each strike. 


Additionally, when a 19 or better is rolled on an attack roll with 
the hammer of thunder, it lets out a booming crack that can be 
heard for miles in all directions. This will deafen any creatures 


within 30 ft for 1 minute, save for the wielder. 


Twice per day, the hammer can also be used to cast Call the 
Bolts of Bjuvhall. 


Hyperborean Bronze 

Hyperborean bronze was an alloy that proved instrumental in 
the early domination of the Hyperboreans in the north of the 
world. Forged of copper, tin, and the blood of the Obic unicorn, 
it was very difficult to produce due to the remoteness and 


rareness of the unicorn. 
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As the unicorns have not been seen in many ages, the 
production of Hyperborean bronze has completely ceased. 
What little of the stuffremains is exceedingly rare, and is 
either hoarded in the vaults of Hyperborea or else has been 
distributed across the continent over generations of war and 
strife. Ingots of Hyperborean bronze can be worked into 
weapons and armor by experienced bronzesmiths, and the 


result is extraordinary. 


Weapons of Hyperborean bronze are considered magical for 


purposes of surpassing supernatural defenses. 


Armor made from Hyperborean bronze improves the armor 


class of the armor by 1. 


Lance of Sir Auriott the Dragonslayer 
This silvery lance of hard steel measures around 12 ft in length. 
Wrapped around its grip is a flowing red ribbon embroidered 


with the likenesses of many dragons. 


The lance once belonged to Sir Auriott of Gaullonia. He was 

a knight of the realm who dispatched evil wherever it reared 

its hideous visage and was said by all to be an upstanding, 
chivalrous man. Even during his time, he was considered one of 


a dying breed. 


He is most well-known for slaying Brogal the White Render, a 
vicious and cunning flamedrake. Sir Auriott challenged the 
drake to one-on-one combat and won, piercing the monster 
through the heart with his lance. The blood of the flamedrake 


coated the lance and imbued it with supernatural portent. 


Sir Auriott was proclaimed a hero and was celebrated as 
Dragonslayer long after he passed from this world of old age. 


The slaying took place over 150 years ago. 


The lance of Sir Auriott the Dragonslayer is a +3 lance that 
deals an additional rdr2 damage to creatures classified as 
dragons. The lance also provides a +4 bonus to saving throws 
versus the effects of dragon type creatures, be it the venom of 
awyvern, the fiery breath of a flamedrake, the steam ofa sea 
wyrm, etc. 


Lightning Thrower of the Outer Ones 


This aberrant device comes from a race of beings who hail from 
beyond the stars. They came in a beam of light to the hills of 
Dunnath one hot summer night and left in a great hurry when 


accosted by locals. 


In their haste to flee into the sky by unknown means, the Outer 
Ones left behind a strange device that vaguely resembled the 
stock of a crossbow, but with many knobs, switches, dials, 


tubes, and crisscrossed wires poking out of it. 


When the device is leveled, and one of the switches is flipped, 
an arc of electricity fires out of the nozzle at the far end. The 
device has 2dro charges, and each charge shoots an arc of 
lightning out to a maximum range of 1,000 ft. A target can 
make a Dexterity save to avoid the bolt, suffering rod6 points of 


damage ona failed save. 


When the device expends all its charges, a chamber within 

the device opens up and expels an empty energy canister ina 
puff of steam. Finding more canisters would require somehow 
finding more Outer Ones. The empty canister can theoretically 
be recharged with a powerful enough surge of electricity, but 


doing so incorrectly could result in a violent explosion. 


Luminous Blade of Minamoto 

This tempered blade was forged in the farthest reaches of the 
east, in lands beyond the rising sun. Blessed and imbued by the 
demigods of the wind and sky of those distant islands, the blade 
was presented as a gift to the swordmaster Minamoto of the Sea 


of Trees. 


With the mystic blade, the master swordsman settled the brutal 


wars of the various shogunates, united barbarian tribes, and 
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slew wicked oni who came down from the mountains to meddle 


in the affairs of men. 


The luminous blade of Minamoto is a +3 shortsword that 
allows the wielder to levitate at will. It also emits light out to a 
distance of 30 ft when a command is given. The light can also be 


deactivated with alike command. 


Mace of the Long-Dead Winged Men 

These iron maces were the favored weapons of the now-extinct 
race of winged men who once dwelt in the Citadel of Mur’r 
during the age of the serpentmen. When the race died off, many 
relics from their civilization were lost or scattered to the four 
corners of the world. Still, some of the magical maces persist to 


this day and are highly sought after. 


A mace of the long-dead winged men is a +1 light mace that 


deals 4d6 damage on a critical hit. 


The Phoenician Sword 
This sturdy sword bares on the base of its blade the emblazoned 
symbol of the legendary phoenix, a bird of myth said to blaze 


like the sun and be eternally reborn from its own ashes. 


The sword was engraved with the image by the controversial 
Epicuthus the Sage, who presented the blade as a gift to 
Auron, the King of the Seven. While the sword was accepted, 
Epicuthus was not welcome, for the king hated the teachings of 


the sage. 


Ironically, it was the phoenician sword which saved the king’s 
life when a sorcerer sent a demon to slay him in the night. The 
King Auron sent word out to find Epicuthus so that he might 


issue an apology, but the sage was never found. 


The phoenician sword is a +3 broadsword that awards a +2 
bonus to all saving throws for the wielder. A word of power can 
be spoken to command the sword to burst into flame, causing 
each attack dealt with the blade to deal an additional 2d6 
damage. 


If the wielder of the blade is slain while the blade is drawn and 
producing flame, they can make a Luck check. If the check is 
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successful, they are engulfed in the fire of their own blade, and 
in a flash find themselves fully restored to full hit points, with all 
lingering effects having been removed. Once this miracle has 


been performed, it cannot be done again for 1 year. 


Scimitar of High Wizard Khul Abul Naar 

This curved sword of polished steel is marked by the dragon 
head design of its handle, and the overall quality of its 
craftsmanship. It was owned by Khul Abul Naar, the High 
Wizard of Bhagsal, adviser to the Malik of Khorsan. 


The weapon is a +2 scimitar that grants the user a +2 bonus to 
their AC. Additionally, the sword can be commanded to fight 
on its own, hovering through the air and slashing as though it 
was wielded by an invisible, ethereal swordsman. The sword 
acts on its own initiative and fights as a 4th level fighter when on 
its own. The sword has a speed of 30 ft and cannot travel further 


than 30 ft away from the master of the sword. 


Scourge of Ssah’ Isl Ki the Serpentman Taskmaster 
This hooked scourge of wicked leather lashes was once wielded 
by the vile taskmaster of the serpentmen, Ssah’Isl Ki. The 
scourge had lashed the backs of untold human slaves who were 
the chattel of the Sibilant Empire. So brutal were beatings with 
this tool that some claim that humanity has an instinctual fear of 


this implement. 


The scourge of Ssah’Isl Ki is a +2 cat-O-nine-tails that can 
induce fear in humans per the spell Aarthunia 3 Superior 
Lnstillment of Savage Fear 3 times per day. Using the fear ability 
of the scourge may constitute a Corruption check, at the Game 


Master’s discretion. 


Serpentmen who see a human carrying the scourge of Ssah’Isl 
Ki will immediately recognize the inherent blasphemy in this 


and will mark said human as a target. 


Spear of Avox 

This is the very spear that the mighty hero Avox used in his 
adventures across the Sea of the Dark Moon, and which he 
ultimately used to take his own life after being driven mad by 


the spirit of jealousy. 
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Despite his suicide, he is still regarded as a hero among the 
people who dwell on the border between the Seven Cities and 


the Empire of Wargus. 


The spear itself was blessed by strange spirits with supernatural 
properties that make the wielder seem of heroic if not deific 


stature. 


The spear of Avox is a +4 spear that returns to the wielder when 


cast. 


The Spider’s Net 

Woven of the silk of the eight-legged titan Kzhumonga the 
mother of spiders, this net is indestructible, and when cast, is 
guaranteed to entangle its intended target. Due to the magical 
nature of the spider silk that comprises the net, it requires both 
an Intelligence check and a Strength check to break free of the 
entanglement. Even if both checks are successful, it will still 


take 3d6 rounds to escape the net. 


Star Sword 

This mythic blade of iridescent, jagged metal was forged 
thousands of years ago by unknown wizards. It was made of 
ore harvested from a fallen star and smelted in the Eternal Fire 
in the crypts beneath the jungle cabal of the Red Druids. The 
blade saw to the slaughter of many dragons, and the extinction 
of the wicked, supreme rulers of the serpentmen known only 
as the dragonkind. The sword has not been seen in many 


thousands of years. 


The star sword is a +5 longsword that deals triple damage to 
serpentmen and dragon type opponents. Additionally, the 
blade is indestructible, and the edge never chips or wears 
down. Furthermore, on a critical hit, the sword decapitates its 


opponents. 


There may be other latent powers within the blade, heretofore 


undescribed, which the Game Master may attach as they see fit. 


Woeblade 
Woeblade is the twin of Doombringer, forged at the same 
time, of the same fragments of Chaos—almost identical in 


appearance and ability. Indeed, none can say which is the more 


powerful of the two. However, while 


Doombringer is more blackly evil, 


Si 


Woeblade is more expressively angry, 


ys 


and manifests that emotion in the 


D> 


wielder. 


SSSSS. 


Woeblade is a +5 bastard sword 

with many supernatural properties. 
Firstly, the blade is a living thing, 
unspeakably evil, with an Intelligence 
of 20 (Genius). While it cannot speak, 
it can empathically send signals 

and desires to its wielder, who can 
likewise do the same to Woeblade. 


Woeblade is an angry, aggressive 


thing, full of directionless hate, and 
when drawn, the wielder is compelled 


to irrational violence and aggression. 


Whoever possesses Woeblade treats 
their Strength score as a primary 
attribute if it is not one already, as 
the blade has the uncanny ability to 
suffuse the wielder with incredible 
power. The blade need not be drawn for this effect to take 


place—only be within arm’s reach. 


When Woeblade slays an opponent, the wielder gains 1d6 
temporary hit points, which last for one day, as Woeblade steals 
the soul of its victim, The wielder, willing or otherwise, draws 
from that same vitality when Woeblade kills. On a critical hit 


made with Woeblade, a humanoid is slain outright. 


Whenever Woeblade is unsheathed, it must kill before it will 
permit itself to be put away. It can take partial control of the 
mind of its wielder to jerk away from the scabbard or lunge 

ata living target. To force Woeblade into its scabbard, the 
wielder must succeed on a Wisdom saving throw. Ona success, 
the wielder gains 1 point of Corruption. Ona failed save, the 
sword drives the wielder into a frenzied rage, and they will lash 
out at the nearest target, be they friend or foe. The sword will 
not attack the wielder, as it understands that this is how it can 


acquire more souls. 
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Wondrous Tiems 


Amulet of Invincibility 

This amulet of gold, brass, and sapphires is etched with arcane 
runes of protection placed there by the wizard Malzog to 
protect him from all oncoming blows. The amulet protected 
Malzog throughout his long life until it was snatched from 
around his neck, and he was peppered with arrows by an angry 


gang of thieves. 


The amulet protects the wearer from all attacks. However, 
the amulet can be taken off the wearer’s neck despite the 


protection. 


Book of the Mad Dreamer 

This leather-bound tome is an immense volume of near- 
incoherent ramblings penned in a spidery script. The book is 
stained arich purple color and has many hundreds of pages of 
creased, curling parchment held within. The book is enclosed 
with a great clasp that resembles a pair of emaciated human 


hands coming together to grasp one another. 


Written by Karshon of Azmith, the book details the poor man’s 
nightly dreams of strange lands beyond our reality. What 
no one could have guessed, however, was that Karshon was 


traveling to other planes of existence in his fitful dream state. 


Reading his mind-expanding book takes 7 days, assuming at 
least 4 hours are spent reading each day. By the end, the reader 
will make a Corruption check to see if the ramblings push them 
closer to madness. Regardless of the result, they permanently 
increase their Wisdom score by 2, and gain an insight into the 
nature of the universe and the various planes of reality that 
permeate through all matter. This also confers to a +2 bonus 
on checks related to knowledge concerning the planes, alien 


beings, sorcery, etc. 


Boots of the Silent Stalker 

These stout leather boots are stylish enough and incredibly 
comfortable. [tis unknown who made them, or why, but it is 
clear that they were likely used for a nefarious purpose at one 
time or another. Curiously, the boots have the initials “D.D.W.’ 


written inside the boot flap. 
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These boots enable the wearer to move quietly in virtually any 
situation. No Dexterity check is required unless the wearer is 
running or charging. In such instances, the sorcery of the boots 


is negated, and the character takes a -ro penalty to the check. 


Cap of Tricks 

Dusty with age, moth-eaten, and 
designed in the conical style of the 
wizards of Magogean folklore, this 
red hat was once worn by the trickster 
Radella the red sorceress. She 

used the cap in the performance of 


marvelous tricks of sleight of hand, 


but the grandest tricks were actual 


sorcery, derived from the cap itself. 


Radella later inherited a manse and retired there on land owned 
by her forefathers, in the Keep of the Red Sorcerers. There she 


stayed in good humor until her death at the admirable age of 99. 


The cap of tricks has an extradimensional space within it, 
allowing the wearer to reach deeper within it than should be 
physically possible. This serves two purposes. Firstly, the cap 
can be used as a modified bag, which can carry up to 500 lbs., 
and a volume not exceeding 64 cubic ft. The opening of the cap 


can be stretched to a maximum ofa 2 ft diameter. 


The second function of the cap of tricks is that within its depths, 
in an internal pocket is stored a minute, fuzzy object. When 
retrieved from the bag and thrown, the object transforms into 
arandomly determined wild beast. The creature, seemingly 
pulled from the hat, vanishes at the next dawn or when it is 
reduced to o hit points. When one object is taken from the 


pocket, another will take its place when nobody is looking. 


The creature is friendly to the summoner and their companions 
and acts on the summoner’s turn. The creature can be directed 
freely by the summoner. They can dictate how the creature 
moves, whom to attack on its next turn, or more general 
orders, such as “attack the enemies”. In the absence of such 
instruction, the creature acts in a fashion appropriate for a 


member of its species. 
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Once three fuzzy objects have been pulled from the cap, this 


function of the cap can’t be used again until the next dawn. 


d20 Creature 


Rabbit 


Rat 


Bat 


Bird of Prey (Small) 


Jackal 


Dog 


Hyena 


Wolf 


Venomous Snake 


Ape 


Herd Animal (Medium) 


Constrictor Snake 


Camel 


Riding Horse 


Brown Bear 


Lion 


Tiger 


Crocodile (Large) 
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Rhinoceros 


N 
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Elephant 


Chalice of the Laughing Mage 

This ornately decorated golden chalice is littered with sparkling 
gems and glittering jewels of incalculable value. When filled 
with any liquid, it is magically transformed into a delicious, 
spiced wine. However, true to the cruel sense of humor of the 
chalice’s creator (the Laughing Mage), if the wine is imbibed 
incorrectly, it is treated as a type VI poison. The wine must be 
imbibed from the rim of the cup just above the square-cut ruby 
to avoid the poison effect. In the event that the drinker does not 
declare how they drink the wine, a Luck check will have to be 


made, at disadvantage. 


Cloak of the Great Lion 

This heavy cloak of lionskin was crafted of the nigh- 
indestructible hide of a legendary beast called the Great Lion of 
Kith. The creature was slain and butchered by a mighty hero in 
the distant past, and its skin was turned into a mantle and cloak 


to be worn about the hero’s body. 


The cloak cannot be pierced by anything, and while worn, the 
wearer cannot be harmed by Piercing damage of any kind. 
Slashing deals only half damage, and Bludgeoning deals damage 


as normal. 


Cloak of the Marauder 

This potent cloak of unusual gray fabric bends light and is 
strange to behold. When donned, the wearer completely 
vanishes, becoming invisible, per the spell Ashzann‘s Instant 


Vanishment 


Those who are made invisible by means of the cloak still cast 

a faint shadow and will displace air and water normally. As 

such, when they move past someone closely, they may feel their 
passing. The cloak does not make one silent, only invisible. The 


invisibility lasts as long as the cloak is worn. 


Coin of Fortune 

These platinum coins are embossed 
with the likeness of the vastly wealthy 
Tamazghan King Kumbutu. While 
most coins of Tamazgha are of 


copper, silver, and gold, these rare few 


platinum coins are seen as tokens of 


great fortune and good luck. 


The holder of a coin of fortune will find that they have a +2 
bonus on Luck checks, and regain luck at a rate of 1d4 points 


per rest. 


Itis said that a true coin of fortune (one that gives good luck, 
that is) is never found by a would-be owner. Rather, the coin 
chooses its next owner. If the coin is ever stolen, it becomes 


inert and will never function for the thief who pilfered it. 


Crystal Sphere of Scrying 

Created by crystalizing the single eye of a cyclops, these 
8-inch diameter, 20 lb. orbs are highly sought after by spies, 
sorcerers, and kings the world over. By their usage, one can 
scry far and wide, and cast their vision to the ends of the Earth, 
or even into other planes of reality. Simply by describing a 


location, object, or individual to the orb, the orb will present 
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hazy images and sounds of the thing described. The orb can 
also reach out to other orbs, permitting observation and 
communication between them. Caution must be used, however, 
as it is unknown how many crystal spheres exist, nor who is in 


possession of one. 


Diadem of Quasi-Presence 


This headpiece is of pure silver and has a pearl set on one side 
so that it rests in the center of the forehead of the wearer. It 
was designed as a device for the amplification of telepathic and 
psionic abilities. The inventor, however, used an imperfect 
pearl in the making, and thus her creation never lived up to her 


hopes. 


When worn, the diadem allows the wearer to communicate 
telepathically with others. It also grants a +2 bonus to Wisdom 
checks relying on perception of any sort. Additionally, by 
means of this diadem, the wearer can cast Les of the Watcher 4 


times per day. 


Unfortunately, wearing this diadem opens the mind in more 
ways than one. While it enhances the outward powers of the 
brain, it also makes it vulnerable to oncoming attacks. As such, 
the wearer suffers disadvantage on saves versus psionic attacks 


and psychic damage. 


Horn of the Fallen Emperor 

In ancient Huanxia, the death of the Grand Emperor shook the 
entire nation. In accordance with the emperor’s wishes, a grand 
tomb was constructed for him, and he was laid to rest alongside 
1,000 of his noblest warriors, who were put to death so that 


their spirits might guard him in the afterlife. 


The emperor was buried with a vast treasure, including the ivory 
horn which was blown to summon his men during his life. It is 


this horn, carved of the tusk ofa titanic elephant and encircled 
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in rings of gold, that when blown, will call the spirits of the dead. 


When blown, the horn summons 2d20 fallen heroes. 


Jar of Asps 

Whatever madman devised this trick jar is a fiend beyond 
reckoning. Crafted to resemble a fine Aethoryptian jar of 
antiquity, the jar has placed on it an auditory illusion. When 
shaken, the jar produces the familiar jingling of loose coins 


rattling within. Upon opening the jar, however, 2d6 magical 


venomous snakes spring forth from the jar, angry as can be. The 


snakes are asps, who will bite whoever comes near. 


The snakes are simulacra, and are not in fact real snakes, 
though they are substantial beings who administer venom as 
though they were asps. When the lid is returned to the jar, the 


snakes will vanish and teleport back into the jar. 


Kitab al-Azif This enormous tome, bound in human flesh 
and penned in human blood was written by Abzul Alharim 
during his fits of madness and visions of eldritch horrors. Even 
Alharim was not sure what all was contained in the wicked 
tome, though it obviously radiated an aura of wickedness and 


malignant decay. 


The book has many names and is coveted by many occultic 


circles. It is also known by the alternate title “Book of the Dead’. 


Simply being within 10 ft of the Kitab al-Azif forces a 
Corruption check. Reading the book automatically causes the 
reader to gain 1d4-1 points of Corruption. The powers held 
within the tome are immeasurable, potentially reality-altering, 
and beyond the scope of mortal reckoning. All forbidden 
knowledge is held within. Any dark lore, demonic names, or 


horrendous truths of the universe can be discovered within. 


Eighty hours must be dedicated to the reading and studying 

of the Kitab al-Azif to truly understand the grim truths held 
within. After finishing the book, the reader can have one 
secondary attribute of their player’s choice improved to a 
primary attribute. Additional benefits may also be included, 
such as discovering spells that require no memory to cast (even 


allowing non-sorcerers to perform them), or the ability to learn 
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the Wicked Tongue of Demons and the true names of 1d4 


demons of the Underworld. 


Specific powers derived from the Kitab al-Azif should be 
invented by the Game Master, who is encouraged to go as 


extreme and horrific as possible. 


Magic Lamp 

This lamp, of which a handful are rumored to exist, has proven 
to be the woe of untold men and women. It is fashioned of brass 
and resembles an antique oil lamp with a long stem, though it 
lacks a wick and is without oil. The lamp can be rubbed once 
per day, calling forth the powerful efreeti who is imprisoned 


within. 


When the efreeti is first released, the Game Master should 
secretly roll percentile dice to see what the disposition of 

the being is. Ona roll of 1-10, the efreeti is violently angry 
and flies into a rage upon being freed, immediately attacking 
whoever is nearby. On a roll of 1~-go, the inhabitant of the 
bottle is grateful for having been freed and will offer to assist 
the possessor of the lamp for ro minutes per day, doing as the 
owner commands. In such instances, the efreeti will behave 
obsequiously, though privately they will hate the owner of the 


lamp for the domination they have over them, and may even 


seek to undermine them in whatever way they can. On a roll 

of g1-100, the efreeti of the lamp will offer to grant the owner 
three wishes. It is up to the Game Master to determine whether 
or not the efreeti is generous enough to not twist their wishes in 
undesirable ways. After being defeated or granting their wishes, 
the efreeti disappears forever. A new roll should be made each 


day the bottle is opened for that day’s effect. 


Mask of the Imp 

This wooden mask is carved into 
the likeness of an imp, painted 
and designed to resemble the 
actual creature with incredible 


accuracy. 


When donned, the mask 


transforms the wearer and all 


their equipment worn or carried into an imp. In this form, the 
wearer of the mask need only speak their own name backward 


to revert to their human form, the mask falling off their face. 


Medallion of the Mad Monk 

This bizarre medallion was sculpted by a mad, hermetic monk 
into the likeness of an alien being. It is bright yellow in color, 
has enormous, bulging eyes, and is generally a disquieting thing 
to behold. 


Into this idol, the mad hermit channeled all their wicked power, 
malice, and insane visions. The medallion came to be a physical 
representation of the mad hermit, who soon had claims of 


apotheosis and visions of godhood. 


The medallion grants the wearer resistance (1⁄2) to electricity 
damage, and a +4 bonus to their initiative. It supposedly holds 
other powers, such as the means to shapeshift, and travel 
through dimensions, however, these claims are attributed 
solely to the mad, boastful monk who crafted the thing and thus 
should be taken with a grain of salt. 


The unsightly appearance of the medallion imposes a -2 penalty 


on all Charisma checks made by the wearer. 
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Shackles of the Demon Slavers 

These black shackles were forged in the fiery pits of Hell by the 
dark-hearted devil smiths of Pandemonium. They are employed 
by demoniac slavers to bind powerful creatures to their will 

so that they might drag them back to the dark pools of Hell as 


slaves. 


These shackles are nigh-unbreakable, lacking either a lock to 
pick or a weak link to break for escape. They are forged of the 
black sorcerous steel of Pandemonium and cannot be harmed 


by sword nor sorcery. 


When the shackles are closed, they will not open for any force 
on Hell nor Earth, save for the issuance of the secret command 
word, unique to each set of shackles. This command need not 
be spoken—for the shackles can sense the thoughts of those 
nearby. The shackles also prevent extraplanar and supernatural 
beings from traversing the planes of their own volition, robbing 


them of an obvious escape. 


Shoes of Levitation 
Made of fine silk, these slippers are as comfortable as they are 


fashionable among the courts of Khorsan of the East. 


When the heels are clicked together twice, the shoes allow the 
wearer to walk on thin air, per the spell Xai-Tang s Evocation 
of Unsullied Soles. However, unlike the spell, the wearer of the 


slippers is not limited by a duration. 


Tome of Brilliance 

This heavy book contains instruction on improving memory 
and logic, but hidden within its pages is a subtle spell of 
potent sorcery. Written by Krossvetla the Younger, the book 
is intended to strengthen the minds of its readers. If anyone 
reads the book, which takes a total of 48 hours over a minimum 
of six days, they gain a permanent bonus of +1d4+1 to their 
Intelligence score. Once the book is read, the sorcery within it 


is spent, and it becomes an ordinary book of logic. 
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as it Was 
Known 
During its 
Forgotten 
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The following section serves as a vague 
snapshot of the world as it was during that 
period between the end of human mythology 
and the beginning of human history—the Age 
of Swords and Sorcery. This information is 
not concrete and is subject to change at the 
whim ofa Game Master. Itis only provided to 
offer a context to the setting as intended by 
the author, and to serve as a springboard for 


potential adventure and roleplay. 


A Brief History of 
Primeval Man, and of 
the Alges that Cime 
Forgot 


The most common reckoning for the passage 
of time is relative to the Cataclysm of the 
Dark Moon, an ancient and apocalyptic event 
that saw the fall of the old, inhuman empires, 
and the slow rise of mankind to prominence. 
Unlike the fall of Atlantis, which happened 
gradually with the rising of the seas, the 
doom that befell those ancient races during 
the Cataclysm of the Dark Moon occurred 


in only a single day that dramatically rewrote 


the trajectory of Earth’s future. For this reason, time is most 
commonly represented as a number of years BCDM (Before the 
Cataclysm of the Dark Moon) or ACDM (After the Cataclysm 
of the Dark Moon). With this chronological system, there is no 
‘year zero’. BCDM descends to 1 BCDM, when the Cataclysm 
technically occurs. The following day 1 ACDM begins. 


The Beginning: (???? - 2???) 

How the world came to be is unknown, shrouded in mystery and 
mysticism, and ultimately, there is no correct answer. There are 
many explanations for the origin of the world, tied to religion, 


science, philosophy, and personal superstition. Most men think 


little of the time before, as this thinking serves them no purpose. 


Far better to worry about the problems and truths of today. 
What is known, however, is that during those earliest epochs, 
the world was bright and new. The sun shone white and intense, 
and the world was hot and teeming with life seemingly spawned 
from the creative, chaotic slime of the primordial ooze. It is 
writ that during the beginning, there was for many eons only 
one Moon in the sky, which shone with a dull, gibbous glow by 
night. That is, until the arrival of the Dark Moon—a mysterious 
celestial body, black and cold as death, which cast a green glow 
upon the skies when it shone in the night sky. From whence it 
came, none can say, but it brought with it the mutating, warping 
influences of Chaos and sorcery, and thus magic was first 


known upon Earth. 


The Sibilant Empire (Age of Serpents): (~3,500 
BCDM -1 BCDM) 

The First Race, the serpentmen, The Masters of the Shadow 
Kingdom, were the first to wrest civilization from the mire of 
barbarism and chaos. They were masters of the esoteric art 

of sorcery, being the first to discover the power that could be 
drawn from the Dark Moon. They were the first architects, the 
first astrologers, the first scientists, and the first true imperial 


power. 


The Age of Serpents lasted for many thousands of years and 
saw the forging of the Citadel of the Serpent King, and the 
sorcerous creation of many slave races. Titans were born of 
their wizardry, as were the subservient lizardmen, the primitive 


ape-men, the dragons, and supposedly humanity itself, though 
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mankind is quick to reject such a supposition. They are likewise 
quick to reject the theory of some lineage of evolutionary 
connection between the shaggy, sub-humanoid ape-men and 


the articulate, upright-standing humans. 


Long and bloody were the wars between the serpentmen and 
their oath-sworn enemies, the nagas, whom they grappled 
with for dominance over the world. In the end, the serpentmen 
opted for an extreme plan of sorcery in an effort to put an end 
to their struggles with the nagas, and in doing so, ensure their 


mutual destruction. 


The Age of Serpents fell into darkest calamity when, in an 
attempt to draw the Dark Moon closer to the Earth so that 
sorcery might be practiced at all times, and not just under the 
inky glow of the celestial body, the Dark Moon was pulled out 
of orbit, and the massive body fell to Earth. So followed the Age 
of Calamity. 


The First Dark (Age of Calamity): (1 ACDM - 
~2,100 ACDM) 
The falling of the Dark Moon resulted in an apocalyptic 
extinction event that wiped out the titans, the dragons, nearly 
all of the giants, and drove the serpentmen into deepest 
seclusion. Their empire had failed, crushed beneath the 
devastation that ensued upon the impact of the Dark Moon. 
The weather changed dramatically, and the Earth cooled. The 
plumes of ash and smog choked the Earth and stained the sky 
dark. The falling of the Dark Moon ushered in an early Ice Age, 
and the poles began to freeze. The seas receded, and new lands 
were revealed to the warm-blooded men who witnessed the fall 
of the Sibilant Empire. 


Mankind was left destitute and directionless. Suddenly their 
masters had lost the means of magic, and their power faded with 
the coming chill. They made war with the serpentmen, casting 
off the shackles of their masters and driving them deeper into 


hiding. 


The First Dark brought with it much famine and death. The 
dwindling numbers of humanity who remained went forth into 


the remote corners of the world, desperate and hungry. They 
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reverted to barbarism, and what little might have been salvaged 


of the knowledge of the serpentmen was lost to time. 


Safety was only afforded in the company of great numbers, and 
so mankind divided itself into loose tribes of savage primitives. 
Often, they made war among one another, and against the 
ape-men whom they hated so ferociously for their uncanny 
resemblance to mankind. Those ape-men were overrun, and 
driven to the ends of the Earth, broken, uncivilized, and 
reduced to the status of animals of semi-intelligence. They 
dwelt at the frozen poles, on mountain peaks, or on remote 
islands where they would be undisturbed by the roving bands of 


humans. 


The Atlantean Empire (Age of Man): (2,109 ACDM 
- 2,908 ACDM) 

The age of man was punctuated by the formation of the first 
historically recognized kingdom: Atlantis. Borne out of a city- 
state of the same name, it was established by a race of men who 
sought to reclaim the lost glory of the preceding serpentmen. 
They built upon the ruins of the Citadel of the Serpent King 
and relearned ancient sciences such as the manufacture of 
bronze, the study of the heavens, and advanced mathematics. 
Their Emperors were educated and studied matters of history, 
warfare, and strategy, and put them to use conquering the petty 


kingdoms which cropped up along the edges of their territory. 


Atthe same time, in the distant north, an unhallowed union 
was developed over many centuries, between human stock, 
and the last of the giants. Over the generations, they interbred, 
and mankind took on aspects of that ancient race. This stock 
continued to intermix with the local human populace until the 
gigantism was but a suggestion of an alien origin, and thus 

the Hyperborean race came into being. Men who stand tall 

and gaunt, usually a full head taller than the average southron, 
with ghostly pale skin, and a knack for the primordial esoteric 
mysticism of their giant-kin. They forged the kingdom of 
Hyperborea and were prolific slavers and studiers of the darkest 


arts. 


It is said that they consorted with strange beings from the 
blackness between the stars and called forth knowledge of 
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sorcery heretofore unknown to any race, even the serpentmen 


or the giants of antiquity. 


Many wars were fought between the Atlanteans and the 
Hyperboreans—wars where demoniacal sorcery was put against 
rediscovered science. The Hyperboreans pushed south into the 
rainy wetlands, driving before them all manner of opposition. It 
seemed that the sorcery of the outer darkness would win out. In 
desperation, then Emperor Kojath IL of Atlantis summoned 

to him the wisest men in his domain and bid them to find a 

way to counter the sorcery of Hyperborea. What he did not 
intend was that they would call forth taloned, winged demons 
from the underworld, who not only slaughtered the insurgent 
Hyperboreans, but also the men and women of Atlantis. 

In the wake of such carnage, both sides were spent. The 
Hyperboreans retreated into the north, and Atlantis was left to 


decay and slowly crumble in the wake of its own hubris. 


Gradually, the Earth warmed, and the seas began to rise. 
Atlantis was slowly swallowed as the pastoral lands wherein it 
held rule were engulfed by melting glacial ice, and the deep 
crater that was created long ago by the Cataclysm of the Dark 
Moon flooded. Thus, the Sea of the Dark Moon was born. 


The Second Dark (Age of Warming): (~3,000 
ACDM - ~6,800 ACDM) 


While most scholars argue that the Second Dark is marked by 
the collapse of Atlantis at the hands of its own sorcery, and the 
fracturing of Hyperborea, it is more ecologically distinguished 
by the end of the Ice Age which began with the Cataclysm of 
the Dark Moon. As the Earth warmed, life burst forth in great 
fervor. Many breeds long thought lost to time came back in 
greater numbers. Tigers, elephants, buffalo, and reptiles of 

all sorts returned to the dense jungles of Huanxia, where the 
steaming vegetation grew dense and lush with verdant splendor. 
Crops grew in lands far and wide, and diverse city-states 
became possible for far more people, who relied not on the 


science or sorcery of the Old Kingdoms. 


Much was forgotten of the earlier days of man, in favor of 


writing new histories which forge strong identities for the 


various races of human stock. This age saw the gradual rise of 
the pale Thuluvians and the giant Wodenhimr, the hawkish 
warriors of Tartarus and the wolfish lords of Wargus and 
Khorsan, and the nomadic Slukatta and the Tamazgha we know 
today, and mankind traveled far and wide establishing networks 
of cities and villages over the course of many thousands of 


years. For the first time in eons, wealth could be accumulated 


by non-royals. Trades flourished, but largely of primitive nature. 


In many ways, society blossomed in the wake of the collapse 
of Atlantis, but all was not idyllic. The tendrils of corruption 
wove its way into civilization, as easily obtainable power begot 
widespread greed and self-interest. Superstition ran rampant, 
and sciences were largely abandoned (save for the educated 


elite) in favor of mysticism and alchemy. 


Sorcery, reinvented by the Atlanteans and the Hyperboreans 
was known and feared, though rare in these times, and the 
presence of dark entities from the Underworld or from beyond 
Space and Time made mankind feel small and fragile by 


comparison. 


The Second Dark is said to have ended with the discovery of 
iron by the smiths of Gondawanni. 


The Reign of the Young Kingdoms (Second Age of 
Man): (~6,800 ACDM -????) 
Current Year: 8,094 ACDM 


The modern age is one marked by the rediscovery of the 
forgotten. Vast swathes of the map are blank and ripe for 
rediscovery. Petty kings and lords squabble for scraps of what 
remains of the forgotten lore of ages past. Many kingdoms and 
city-states, called collectively the Young Kingdoms by the older 
races, fill the lands to the north of the Sea of the Dark Moon. 
Order is maintained by the enforcement of petty fiefdoms in the 
rural domains, and by mayoral dominance in city-states. There 
is astark divide between humans who live in the now ancient 
urban environs wherein corruption and opulence are rife, and 
the barbaric outlanders who live in remote villages or steadings, 


affording survival by way of grim cunning and raw skill. 


Various religions are observed across the continent, few of 


which are congruous with one another. The practice of religion 
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is observed through raw faith rather than any divine evidence. 
However, due to the obscurity of details on the earliest stages of 
the world, some religious doctrine might be right, for who is to 


say by what means the world was forged? 


Serpentmen have returned to secret cults and splinter cells 
within powerful governments. Their aims are unknown to the 
world, but it is doubtful that the direction in which they wish to 


guide civilization is positive. 


Steel is a metal on the rise in the kingdoms of man. The secret 
of its creation was wrested from the hands of the last smith of 
the giants, who guarded it to the bitter end. Those who learned 
it first were of the barbarian tribes of the west, and they guarded 
it as fiercely as the giants once did... at least for a time. The 
secret of steel has spread, but not all the world knows it, or has 


the means to produce it. 
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Regions of the World 


The antediluvian world set up for play within this tome is one of 
many cultures, many lands, many sights, and many horrors. In 
an effort to help Game Masters grapple with the concepts of this 
world, it has been divided into major regions to be described in 
mild detail here. This is done to enable a Game Master to flip 
through the entries and get an idea of what a region is like and 
allow them to discover some interesting adventure hooks as 
well. Within each region entry are a number of sub-entries, all 
alphabetized. These sub-entries might include countries, major 
cities, villages, trading posts, mines, ruins, dungeons, hazards, 


or noteworthy features of the land. 


THE NORTH 

The north is a grueling and largely inhospitable place that 
features short, cool summers, and long, bitter winters. It 
features some of the most breathtaking glacial vistas, fjords, 
and river valleys in the world, but is rarely a place visited idly. 
Three kingdoms dominate the north, two of which are steeped 
in barbaric tradition and grim stoicism. The third is a far more 
ancient kingdom, whose mastery of sorcery goes back to the 


earliest reckonings of man. 


Dark pine forests grow dense over the rolling hills of these 
frigid lands, and ancient glaciers have carved deep gorges, 
valleys, ravines, and spiraling mountain peaks. At night, the sky 
comes alive with witchfire—the northern lights, which are said 
to be the dancing souls of the ancient Hyperboreans who were 


felled in their battles with the ancient Atlanteans long ago. 


In the most extreme north of the region, the land gives way to 
an arctic ocean, which flows thick with sheets of shifting ice, 
and drifting bergs. In the winter, the sea freezes solid, and 
sometimes strange things come down from the lands north of 
north, to lay waste to the communities they find huddled in the 


snow. 


Hyperborea 
Ruled by His Excellence, King Surma the Great 
Capital: Tavastu (pop. 8,700) 


Resources: Timber, Copper, Iron, Slaves, Furs 
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Hyperborea is a cold and unwelcoming land, home to the tall, 
pale race of Hyperborean men. They claim descendency from 
arace of giants who once inhabited that sward of land many 
centuries hence, though to call the Hyperboreans true giants 
is an exaggeration by most estimates. The land they inhabit is 
steeped with magic, which is suffused through the hills and 
seems almost palpable on the wind. At night, the skies come 
alive with ethereal bands of color said to be the souls of ancient 


Hyperborean sorcerers. 


Hyperborea is operated via magocracy—a government where 
sorcerers are the ruling class by nature of practicing sorcery. 
Several sorcerous Bolyars rule their own territories and govern 
largely autonomously in the remote north, but all of them swear 


fealty to the High King seated upon the ivory throne of Tavastu. 


This far-flung land is infamous for its strong reliance on slave 
labor to function properly. Due to a low population of native 
Hyperboreans, the capture and exploitation of outsiders has 
become commonplace. Sometimes, Hyperborean slavers will 
even rove beyond their borders to level villages in Wodenhimr, 
Zolkia, and Thuluvia in their quest for fresh slaves. Some such 
captives are sold back to their homelands for a high price, while 
others are sold domestically to whomever might be willing to 


buy. 


Religion in Hyperborea is ancient and highly ceremonial. It 
potentially predates the Hyperboreans itself, drawing upon 
strange and disparate sources, from the mythology of the giants, 
to alien texts, to scriptures written by the black-winged devils 
of Hell. Their primary god is a bloated, toad-like being called 
Zathogga the Eternal Hunger. This god is a permissive and lazy 
beast who lives only to eat and drink and sleep. They pray also 
to an assortment of demons and even some among the Court of 


Chaos or the Elemental Princes. 


Wodenhimr 
Ruled by High King Beon Wulfkaarl-Jotunslayer 
Capital: Tjonnsberg (pop. 7.400) 


Resources: Timber, Fish, Iron, Furs, Ivory 


Far-flung Wodenhimr is a vast northern territory of 


barbaric rites and tribal warfare. Though a High King rules 
in Tjonnsberg, vast swathes of Wodenhimr are isolated, 
independent, or unpeopled. Regional Jarls can do as they wish, 


and rarely, if ever, report to the High King if they can avoid it. 


The land of Wodenhimr is stark and beautiful, with high 
mountains which blow bitter wind into the gaping vales. Pine 
forests grow thick in the south, but as one crosses the Frostfire 
River, any substantial growth gives way to scrub, and eventually 
sheets of sheer ice—glaciers that have persisted since time 
immemorial. These glaciers, called the Jotunn Ice Fields, are 
ruled by a race of savage giants who hunt seals with enormous 


spears carved of whalebone. 


Wodenhimr has short, cool summers and long, nightmarish 
winters. Snow falls in great heaps, and ice and wind score the 
flesh and splinter the pines. In the northernmost reaches, the 
Sun will not rise for an entire month in the dead of winter 
(January), and in the summer, it will not set for a like amount of 


time (July). 


The gods of Wodenhimr are sardonic and cruel. Chief among 
them, so say the priests and sages of the north, is Wodak, a 
great King who attained apotheosis and became immortal by 
slaying the two-headed dragon Sskohator and drinking his fiery 
blood. Wodak sired many sons and daughters and awaits the 
return of the Father Kraken and the End of the World in his 
great hall in the realms beyond. 


Zolkia 
Ruled by Tsar Ivano Levushkanar the Wise 
Capital: Volsov (pop. 13.900) 


Resources: Gold, Silver, Timber, Furs, Gems 


Zolkia is a land both of the north and the east, stretching along 
the coast as far as Huanxia. The west of Zolkia is densely 
populated, with crowded cities of high-spired towers and 
gloomy, gothic architecture. These cities are deep in the 
pockets of powerful guilds of thieves and cutthroats, and 
corruption is rife within the ranks of the elite. At the top of 
the political hierarchy sits one who is called “the Mad Tsar’. In 


the east of the country, vast wilderness stretches in cool plains 
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and rugged foothills. Virgin pine forests blot out the sun, and 
dark things prowl in the darkness, eyes gleaming as they tread. 
People of the east are barbarous and organize along tribal and 


clan affiliations, living as nomads or village shepherds. 


Mines within the interior of Zolkia are rich with veins of gold 
and silver and jewels, which afford the Tsar and the ruling class 
great wealth to spend on great works and the maintenance 

of armies and fortifications. For this reason, many castles, 
keeps, and forts are found across Zolkia, and a standing 

army is ready to defend her against any incursion from their 
southern or western neighbors. This wealth has recently seen 
the emergence ofa small but crafty merchant class, which has 
intermingled itself with the various guilds of robbers, thieves, 
mendicants, and mercenaries, further muddying the waters of 
political affiliations within the eastern cities. You can never 


really be sure to whom a Zolkian is loyal, other than himself. 


Zolkia has long winters which deliver freezing rain and snow 
upon the vales and mountain peaks in equal distribution. The 
Zolkian summers are hot, dry, and short. Some regions in the 


far north stay below freezing year-round. 


Religion in Zolkia preaches the existence of one Creator God, 
who forged the universe and spawned from their flesh the gods 
of the Heavens and the Earth. While the name of this divine 
Creator is not known, the names ofits spawn are. They are 
Belnobog the White, Xernobog the Black, Pelrun the Warrior, 
Velnes the Horned, Kor Dazhbog the Radiant Sun, Styrbog the 
Wind, and Makosh the Mother Earth. These gods they placate 
with animal sacrifice in their high temples, to appease them and 


maintain the (vague) order of their society. 


THE MIDDLE KINGDOMS 

The middle kingdoms are considered (by those who live within 
them, mostly) to be the hub on which the wheel of the world 
turns. They are regarded as a center of commerce, culture, 
science, and philosophy. Ideas from the north, south, east, and 
west pass through the middle kingdoms on their way into the 
rest of the world. The land is dotted with many independent and 
semi-autonomous city-states. In the east of the region, the vast 


and powerful Empire of Wargus looms, ever hungry for fresh 
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conquest in the fertile lands of the rest of the middle kingdoms. 


Pastoral lands roll gently across the vast valley of the middle 
kingdoms, along the countryside, climbing up to the mountains 
in the north, east, and west. To the south, the land spills into 
the warm waters of the Tyranic Sea. Many lesser principalities 
are found herein, with their own dukes, dames, lords, ladies, 


counts, and countesses. 


The wilderness of this realm is warm and inviting but hides 
grim beasts and prowling horrors. Ancient roads crisscross vast 
wildernesses, passing through the shadows of old mountains, 
among rugged uplands, and vibrant wooded realms. Merchants 
walk these lands in guarded caravans, ever wary of bandits and 


monsters. 


New Atlantis 

Ruled by Erelkar VI, Emperor of the Lost Empire, King of the 
Landless People, Master of Sorceries, and Sovereign of New 
Atlantis 

Capital: Atlantidae (pop. 15,000) 


Resources: Wine, Fish, Tin, Pearls 


New Atlantis is a coastal region that grips the Tyranic and Aegic 
Seas. The last remnants of the once-great Atlantean Empire 
cling to relevancy among the rocky cliffs, islands, and hilly 
inlands of this warm, sunny land. When the Atlantean Empire 
collapsed and sank beneath the waves of the Sea of the Dark 
Moon, her people fled northward to make settlements among 
the nomads who dwelt in the hills. These two races intermixed 


and built great city-states that came to dot the coastline. 


New Atlantean culture is marked by a profound longing to 
reclaim lost excellence and to regain a position of authority and 
dominion once held by their ancestors. What remains of the 
pure Atlantean culture has been diluted, misinterpreted, and 
exists only as a shadow of its former self. Few pure-blooded 
Atlanteans exist, and those who endure are regarded with fright 
and superstition. These pure-blooded lines congregate in high- 
walled cities among the rocky islands which dot the coastline 
and retreat into the south. Few non-Atlanteans dare travel to 


these cities, for they are steeped in the ancient depravities of 
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Old Atlantis, rife with sorcery and the madness of the ancient 
lineages of noble families warped by sicknesses of the mind and 
potent drugs. The ancient and quasi-mythic line of Atlantean 
Emperors still stands in one of these sorcery-bathed cities, 

but is now only a thread, for Erelkar, the current Emperor is 
infertile, and can sire no future sons to continue the lineage 


which began when the Earth was young. 


Along the mainland, sorcery is less rife but is still practiced in 
secret, under cover of darkness, for the superstitions of the 
continent are such that sorcery is regarded as a wicked evil. It 
seems that the Atlanteans have not learned from the mistakes 
of their ancient past. Most of the common folk of New Atlantis 
know nothing of sorcery, however, and work as fishermen 

and sailors upon the great seas to the south, or else work as 


shepherds and farmers upon the mainland. 


Religion in New Atlantis is a patchwork of beliefs borrowed 
from the faith of Old Atlantis, and of the hill folk who originally 
dwelt along the coast where they now reside. The most 
dominant cult in New Atlantis is that of the goat-headed Moon 
Goddess Beiid. Other cults exist for the Red Giant Zalmox the 
Thunder God, Darzal the Cave Dweller, Pleistor the Blood 
Drinker, Kotys the Warrior Goddess, and Zabaz the Horseman. 
Among the islands off the shore, where the pure-blooded 
Atlanteans live in drug-addled ecstasy, no gods are worshiped, 


but fealty is occasionally sworn to the Court of Chaos. 


The Seven Cities 

Ruled by His Eminence, High King Auron of the Seven, Master 
of the First City 

Capital: Masters of the Seven Cities assemble in the First City, 
called Vieslana (pop. 37,000) 


Resources: Silver, Cloth, [ron 


The Seven Cities are a coalition of cities across the fertile 
plains which lie to the north of New Atlantis. Old, snowcapped 
mountains rise in the west, north, and south of this region, 
effectively guarding it against barbarian invasion on those 
fronts. Roads run across the country, as old as the hills 
themselves, which mark the way for merchants seeking to win 


their fortune among the old cities which stand all along the 


territory. In the south, a large deciduous forest grows, called 
the Olzer Forest. There, the piping of unseen musicians is 


sometimes heard. 


Most of the Seven Cities sit along the wide banks of the mighty 
Halak river, which flows into the east, out to the Sotet Sea. The 
seven Cities in question are Vieslana the First City, Brinsila the 
Second, Butgar the Third, Pusht the Fourth, Munorkan the 
Fifth, Goritzan the Sixth, and Bylan the Seventh. Beyond these 
cities, many smaller towns and villages dot the countryside, 
which are under the domain of the coalition and governed by 


the nearest of the Seven. 


Along the eastern border, wary eyes watch the ever-expanding 
Empire of Wargus, which currently sits, poised to lay claim 
upon the Second City. Invasion has been feared for some time 
in that region, but little can be done to stay the vast armies of 


the east, save diplomatic efforts, which are already underway. 


Each city has its own patron deity with whom it shares its 
name. Seven temples can be found in each of the seven cities, 
with the largest being dedicated to the local patron god or 
goddess. In truth, the gods are only vaguely acknowledged in 
times of ceremony and tradition, and only the priests concern 


themselves with the daily placation of the entire pantheon. 


The Empire of Wargus 

Ruled by His Imperial Majesty, The Lord Protector of the 
Middle Kingdoms, The King of Boromia, Duke of Kyoshkov— 
Viktor Zbirak, Third of His Name 

Capital: Wulkair (pop. 39,000) 

Resources: Timber, Copper, Tin, Salt 


The mighty Empire of Wargus is a vast and imposing political 
and military power that lies along the easternmost edge of the 
Middle Kingdoms. Called the Wolves of the Black Marches, 
the vast armies of the empire march under the iconic black flag 
which waves with the emblazoned image of the leaping wolf. 
This symbol has become associated with grim fortunes for the 


people who live on the borders of the empire. 
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Within the borders of the empire are a number of conquered 
kingdoms, petty fiefdoms, dukedoms, and principalities. All 
within the realm swear fealty to the Emperor Viktor Zbirak, an 
ambitious and driven leader who took up his father’s mantle of 
empire forging. His eyes are currently set upon the vale of the 


Seven Cities in the west, and Zhem in the south. 


The empire contains rugged mountainous terrain, primeval 
forests, thundering rivers, and fields of golden grasses which 
dance in the cool wind. Weather in the empire varies wildly 
depending on the latitude but is generally cool to cold and wet 
in the winter and temperate in the summer. The high mountains 
of the east are snowcapped year-round, and home to an errant 


population of fire giants. 


Religion within the empire borrows many practices and 
superstitions from the Zolkians, with whom they share a 
common cultural ancestor. A major difference between the 
two, however, is that the empire practices a state-enforced 
monotheism. They worship the god Morakon as the one true 
God, creator of the Heavens and the Earth. Morakon shares 
many similarities with the Zolkian warrior god Pelrun, and 
some believe the two beings to be one and the same. In the 
Empire, however, is he regarded as the only god in all the 
cosmos. The worship of local demigods and pagan idols persists 
in the border territories of the empire—especially in regions 
where other religions were already in observance. Imperials 
tolerate these faiths to varying degrees. If one religious cult is 
deemed too zealous or too diabolical by the warrior-priests 
of Morakon, the pagan god’s temples are burned, and its 


worshippers are scattered. 


THESOUTH 

The south encompasses a vast and sprawling territory that 
extends to the ends of the Earth. Swelteringly hot summers 

and rainy or nonexistent winters mark these lands as ones of a 
more tropical or arid climate. Sandy, near-endless deserts and 
primordial jungles mark the land, separated by impossibly huge 
grasslands populated by lumbering megafauna who battle for 
supremacy under the hot sun. Tremendous empires rule the 
western and eastern portions of this region, with nomadic and 


tribal territories in between. 
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Vast stores of wealth and ancient lore are held by the 
civilizations of this realm, which they use to further their 
imperial influence within the region and beyond it. Sorcery 

is forbidden in most of these lands, being called ‘uchawi’, or 
black magic. Hatred of the supernatural is fueled by a plague 
of demonic horrors that stalk the night. The dark jungles of 
this land are haunted by the remnants of those eldritch demons 
first spawned in the clashes between the Hyperboreans and the 


Auanteans many ages ago. 


Many languages and tribal distinctions exist within the expanse 
of the southern lands, and thus the complexities of its politics 
and conventions are extremely subtle. Outsiders often write 
them off as nonsense, or barbaric superstition—a foolish 


mistake. 


High Aethorypt 

Ruled by His Divine Greatness, High Priest of Apoph-Ra- 
Horem-Akhet 

Capital: Manu (pop. 30,000) 


Resources: Grain, Cloth, Slaves, Copper 


Aethorypt is the second oldest of the Young Kingdoms, 

having arisen on the banks of the Great River as it flows north 
from Lake Nalubaalli in faraway Gondawanni. The river is 

the lifeblood of this ancient civilization, producing brilliant 
explosions of verdant life in the vast expanse of what would 
otherwise be a barren wasteland. Up and down the Great River, 
cities of ancient stone rise to face the gleaming sun, and all 
around them, vast plains of irrigated farmland stretch. These 
cities were built during the earliest epochs of human history, as 
Aethorypt was originally a colony of Old Atlantis, who wished to 


establish a trade relationship with the Gondawanni to the south. 


Aethorypt is hot and dry year-round, with a vast and arid desert 
stretching for thousands of miles into the western interior. 
These deserts mark the way to Great Tamazgha, and ancient 
trails cross the waste, known only to the wisest and most daring 
of merchants who wish to make their fortunes selling goods in 
the wealthy kingdom in the west. They take caravans of camels 
laden with goods, stopping only at the rare oases along the way 


for respite from the punishing duneland. The desert is home 
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to many strange beasts, and bands of reavers and cutthroat, 
who would gladly cut down a merchant to alleviate him of his 
goods. The desert has within its vast tracts many strange and 
shocking sights that must be seen to be believed. The Forest 
of the Crystal Pillars, the Pit of the Dragon’s Bones, the All- 
Seeing Obelisk, and the Caverns of the Salt Men are especially 
noteworthy. 


High Aethorypt has a major slave trade. Prisoners of war, 

criminals, vagrants, and the destitute are most often the ones 
bound in servitude. Many are exported to other lands, but the 
majority stay in Aethorypt to meet the requirements of such a 


vast socicty. 


The rites and religious ceremonies of High Aethorypt are seen 
as strange by outsiders, for they are steeped in a particular 
breed of mysticism that dates back to the very earliest proto- 
religions of human civilization. It is a faith highly permissive of 
sorcery, and many priests and rulers double as practitioners of 
the arcane arts. 


Aethoryptian religion and governance are one and the same, 
with the High Priest serving as the sovereign of the realm. 

With few exceptions, the temples in the ancient cities of High 
Aethroypt are dedicated to Apoph-Ra, a serpentine being who 
encircles the Sun and holds it within the heavens. Once Apoph- 
Ra was one among’ a great pantheon of deities, but the worship 
of these other gods has been suppressed for many generations, 


and what little remains of their temples are scant and ruinous. 


Gondawanni 

Ruled by Empress Napatani, Lady Authority of the Kuttite 
Legion, Queen of the Night and the Day 

Capital: N’bata (pop. 58,000) 


Resources: Timber, Ivory, Iron, Gems, Rare Wood, Cloth 


Gondawanni is the oldest of the Young Kingdoms—that is, 
those kingdoms that came after Old Atlantis. It is a vast and 
powerful empire situated in the deep south, whose influence 
and power sweeps far and wide. Its territories encompass 
steaming jungles, high mountains, grassy savannas, arid 


deserts, and rocky uplands. The greatest cities of Gondawanni 


are situated upon the high Azungu Plateau—a raised plain that 
juts violently up from the surrounding countryside. Upon the 
plateau sits Lake Nalubaalli, the source of the Great River, and 
the heart of Gondawanni. Along the lake’s shore are many port 


cities, chiefest among which is mighty N’bata. 


The territories of Gondawanni are incredibly vast and often 
sparsely populated. In such a trackless wilderness, strange and 
shambling things lurk. Whispers have persisted for generations 
that winged horrors haunt the most remote jungles, and 
demons first summoned by ancient Atlantean sorcerers thunder 
through the darkness with fiery eyes and flashing fangs. Sorcery 
haunts the corners of Gondawanni, be it among the tribes 

who dwell in the pastoral lands to the west, in the choking, 
necromantic swamps to the north, or the devil-haunted jungles 
of the south. Within the heart of Gondawanni, it is understood 
that sorcery, locally called uchawi, is an inherently evil thing 
that should be stamped out wherever it rears its horned head, 
but on the fringes of the empire, not everyone shares that 


opinion. 


The pantheon of Gondawanni is built around the matron deity 
Tanameen, the mother of the Earth and the sky. Her lover is 

the lion-headed Aremak, the father of all beasts. Their palace 
sits upon the mythic Plain of the Ancestors, and its entrance is 
guarded by the brother gods Sabomakal and Arensuphis, who 
slay the souls of the improperly buried, or the unworthy dead 
who try to enter. Imbaru the Chaotic, god of witchcraft, is 
regarded as an evil and vindictive deity among the pantheon, for 


he is jealous of his sister Tanameen. 


The Sulkatta 
Ruled by various tribal chieftains and warlords 
Capital: None, but several towns— 
Sambaluk (pop. 3.100) 
Durube (pop. 2,500) 
Gwira (pop. 1,900) 
Zunu Kishwa (pop. 5,000) 
Abon’gani (pop. 4.300) 
Resources: Spices, Ivory, Gems 
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The Sulkatta refers to a flat, pastoral savanna of golden warmth 
and sparse, tall-reaching acacia trees. The land is teeming with 
wildlife ranging from the insignificant to the enormous. In fact, 
the largest beasts in all the world are most readily found across 
the Sulkatta, battling for control over infrequent watering holes, 


hunting grounds, or potential mates. 


Among the chaos of such mighty beasts as the elephants, the 
rhinoceroses, and the hippopotami, and the twilight stalking of 
the lions and the cackling hyenas, small bands of tribal humans 
eke out their living. Some have built cities of stone which stand 
at the shores of slow rivers, and erect fortifications of earth to 
defend themselves from bandits, predators, and ensorcelled 
demons. Smaller villages dot the countryside, being known only 
to the people who dwell therein. Many such villages are self- 
sufficient communal affairs and wish to keep knowledge of their 
existence as minimal as possible, lest they draw the attention of 
wandering cutthroats. Most permanent structures and defenses 
in these smaller villages are built of raw clay, straw, and timber. 
A sizeable portion of people within the Sulkatta are nomadic, 


living as herders who look after either goats or cattle. 


The summers in the Sulkatta are long, hot, and punishingly 
dry. The dryness does not break until the winter months when 
the rains come in great force. The rainy season, while short, 
engorges the rivers and lakes, and ensures that a new season of 


growth will spawn upon the savanna. 


Ancient ruins reared by inhuman hands stand half-remembered 
in the vastness of the Sulkatta. They are the subject of much fear 
and anxiety for those who live near to them, for they seem to 
draw strange and horrific things down from the skies to dance 


naked in silvery moonlight among the crumbling stones. 


Religion in the savannah is highly regional and fragmentary. 
Deities are tied to physical landmarks, ancestors, and animals. 
Popular gods include deified forms of the lion, the elephant, the 
leopard, the crocodile, the antelope, the hyena, and the giraffe. 
Some among the Sulkatta have converted to the worship of 


Gondawanni or Tamazghan gods, but this is not common. 
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Great Tamazgha 

Ruled by the Opulent King Kumbutu [V, Emperor of the 
Setting Sun 

Capital: Tumbulu (pop. 52,000) 


Resources: Spices, Salt, Gold, Platinum, Ivory 


Tamazgha is the wealthiest empire in all the south, and perhaps 
the wealthiest empire in all the world. It lies to the west of High 
Aethorypt and holds within its vast domain a sizable portion 

of the Great Desert, the rugged hill country which lies at the 
desert’s south, and the plains and jungles of the south, out 

to the Southern Ocean. The crown jewel of the empire is its 
capital, Tumbulu, which sits along the bank of the mighty 
Tumbu River. Many other great high-walled cities sit perched 


all along the western coast. 


With deep pockets and a vast domain, Great Tamazgha has a 
voracious appetite for slave labor, which it desperately needs for 
its empire to sustain itself. Most such slaves they purchase from 


Aethoryptian slavers who travel far to sell souls. 


Sorcery is widespread in Tamazgha, though typically practiced 
anonymously out of fear of reprisal. Itis present at all levels 

of society, from the barbarian tribes who scramble among the 
rocks of the northern border, to the halls of the palace of the 
emperor himself. Kumbutu IV is blissfully unaware of any such 
magic within his palace, let alone that one of his wives is using it 
to plot his death. 


For all its size and wealth, most of the empire is little more 

than vast wilderness between remote city-states unified under 
allegiance to the Emperor in Tumbulu. In such expanses, bands 
of marauders, brigands, and things far worse have ample means 
to settle themselves. Rumors abound of strange and fearsome 
bogeymen who haunt the wilds of Tamazgha—winged things, 


ghoulish things, and monstrous things. 


The weather in Tamazgha is hot and dry year-round in the north. 


Southward, itis hot and dry during the long summer and warm 


and wet during the short winters. 


Religion in Great Tamazgha is something of a rough patchwork 


consisting of the various tribal religions of the thousands 
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of micro-cultures within its borders. While these religions 

all share a similar structure, the gods within them have 
innumerable names, depending on the region. In all the faiths, 
acreator being (sometimes called Olo) forged all reality, and 
breathed life into a pantheon of lesser divine beings—the gods 
of Tamazgha. Among this pantheon is one sometimes called 
“The Hunter’, one called “The Great Leopard’, another called 
“The Mountain Man’, another “The Weaver’, another “The 
Warrior’, another “The Red Ox’, and another “The Fire Eater’. 
Each of these deities has hundreds of names, and other deities 
not listed here are mentioned in some tribal religions but not 
others. Tamazghans also engage in the worship of ancestor 


spirits. 


THE NEAR EAST 

The near east is an arid land of splendor, wealth, history, and 
conflict. Crumbling ruins from proto-human civilizations mar 
the landscape, partially consumed by the sands of time. Great 
kingdoms and sultanries divide the expanse of the land that 
serves as the gateway into the distant east, and the merchants of 
this land have grown fat with the gold and riches traded between 


the east and west. 


It is a land of punishing heat, long days, and bitter nights. Arid 
plains of sand and stone skirt dark mountains which mark the 
natural borders between kingdoms, and green life springs into 
brilliant profusion in oases, along riverbanks, and anywhere 


else water might naturally accumulate. 


In the north of the region, the arid, rocky terrain gives way to 
scrub highlands, where rocky steppe country is the dominant 
landscape. This country is home to millions of wild horses who 


thunder across the high flats in untamed majesty. 


The near east is simultaneously a land of wealth and poverty, 
luxury and suffering, excellence and strife. War is a constant 
reality, yet kings laze on divans and drink deep of the cup of life. 
Priests murmur to pot-bellied idols of golden gods for things 
like good fortunes, bountiful harvests, and peace. At the same 
time, they pray for dooms, floods, droughts, famine, and bloody 
butchery for their enemies. 


Khorsan of the East 

Ruled by His Solemn Authority, King Ibn Absulu HI, Malik of 
all Khorsan 

Capital: Bhagsal (pop. 75,000) 

Resources: Livestock, Salt, Spices, Copper, Slaves 


Khorsan is the gateway into the distant east—the way by which 
men of the west or the south might gain passage into far-flung 
Lemuria and Huanxia by land. It serves as a mercantile capital 
for this purpose, dealing in trade between two halves of a 
world divided by mountains, seas, deserts, and treacherous 
wilderness. Such a position has made Khorsani merchants 
incredibly wealthy and somewhat notorious for their hawkish 


tactics. 


The land is dominated by the Abar Desert, a red, dusty expanse 
of hot sand and endless sky. This is accentuated by rough, 
rocky outcroppings, steep cliffs, and dry gorges. The Zargos 
Mountains skirt the desert along its southern border. Among 
their grim crags loom the Firetop Peaks—a series of active 
volcanoes which spew ash and fire from time to time, filling the 


heavens and the earth with ashy soot and darkness. 


Along the coast of the Sea of the Dark Moon and the shores of 
the seas of Hyrcaniae and Khor, cities of polished brass and 
finely worked stone rise up against the harshness of the desert, 
shining brilliantly in the blistering light. Bhagsal is the greatest 
of these wealthy, noble cities which lay stretched between the 
three seas, but all such cities house vast wealth and guilds of 


powerful merchants. 


Slaves are bought and sold readily here, as well as goods from 
both the east and the west. The land is also rich in plunder, as 
its vast desert houses ancient tombs and half-forgotten ruins of 
bygone eras, laden with silver and brass idols and sapphires and 


emeralds. 


Khorsan is also rife with desperate people, for while the 
merchants and kings grow fat with riches, many are left to go 
without. In the absence of better solutions, many have turned 

to thievery, crime, and general skullduggery. The guilds for 
thieves, tomb-raiders, and even beggars are especially powerful, 


having many members and spies within their ranks. 


SWORDS & CHAOS 


Khorsani religion features the practice of idol worship and the 
praising of physical manifestations of divine figures. Moloch is 
an especially popular god—his idols depict him as a bull-headed 
giant cast in solid bronze. Other idol deities include Pahkrem 
Sul the scimitar-wielding warrior god who is typically carved 

in stone, and Abenoch the Wise, a three-eyed god who is often 


depicted in marble. 


Tartarus of the Steppe 

Ruled by a circle of constantly infighting warlords (Currently 
Uzark Khan, Warlord of the Thundering Horde) 

Capital: Karakzum (pop. 4,000) 


Resources: Horses, Silver 


Tartarus is a rugged steppe country poised upon the high 
plateaus and mountainous foothills to the east of the Sea 

of Hyrcaniae. Itis an incredibly remote and seemingly 
inhospitable land of hot days and bitterly cold nights, with air 
so thin that it takes time to acclimate oneself to the altitude to 
breathe properly. In this stark wilderness, an unseen Khanate 
ofimmense manpower lies. Largely nomadic, this vast force of 
horse lords ride across the steppe in flashing steel and flowing 
silk. They pour over their borders into neighboring lands in 


search of loot and territory when times are lean. 


Few cities exist upon the steppe, the largest being Karakzum, 
built of ancient timbers and hard-packed clay. It serves as the 
domain of Uzark Khan, the warlord who currently holds the 
greatest authority over the other warlords of Tartarus. He often 
rides out to engage his fellows in war, preferring the open skies 
and the wind at his breast to the stale darkness of the halls at 
Karakzum. 


The majority of steppe people are nomadic herdsmen, following 
their flocks throughout the seasons, accompanied by their 
wagons and yurts. Dirt roads as old as the land itself cross 

the territory, and the herders follow them often, watching for 
bands of enemy horsemen, or demoniac attack from strange, 
otherworld beings. It is purported that demons and green- 
skinned devils haunt subterranean caverns throughout the land, 
as well as the forests which grow in the southernmost reaches of 


the territory. 
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Most people who live upon the steppe practice and engage in 
shamanism—the belief in a spirit world called the Blue Eternity, 
and in ancestor spirits who can be communed with by the aid of 


shamanistic sorcery. Many also pray to the Elemental Princes. 


Them 

Ruled by King Yehorahm the Learned, Destroyer of the Idols 
of Moloch 

Capital: Azurhim (pop. 16,000) 

Resources: Livestock, Salt, Silver, Gold 


Zhem is an unassuming kingdom that lies between the power- 
hungry Empire of Wargus, and the vastly rich Khorsan of the 
East. One might assume that the small nation-state is at the 
mercy of the wolves baying at its doorstep, but the Zhemites are 
a fearsome race of ruthless fighters hardened by many ages of 
strife and violence. While its government may not be as wealthy 
as Khorsan to the south, and its armies not as vast as Wargus 

to the north, Zhem stands alone in its tenacity and unwavering 


desire to hold back outside influences. 


The Zhemite countryside has been engulfed in religious war for 


many generations as tribe fights tribe and brother fights brother. 


Cities have been leveled, rebuilt, destroyed, and people 
scattered over and over. The grinding engine of war is fueled by 
religious zealotry, for some would have Moloch the bull as the 
divine patron of Zhem, while others would cast down Moloch as 
a false idol from Khorsan and re-establish Ishahar as the patron 
god of the land, as she once was when first the stone cities of 


Zhem were reared in the ancient world. 


The conflict came to an uneasy halt when Yehoram the Learned 
took the throne of Azurhim and declared the idols of Moloch 
be cast down and destroyed. The full ramifications of this 


declaration have yet to be felt. 


Zhemite summers are brutally hot and punishingly dry, while 
winters are short and warm. In the spring, rains fall occasionally 
in the west of the country, away from the Abar Desert, nearer 
to the Sea of the Dark Moon. Nights in Zhem are bitterly cold 


year-round. 
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THE DISTANT EAST 

The distant east refers to the lands to those lands of the eastern 
subcontinent. Such lands are rarely visited by westerners, and 
are generally greatly misunderstood if not completely unheard 
of by outsiders. The tallest mountains in the world shield them 
from the influences of the west, and they generally enjoy a 
degree of autonomy with regard to the concerns and struggles 
of the rest of the world. Vast deserts, charnel swamps, rotting 
jungles, and impossibly high mountains mark the brilliant and 
terrifying landscape of this far-offland, which extends from the 
edge of Khorsan and Tartarus to where the earth meets the sea 
and the ends of the Earth. 


Many cultures and peoples dwell in the distant east, speaking 
their own regional languages, and worshipping their own 
sundry gods, but the dominant cultures are of the two reigning 
empires—Lemuria in the southwest, and Huanxia in the 
northeast. The land is ruled by powerful sorcerers and kings 
who maintain dynastic rule and forge empires through the sheer 


vastness of their manpower and the resources they possess. 


Islands and archipelagos stretch beyond the waters of the 
distant east, each of them a host to more remote peoples and 
creatures seen naught by westerners. It is rumored that other 
empires exist in the southeast, on island chains where stone 


cities rear into jungle darkness, but this has yet to be confirmed. 


Huanxia 

Ruled by Xai-Tang the Immortal Sorcerer, Master of Leng, 
Keeper of the Ancient Wisdoms, Guardian of the Opal Palace 
of Shangri-La 

Capital: Shangri-La (pop. 10,000) 

Resources: Rare Wood, Silk, Ivory, Jade, Spices 


Huanxia is a land that lies at the easternmost extreme of the 
continent. The Huan empire interacts little with those lands 
west of its border, save for the exchange of goods—especially 
with Lemuria, who sends Huan silks further west. Westerners 
often doubt the existence of Huanxia, or have incredibly 
inaccurate notions of the faraway land, warped by the tall 
tales of travelers who enjoy making their exploits sound more 


harrowing than they actually were. 


In reality, Huanxia is a vast imperial nation that shares borders 
with Lemuria to the south, Tartarus to the west, and Zolkia to 
the north. Its western regions rest upon a massive plateau that 
climbs up to the tallest peaks in all the world—the Mountains 
of the Snow Dwellers, where white, shaggy beastmen prowl. In 
the east, the land retreats to lowlands which spill into steaming 
rainforest and churning bogs, eventually mixing into the Sea of 
the Sky Serpents. Central Huanxia holds two distinct deserts— 
the sandy, frigid Ghola, and the rocky, jagged Tarm. North of 
these extends a great arm of the mountains called the Thian 
Shan Mountains. Beyond these are a vast steppe, which recedes 
north into Zolkia. 


The majority of people in the empire dwell along the coast of 
the Sea of Serpents, or along the wide banks of the Lao He 
and its many tributaries. Most are village dwellers who eke by 
as farmers and shepherds. Cities are walled with high timber 
palisades—especially in those regions where monsters prowl, 


which is more common here than elsewhere in the world. 


Sorcery is practiced openly in Huanxia, and is permitted within 
reason by its authoritarian ruler, the Immortal Sorcerer Xai- 
Tang. However, any sorcerers who might eventually prove a 


threat to his domain, Xai-Tang is quick to snuff out. 


The express worship of divine beings has faded out of fashion 
in Huanxia, per the cultural guidance of Xai-Tang and his 
Ministers, who wish for the people to see no force greater 

than the master of the Opal Palace of Shangri-La. In the 
absence of gods, many people have turned to ancestor worship, 
converting ancient temples to serve as communal chapels for 
congregations of the dead, who can come to commune with the 


living with the aid of shamans and spirit speakers. 


Lemuria 

Ruled by Maharani Yasmira the Divine of Bairaanee, Mother of 
the Mahaanadee 

Capital: Bairaanee (pop. 60,000) 


Resources: Lumber, Rare Wood, Ivory, Spices, Iron 


Lemuria is a sprawling, wealthy kingdom of the east, nestled 


at the feet of the Mountains of the Snow Dwellers, stretching 
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south to warm waters of the Lemurian Ocean. Within its 
domain, impossibly dense, dark jungles fester with primordial 
growth. Rugged hill country tumbles and spills into open 
gorges, canyons, and arid upland in the west, where the Thark 
Desert lies. Summers are hot, muggy, and incredibly rainy in 
Lemuria (with the exception of the Thark Desert). Summer 
rains come in torrential downpours that engorge the rivers and 


usually flood the jungles and bogs. Winters are warm and dry. 


The population of Lemuria is great, and scattered across 

the realm, being found in almost equal abundance in rural 
farmsteads, remote villages, and the towering, high-walled 
cities. The cities, while few, are densely packed with folk of 

all walks of life, from the lowest and most destitute of beggars 
to the wealthiest princes in all the land. Lemuria has won its 
fortune off the backs of slaves who toil away in the silver mines. 
Additionally, westerners and southerners have a seemingly 
ceaseless appetite for the goods of Lemuria and Huanxia. 
Goods like silk, jade, cloves, and cinnamon are especially 
sought after. Merchant guilds are only too happy to ship their 
goods to meet demand abroad, sending caravans and merchant 
fleets into the west, only returning when they are filled to the 


brim with western treasures. 


The Lemurian jungles play host to many exotic beasts and 
horrendous monsters. In the dark, ancient structures and 
long-forgotten edifices of moss-caked stone still half-stand, 
worn by time. Shrines erected to primeval pantheons leer in the 
shadows, and sibilant tongues whisper in the dark. To wander 
the wilderness of Lemuria alone is madness. To do so at night 
is suicide when the strange howls of inhuman voices pierce the 
vale of the night, and shapeless, quasi-humanoid beasts swing 


through the trees, shrieking in their unintelligible cries. 


Sorcery is a common practice among the Lemurians, who 
recognize the Corruption associated with it as the manifestation 
of one’s own impurities, which must be expunged through 
meditation and the endless pursuit of enlightenment. The most 
common type of sorcery practiced in Lemuria is Illusion, for it 
has strong connections to the Supreme Being of the Lemurian 


pantheon—Vaastavikata. 
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The sages and priests of Vaastavikata preach that what we see 

is but an illusion of true reality and that only by piercing the 
veil of falsities and our unenlightened humanity can we see 

the world for what it truly is. Many priests of Vaastavikata are 
themselves illusionists who practice manipulating perceptible 
reality similarly to how they believe Vaastavikata cast an illusion 
upon the world. Vaastavikata cast the universal illusion so that 
only the truly enlightened could appreciate the universe in all 
its harmonic glory. Vaastavikata is described as a formless deity 
that is omnipresent and nigh-omnipotent. He is depicted in 


statuary as a gentle-faced wiseman, often sitting cross-legged. 


THE WEST 

The western lands are a proud region steeped in tradition which 
lies to the furthest west of the northern subcontinent. In the 
furthest of the western regions, the land is rocky and dry, with 
verdant forests and squat mountains. Further north, the land is 
alush and vibrant place, dense with ancient forests and upland 
moors. Old runic circles of standing stones lay about the old 
groves, and druids haunt the woodlands, preaching esoteric 
verses of grim and brooding gods. Within the interior, the land 
is choked with a fetid and vast swamp—the Thuluvian Mire. The 
swamp is a festering wound upon the landscape, and within its 
boundaries lies the dread city of ghouls, ruled by the Vignarak 
Ulg the Ghoul King. 


Men of the west divide themselves primarily by tribal affiliation 
and are considered barbarous and harsh by the inhabitants 

of the middle kingdoms. The exception to this is along the 
western coast of Iberia, where stone cities stand at the center 
of awestern cultural hub. Westerners, regardless of homeland, 
are seen as hawkish and warlike by outsiders, but fight mostly in 
small-scale, local squabbles. They are generally little concerned 
with the goings-on beyond their borders but are willing to put 


aside their differences to push out invaders. 


Most of this land is untamed and masterless, thus being 
considered barbarian lands by the people of the middle 
kingdom. Some such unclaimed lands are so remote as to 
be unpeopled and are instead haunted by strange beasts and 
horrific monsters who stalk the dark. 
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Iberia 

Ruled by King Ustillo, Lord Master of the Western Leagues, 
Guardian of the Great Sea 

Capital: Ballero (pop. 26,000) 

Resources: Fish, Gold, Silver, Copper 


Iberia is a warm, coastal territory that clings to the Western 
Ocean. Along its rugged shoreline, many rocky coves and 

sandy beaches lie tucked away in unspoiled beauty. Along the 
coast, in those hidden gulfs, and upon rocky rises loom many 
white stone cities, whose vast ports reach far out into the waters. 
Laden with sailing vessels from all lands, and teeming with 
sailors of all walks of life, the wharves mark Iberia as a massive 


trading hub for coasts both north and south. 


With so many galleys laden with goods on her blue waters, 
however, the coast of Iberia is rife with pirates and cutthroats 
who prowl the waves looking for easy prey. While piracy is a 
crime comparable to treason in the eyes of the crown, most 
pirates remain uncaptured, fleeing with their stolen goods 
into the night, and hiding away in coves on one of the many 


hundreds of supposedly deserted islands offshore. 


While the coast of Iberia is rich and highly civilized, with great 
cities and organized city watch and paved roads, the interior of 
the country is barbarous and deadly. Rocky uplands intermix 
with grassy plains, sparse forests, and low mountains to create a 
picturesque landscape, but one crawling with danger. Barbarian 
tribes fight one another constantly for territory and supremacy 
in inland Iberia. The interior is also home to an inordinately 


high population of vampires—or so it is said... 


The people of Iberia represent a blend of three distinct cultures. 
The local Iber culture, best exemplified in the pureblooded 
Iberian barbarians of the east, is the most common, but in the 
west and the south, an intermixing with Tamazghan migrants 
has resulted in a darker cast and adoption of Tamazghan 
cultural practices. Also observed along the coast is the embrace 
of Khorsani influences—especially art, architecture, and 
religion. This is largely due to the strong trade bonds between 
the two countries, and the once-constant influx of Khorsani 


merchants who would sail into Iberia by way of the Tyranic Sea. 


This was when Iberia controlled the west coast of the Tyranic, 


which is now New Atlantean domain. 


The relationship between Iberia and New Atlantis is especially 
contentious, as many wars have been fought for control of the 
narrow gap of land between the Atula Mountains and the Alms, 


which would afford Iberia access to the Tyranic Sea. 


Iberian faith is a melding of old traditions held by the Iber 
barbarians, and of newer Khorsani deities. In particular, The 
Iberian people have adopted the Khorsani god Moloch and 
integrated him into their pantheon as a patron of the fields 

and the herds of kine and other beasts which wander the 
countryside. Notable among their pantheon of esoteric holy 
beings are the goddess Betatun the Healer—a wandering 
shepherd who has visions of the future, Atagina the goddess 

of the spring and the underworld, Samathrace the Dread Wolf, 
Havar the Horse Tamer, Indalo the Protector—god of wards and 


good tidings, and Carus the Warrior. 


The United Territories of Magog 

Ruled by High King Magog V, Bearer of the Giant’s Blood 
Capital: Changes frequently as tribal warfare ensures the 
constant movement of resources and power. Currently Nalmach 
Miir (pop. 9,000) 


Resources: Timber, Iron, Copper, Tin, Pearls 


Magog and its United Territories are a chaotic and vaguely 
organized association of lands and tribal kingdoms which lie 

in the northwest of the subcontinent. Mostly consisting of 
dense, virgin forests, rolling hills and highlands, this gray and 
mist-laden land would be beautiful were it not for its perpetually 
gloomy weather. The weather itself is cool and wet, with short 
summers, and wet, gray winters. Rarely does snow fall, and 


equally rarely does the sun shine. 


The barbarian tribes of the United Territories have a deep- 
rooted hatred for one another, dating back to the founding of 
their clans. The reasons for such distrust and hatred are only 
dimly understood, if not completely forgotten in most cases. 
For the most part, various clans are in a constant low-intensity 


fight with one another, exchanging pot-shots and trading blows 
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in low-stakes encounters in countryside ambushes, or along the 
border between two domains. Claims over land and the right 

to rule are especially contentious, as it seems every ruler in the 
territories has some sort of claim to every scrap of land in the 


green country, legitimate or otherwise. 


The various clans unite only in the face of external adversity. 
When raiders come to plunder from Wodenhimr to the north, 
or when ghouls come creeping out of the Thuluvian Mire 
seeking flesh to eat and bones to gnaw, the men of Magog unite 
in their shared hatred for outsiders, which supersedes their 
hatred for one another. In doing so they form an incredibly 
deadly fighting force. It is for this reason and this reason alone 
that the relatively disorganized and chaotic land has not been 


successfully invaded and conquered by outsiders. 


Claim to the throne of the United Territories is always made on 
the edge of a knife, and rulership is often fleeting. Itis said that 
the first Kingdom of Magog was founded by the Giant Magog, 
who wandered out of the Hyperborean wastes to settle a land 
of his own. The giant Magog built a great hall somewhere in 
the region now recognized as the United Territories and sired 
many sons and daughters. Ever since, the rulers of Magog have 
claimed giant’s blood, and have been rumored to stand two or 
three heads taller than the next tallest man in any room. If this 
was ever true, itis hard to tell now, and the gigantism has largely 
been bred out of the lineage. In order to claim the throne, one 
must somehow prove they have the giant’s blood. This is not an 
easy task, and is always regarded skeptically by the enemies of 


the would-be king—such is the case of Magog V. 


The clans of the United Territories practice a form of shamanic 
paganism which centers around the observance of the cycles 
of the stars and other celestial bodies. They make sacrifices to 
spirits of nature, and occasionally make offerings to powerful 
pagan deities. The mediation between spirits, the gods, and 
mortals is conducted by highly educated sages called druids. 
Many such gods are worshiped, but the most noteworthy are 
Cirann the Lifegiver—whose only gift is the will to survive, The 
Three Mothers—whose task is to help the worthy into the world 
of the living, as well as bestowing fertility blessings, Kernunnos 
the Horned God—keeper of the moon and all the wilds, Taran 
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the Sky-Lord—master of storms, wind, thunder, the sun, and 
the everlasting sky, and the Malmoreg the Carrion Eaters— 


sorcerous ravens who feast upon the unconsecrated dead. 


Thuluvia 

Ruled by Pfalzagraf Lanze of the Vels, Baron of Thuluvia, 
Protector of the Realm, Slayer of Ghouls 

Capital: Altestadt (pop. 4,200) 


Resources: Timber, Iron 


Thuluvia is a marshy lowland, prone to flooding and soaked 
with sogging mire year-round. Its land is dominated in the west 
by the fetid waters and choking reeds of the Thuluvian Mire, 
where the strange mirefolk dwell, hostile of outsiders and set 
in their ways. It is rumored that the King of Ghouls makes his 
court within the mire as well and that inhuman horrors stalk in 
broad daylight, unopposed. In the east, the lands rise to more 
solid ground where dark pine forests grow. The men who dwell 
in the forest are far more social than the men who dwell in the 
mire. The eastern Thuluvians make their living in stout towns of 
timber and stone. Moss-caked castles stand stark on high rises, 
looking out over the pines, ever wearily looking toward the 
Thuluvian Mire, where the strange and furtive mirefolk dwell, 


seemingly alongside the dread Ghoul King and his bloody host. 


Thuluvia is also subject to periodic raids from Wodenhimr to 
its north and is always wary of the ambitions of the Empire of 
Wargus just to the east. It is a hard place to live, gloom-haunted 
and shadow-bound. Its people are careworn and weary with 

the stresses of a trying life. Despite this, they try their best to 
go about their days working at their lumber mills, iron mines, 
and many farmsteads. The land has few major cities, and most 
people cluster in small towns and villages guarded by wooden 
palisades. 


Thuluvians are a superstitious lot, who prefer not to meddle in 
sorcery if it can be helped. Their country is steeped in enough 
Chaos to last them a lifetime, after all. Covens of witches and 
shapechanging wolves prowl the wilderness of the east as 


thickly as do ghouls in the west. 
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Thuluvian religion is highly dedicated and derives from the 
same pantheon as the United Territories of Magog. The most 
senior deity of the pantheon in Thuluvia is Kernunnos, to 


whom they pray to keep the beasts and horrors of the wild at bay. 


WEST OF WEST 

What lies west of west, were one to sail into the setting sun from 
the Iberian ports? Most would say you'd be eaten by the sea, or 
a great beast of the ocean, or else sail to the end of the world, 
and offits very edge! While all of these are likely the case, some 
among the Wodenhimr have claimed to have sailed to new lands 
which lie west of west, full of strange and exotic coastlines, 
beasts, and even evidence of other people. This claim should be 
taken with skepticism, however, as this would not be the first 
time a Wodenhimr has exaggerated their exploits when full of 
Atlantean wine in an effort to sound more important than they 
are. After all, there are some alive today who can recall when 
the late King Kabolo of Tamazgha sailed with 100 ships into 
the west, never to be seen again. Still, it is an amusing thing to 


ponder on and wonder... 


Alppendix A: 
Adventure Ideas 


Part of the fun of such a pulpy genre as Swords & Chaos 
provides is the diversity of locations and exploits that can be 
featured in simple, truncated stories. Here you can find a 
quick list of twenty sword & sorcery-style prompts for your 
adventures. They are listed in no particular order and can be 
browsed at your leisure, to be taken from as sparingly or as 


liberally as you like. 


e Adrunken bet escalates into a violent gang war between 


the party and the local thieves guild. 


e A jewel stolen from an ancient temple finds its way into the 
hands of the party. Now serpentmen are after them, and 
nobody knows why! 
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The party is shanghaied into rowing on a slave galley 
headed to the Ends of the Earth. Can they escape their 
chains and usurp the devil-mad captain of the ship? 


A new warlord has risen to supremacy in the steppe lands of 
Tartarus. They greedily eye the treasure vaults of the east, 
and pour into Huanxia to usurp the Opal Palace of Shangri- 
La with horses and steel. How does the party navigate this 


bloody war between swords and sorcery? 


Something very big, very ancient, and very evil has woken 
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up, and is headed this way! 


The party members are the sole survivors of a doomed SIR: 
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caravan, now wandering the wastes, desperate for salvation, CG ann é CN tl wie 
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and dying of thirst. wie os a A ah HA wig Gs Si 
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A sorcerer shrank the party down to the size of mice, and 
has placed them in her diorama of doom, which teems with 


mundane spiders, tarantulas, and rats, which now seem 


huge by comparison. È 
NEN ty NNN ee (7, ENS mea Wa 
NAN a N / j LAA KY UZ 
The party’s sailing vessel runs aground on an uncharted PARENN, NOGGIN RENAL 4, 


island. As the sun sets, they can hear drums echoing in the ; 

. r a e A bounty is placed on one of the party member’s heads. It 

jungle. . ace 
may be for legitimate reasons or illegitimate ones, but that 


ae hardly matters. What does matter at the moment is ducking 
The old king has died and is laid down ina cairn. Days later, ady a 


he rises again as a blood-mad wight, who by night smites i a i a a BAF: 


furiousl inst the doors of his own hall, demandin 

yaga aa 8 e Amember of the Court of Chaos appears to a member 

to be let in. How does the party resolve this grim turn of ; i ; 

of the party in a dream, and bids them to go into the 

events? f : 
wilderness to find a temple of a bygone epoch, wherein 


Sheep go missing, and farmers complain. Children go they will find their destiny: 


missing, and everyone worries. A mangled lamb is found at , , 

; e A plague of madness sweeps through a major metropolitan 

the edge of the wood, and people go mad with terror. i f ; ; 
city while the party is there. Can they escape with their 


: . lives and find out the cause? 
In the frozen north, rumors swirl ofa cave laden with the 


bones of the ancient dragons—a prehistoric graveyard s ; ; 

; — e p ee A e The party is thrown in a dungeon for a crime they may 
likely brimming with loot. Does the party dare venture into 
or may not have committed. They are set to be executed. 


What do they do? 


the mountains? 


Th d split few miles outside town, and 
Š e os ae E hie, we a e The party discovers a book bound in human skin. The 
manlike things have been seen crawling out of it. 
book serves as a passageway to the evil worlds beyond. 
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e One among the party inherits a keep and parcel of land 
under suspicious circumstances and is bid to go there at 


once! 


e After a bad night of gambling, the party finds themselves in 
significant debt to an infamous cardsharp. 


e The party stumbles upon a cult of mad sorcerers 


attempting to awaken a demigod of destruction. 


Alppendix E: 
Class and a half 


The Class and a Half system is an optional system that allows a 
player to choose one class for their character, and supplement it 
with some of the abilities of another class. 


The player picks two classes; one will be designated as the 
principal class, and will essentially be the character’s “real” 
class. The other will be designated as the supporting class. For 
example, a character combining fighter and sorcerer classes 
could choose to be either a fighter who knows a few spells or a 
sorcerer with some training in armor and weapons. Characters 
will advance in the supporting class, and perform attribute 


checks of that class at half the rate of the principal class. A rst 
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level character would have the abilities of a level o character for 


their supporting class. 


Experience points required for level advancement are 
determined by adding the XP of the principal class and / the 
XP of the supporting class. Hit die is determined by averaging 
the dice of the two classes, rounding in the direction of the 


principal class. 


The concept behind the Class and a Half is that the character 
is a single, enhanced class. In order to make these character 
classes playable however, the following rules should be adhered 


to: 


1. Rule One: The Game Master is the ultimate arbiter of 
which classes can be combined and how they are combined. 
The Game Master can (and should) amend the rules to fit 
their needs. Their restrictions trump any rules presented 


here. 


2. Primary Attribute: The character is only required to 


possess the primary attribute of their principal class. 


3. BtH: The character uses the best ‘to Hit’ bonus, and best 


weapon proficiency list of the two classes. 


4. Armor: There are some armor restrictions. They are as 


follows: 


The character may only use a shield if allowed by the 


principal class. 


Sorcerers supported by an armor proficient class may cast 
spells while armored, however, any spells which allow a 
target to make a saving throw are a granted a bonus to their 


saving throw equal to the AC bonus of the caster’s armor. 
An armor proficient class supported by a sorcerer class 
cannot cast spells that allow a saving throw or that cause 


damage while wearing armor. 


Rogues and assassins supported by a class proficient in 


medium or heavy armor can wear such armor, but will 

find that the stealth penalty (disadvantage) attributed 

to some armors not only applies to Dexterity checks 

to move silently, but also to other class abilities that 
require them to be silent and unseen. Such abilities that 
will suffer disadvantage include the sneak attack, climb, 
and sneak ability of the assassin, and the sneak attack, 
backstab, sneak, climb, and pickpocket ability of the rogue. 
Removing the armor or changing into light armor will 


remove the penalty. 


Barbarians are still barred from using their savage 
resilience feature when wearing heavy armor, even if their 


support class permits the use of heavy armor. 


Rangers cannot attempt their scale or sneak ability while 


wearing heavy armor. 


Class Abilities: The class and a half’s supporting class 


abilities are gained or not gained per the following rules: 
Rogues, assassins, and sorcerers gain all of their abilities. 


Fighter supporting classes gain weapon specialization but 
must specialize in a weapon allowed by the principal class. 
They gain the combat die, but not combat dominance or 


weapon mastery. 


Ranger supporting classes gain all abilities except combat 


marauder and favored enemy. 


Barbarian supporting classes gain primeval sense, 


deerstalker, and savage resilience, but no other abilities. 


Knight supporting classes only gain horsemanship abilities, 


and are not bound by any virtues or codes. 


Clashing Classes: Some classes may have clashing 
ideologies or thematic purposes. In such instances, the 
potential to create an incredibly dynamic and unique 
character is strong, but so too is the potential to dilute the 


archetypes and the risk of making something less than the 
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sum of its parts. Combinations that should be given a good 
deal of thought are ones that conflict in the dichotomy 

of Law and Chaos, or Civilization and Barbarism. Think 
cautiously about your barbarian knight, or your sorcerer 


ranger, or your knight rogue. 


7. o-Level Supporting Abilities: Starting class abilities 
that involve an attribute check are made with +o bonus 
when they concern a level o supporting class. Level o 
characters do not get class abilities that do not require an 
attribute check until they reach and level in their principal 
class (thus effectively attaining rst level in their support 


class). Level o sorcerers have 2 memory slots, and are 


limited to only Elementary spells. 


Appendix L: 
Learning 
Languages 


At some point during the course of play, someone will 
invariably want to learn a new language—especially if they find 
themselves in a land where they don’t know the local tongue for 


a prolonged period of time. 
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This system for learning languages is not entirely realistic, stumble with obscure words or dialectical variances, but in 

but in a genre that is very permissive of picking up languages general they can manage. Attempts to communicate in the 
extraordinarily quickly for purposes of plot progression, it can language at this stage are made with a -1 penalty. 

be seen as an acceptable compromise. In the base game, players 

start with their local language, one bonus language, and an Fluent, wherein the learner has a strong grasp of the language 
additional language for each point of modifier they have in their and can carry on a conversation and express complex and 
Intelligence attribute. Learning languages beyond those initial abstract ideas with little to no difficulty. Their vocabulary 

ones is determined as follows: is robust, and they are confident in their ability. They have 


fully learned the language and suffer no penalty when 


Have the player roll 1d20 and add their Intelligence modifier. communicating in the tongue. 

This will result in a value between -2 and 23. Subtract this 

number from 75, and you will arrive at the number of days Typically, you can simply divide the number of days required 
it requires to become fluent in the language in question. If, to learn the language up by three, and that will tell you how 
however, you are fully immersed in the language, and are many days the learner will spend in the Basic Fundamental, 
hearing it constantly as the sole or predominant spoken Functional, and Conversational stages. At the end of the 
language of your environment, then divide the time required to learning process, they will reach the Fluent stage. 


learn it in half. A designated language tutor will have a similar 
effect. Ifroughly half the day is spent studying the language 
with the tutor, the time required to learn a language is cut in 
half. Having a tutor AND being immersed in the culture of 
the speakers at the same time is helpful, but has diminishing 
returns, and does not significantly improve the speed of 
learning, and thus the time required to learn a language can 
only be cut in half once. 


There are four stages of learning a language: 


Basic Fundamentals, wherein the learner is still working to 


understand techniques and is struggling to build a vocabulary of 


any measure. Attempts to communicate in the language at this 


stage are made with a -5 penalty. 


Functional, wherein the learner has a grasp on the basics, 4 A 
and has a limited vocabulary of simple words and phrases, which ppen 1X e 
they tend to rely on to get by. They can carry on a conversation 


e e 
in the language, but they will struggle to say anything profound | il Sp | r ati N n a | 


or in a particularly articulate manner. Attempts to communicate e 
in the language at this stage are made with a -3 penalty. ę adi nq 


Conversational, wherein the learner has a fair grasp of Ta 1979, MrsE; Cary Gygax published she La meat 


the language—that is tokay ti a e books for his wildly popular roleplaying game concerning 


conversation without obvious errors or confusion. They may dungeons and the'dragons toandiharca Anie Dak 
€ rein. 
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of that mighty tome can be found a vast assortment of 
appendices concerning all matter of things. Nestled neatly 
between Appendix M: Summoned Monsters, and Appendix 

O: Encumbrance of Standard Items was a rather unusual 
section—Appendix N: Inspirational and Educational Reading. 
This section is curious in that it has no obvious gameability. 

It is little more than a list of books, some of them long out of 
print and rather difficult to track down. It is perhaps in this 

list that we can interpret the motivational underpinnings and 
subconscious choices of design conceits of that original game, 
and nearly every traditional tabletop game that would follow. 
This seemingly innocuous list of fantasy, horror, and science 
fiction titles serves to reveal the headspace of Mr. Gygax, and 
when fully studied, shows a clear correlation between their 
contents and the contents of the game he designed. In an 

effort to understand the man, and the game he created, I set 
out to master this list, and while I still have a way to go, I now 
understand the importance of their inclusion as an appendix 
unto itself. In their reading, imagination leaps off the page and 
grips the reader by the throat, and insists to be integrated into 
a tabletop game. They are a rich tapestry by which we can build 
our own worlds and vistas of ceaseless imagination. They are 
the fundamentals from which we can grow and expand into new 
horizons of creative opportunity, forging our new stories out of 
old ideas. Rather than wax any further on this subject, I present 


Gary’s original listing as it appeared back in the 1979: 


“Inspiration for all the fantasy work 1 have done stems directly 
Jrom the love my father showed when [was a lad, for he spent 
many hours telling me stortes he made up as he went along, 
tales of cloaked old men who could grant wishes, of magic rings 
and enchanted swords, or wicked sorcerors [stc] and dauntless 


swordsmen. 


Then too, countless hundreds of comic books went down, and 
the long-gone EC ones certainly had their effect. Science fiction, 
Jantasy, and horror movies were a big influence. In fact, all 
of us tend to get ample helpings of fantasy when we are very 
young from fairy tales such as those written by the Brothers 
Grimm and Andrew Lang. This often leads to reading books 
of mythology, paging through besuartes, and consultation of 
compilations of the myths of various lands and peoples. 
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Upon such a base I built my interest in fantasy, being an avid 


reader of all science fiction and fantasy literature since 1950. 


The following authors were of particular inspiration to me. In 
some cases I cite specific works, in others, 1 simply recommend 
all of their fantasy writing to you. From such sources, as well 
as any other imaginative writing or screenplay, you will be 
able to pluck kernels from which will grow the fruits of exciting 


campaigns. Good reading! 


Anderson, Poul: THREE HEARTS AND THREE LIONS; THE 
HIGH CRUSADE; THE BROKEN SWORD 


Bellairs, John: THE FACE IN THE FROST 
Brackett, Leigh 
Brown, Frederic 


Burroughs, Edgar Rice: “Pellucidar” series; Mars series; Venus 
series 


Carter, Lin: “World’s End” series 


de Camp, L. Sprague: LEST DARKNESS FALL; THE 
FALLIBLE FIEND; et al 


de Camp & Pratt: “Harold Shea” series; THE CARNELIAN 
CUBE 


Derleth, August 

Dunsany, Lord 

Farmer, P. J.: “The World of the Tiers” series; et al 
Fox, Gardner: “Kothar” series; “Kyrik” series; et al 
Howard, R. E.: “Conan” series 

Lanier, Sterling: HIERO’S JOURNEY 

Leiber, Fritz: “Fafhrd & Gray Mouser” series; et al 

Lovecraft, H. P. 


Merritt, A.: CREEP, SHADOW, CREEP; MOON POOL; 
DWELLERS IN THE MIRAGE; et al 


Moorcock, Michael: STORMBRINGER; STEALER OF 
SOULS; “Hawkmoon” series (esp. the first three books) 


Norton, Andre 
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Offutt, Andrew J.: editor of SWORDS AGAINST 
DARKNESS III 


Pratt, Fletcher: BLUE STAR; et al 
Saberhagen, Fred: CHANGELING EARTH; et al 


St. Clair, Margaret: THE SHADOW PEOPLE; SIGN OF 
THE LABRYS 


Tolkien, J. R. R.: THE HOBBIT; “Ring trilogy” 


Vance, Jack: THE EYES OF THE OVERWORLD; 
THE DYING EARTH; et al 


Weinbaum, Stanley 
Wellman, Manley Wade 
Williamson, Jack 


Zelazny, Roger: JACK OF SHADOWS; “Amber” series; et al 


The most immediate influences upon AD&D were probably de 
Camp & Pratt, R. E. Howard, Fritz Leiber, Jack Vance, H. P. 
Lovecraft, and A. Merritt; but allof the above authors, as well 
as many not listed, certainly helped to shape the form of the 
game. For this reason, and for the hours of reading enjoyment, [ 


heartily recommend the works of these fine authors to you.” 
- E. Gary Gygax, 1979, AD&D Dungeon Masters Guide, p. 224 


While I suffer no delusions about my significance within the 
hobby relative to Mr. Gygax’s, | would like to attach my own 
list of recommendations for inspirational reading, some of 
which are included in Gary’s listing, others of which I feel 

he neglected. If you take any umbrage with my choices, or 

my challenge to the assertions of Gary Gygax, I would like to 
remind you that my list pertains to the design of Swords & 
Chaos and its world. If this still does not settle the matter, write 


your own book. 
Anderson, Poul: THE BROKEN SWORD 


Burroughs, Edgar Rice: “Tarzan” series; “Pellucidar” series; 
oe bed $ i 99 ár 
Barsoom” series; “Venus” series; et al 


Carney, Jason Ray: RAKEFIRE AND OTHER STORIES; 
editor of “Savage Scrolls” anthology series; editor of 
“Whetstone”; et al 
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Carter, Lin: “Thongor” series; “World’s End” series; editor 
of “Flashing Swords!” series; et al 


de Camp, L. Sprague: THE TRITONIAN RING; et al 
Cole, Adrian: “Elak of Atlantis” series; et al 

Davis & Saunders: editors of GRIOTS 

Derleth, August 


Farney & Simmons: editors of HEROIC FANTASY 
QUARTERLY 


Fox, Gardner: “Kothar” series; “Kyrik” series; et al 
Frazetta & Silke: “Death Dealer” series 


Gygax, E. Gary: “Gord the Rogue” series; “Dangerous 
Journeys” series 


Hernstrom, Schuyler: THUNE’S VISION; THE EYE OF 
SOUNNU:; et al 


Howard, Robert E.: “Conan” series; “Kull” series; “Solomon 
Kane” series, et al 


Jakes, John: “Brak” series; et al 


Jones, Howard Andrew: editor of TALES FROM THE 
MAGICIAN’S SKULL; et al 


Leiber, Fritz: “Fafhrd & Gray Mouser” series; et al 
Lovecraft, H. P. 


Moorcock, Michael: “Elric” series; “Eternal Champion” series; 


“Corum” series; et al 


Moore, C. L. 


Mundy, Talbot 


Murphy, Brian: FLAME AND CRIMSON 
Oden, Scott 


Offutt, Andrew J.: editor of “Swords Against Darkness” 
anthology 


Page, Norvell W.: “Prester John” series 
Ritzlin, D. M.: editor of “Swords of Steel” anthology series 


Roberts, Byron A. 


Saunders, Charles R.: “Imaro” series; NYUMBANI TALES; 
DOSSOUYE 


Smith, Clark Ashton 


Smith, David C.: TALES OF ATTLUMA: “Oron” series; et 
al 


Smith & Tierney: “Red Sonja” series 
Tarpey, J. Christopher: THE GODBLADE 


Vance, Jack: THE DYING EARTH; THE EYES OF THE 
OVERWORLD; CUGEL’S SAGA; RHIALTO THE 
MARVELLOUS; etal 


Wagner, Karl Edward: BLOODSTONE; DARK CRUSADE; 
DARKNESS WEAVES; NIGHT WINDS; et al 


Waltz, Jason M. 


Wellman, Manley Wade: “Hok the Mighty” series; et al 
Zoltan, Robert: “Merth” series 


The most noteworthy influences on Swords & Chaos were 
easily Robert E. Howard, Karl Edward Wagner, Charles R, 
Saunders, Michael Moorcock, Jack Vance, Fritz Leiber, H. P. 
Lovecraft, and Clark Ashton Smith. All the authors in the above 
list are ones that I highly recommend, however, having their 
own place within the formative structure and inspirational roots 
of this game. As I have enjoyed them, so too do I hope that you 
will garner some of the delight and inspiration from them that I 


have derived. 


Alppendix O: 
Other Worlds 


It is likely that the setting of Swords & Chaos will not be to 
every player’s and Game Master’s liking. If you find yourself in 
this situation, fret not, for the time-honored traditions of home- 


brewing and world building are here to help. 


If you wish to divorce Swords & Chaos from its inherent setting, 


itis extremely simple to do so! The first thing you must do is 
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design a suite of homelands to fit the setting in question. If 
youre using a preexisting setting or one you've invented 
prior, then your work is already halfway done! In order to 
design suitable homelands, you will need to write down a short 
list of the countries or regions in the setting that characters 

are likely to come from. These will be your homelands, and 
between five and twenty is best. Assign two homeland features 
to each of these regions for players to choose between during 
character creation. In addition to this, list one or two languages 
commonly spoken in each region which characters can select 
from during character creation. More than one option for 
languages is strongly recommended, as it will make it far easier 


for a party to coordinate and arrive at a shared language. 


You can use the homeland features provided in this book (listed 


below) or come up with some of your very own! 


Homeland Features 


Beyond the North Wind: Survive extreme cold. 
Black Tongued: Speak a supernatural language. 
Corrupt: Difficult to fool. 

Desert Dweller: Survive extreme heat or drought. 
Mounted Archery: Skilled rider and archer. 


Multicultural * : Understand anyone with Multicultural, 


regardless of shared languages. 


Opulent: Have innate sense for the cost of things and start 


play with twice as many gold pieces. 
Savage Fear: Can easily intimidate others. 
Seamanship: Can sail and swim. 


Survivalist: Can be self sufficient in the wild. 


*Multicultural is perhaps the most essential of all the features listed above, 
as it allows PCs and NPCs to communicate who might not otherwise be 
able to due to a lack of shared languages. 
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On the topic of languages, not every homeland should have its 
own unique language, as too many languages can make it too 
difficult to communicate effectively. Some languages should 

be related to one another, have strong cognates, or even be 
spoken in multiple lands. Keep this in mind when assigning the 


languages you design to your various homelands. 


Alppendix P: PE 
Poisons ; Ly 
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Here you will find in duplicate the same information provided in the assassin class BST 
entry regarding the types of poisons and their various mechanisms and onsets. 


It is offered here in its own appendix at your convenience, for quick reference. 


Cypes of Poison 


|: | Mild poisons that cause skin irritations, drowsiness, nausea, and similar effects. 


Il: | Mind altering concoctions that cause hallucinations, confusion, memory loss and similar effects. 


Ill: | Serious poisons that impair abilities and cause minor damage. 


IV: | Severe toxins that can incapacitate, cripple, or cause major damage. 


V: | Deadly poisons that cause permanent damage or can kill. 


VI: | Rare potions or substances that cause massive permanent damage or can kill. 


Cost and Poison Effects 


Type | Cost* Successful Save** Duration Failed Save Duration 
I: 5 gp No effect N/A -1 to physical attributes, -1 to initiative 1-3 days 
ll: 15 gp No effect N/A -1 to mental attributes, -1 to initiative 1-3 days 
Ill: 45 gp | 1d4 dmg, -1 to all secondary 1—2 days 1d8 dmg, -2 to all primary attributes 2-6 days 

attributes 
IV: 150 gp 1d8 dmg, -1 to all attribute 2—4 days 2d8 dmg, comatose 3-9 days 
checks 
V: 900 gp 1d10 dmg, perm. lose 1 1—6 days Death*** or 2d12 dmg & perm. lose 2 14 days 
point from class’s secondary points from class’s prime attribute 
attribute 
VI: 1800 | 4d10 dmg, perm. lose 1 point Instant Death Permanent 
gp from all primary attributes and 
2 points from all secondary 
attributes 


* Cost per dose. 
* * Saves are made against Constitution; all attribute and level bonuses are added. 
* * * Requires second save against Constitution, failure means death, success means damage. 
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Appendix T: 


Tiles § 
Honorifics 


Placed here are a series of useful tables containing titles for 
different social ranks among different cultures around the 
world. They could be applied to NPCs or awarded to PCs who 


make great strides in their adventuring careers. 


Cilles in the West 


Wargus Magog Thuluvia 
Emperor /Empress King/Queen Pfalzagraf 
King/Queen King’s Thegn Herzog 
Royal Prince/Princess Ealdorman Margrave 
Duke/Duchess Shire-Reeve Graf 
Prince /Princess Thegn Waldgraf 
Marquis /Marquise Geneatas Freiherr 
Count /Countess Cottar Ritter 
Viscount/Viscountess Gebur 
Baron/Baroness Bondman 
Baronet 
Knight 
Serf 
The Seven Cities | New Atlantis Iberia 
High King/Queen Emperor /Empress King 
King/Queen Sea King/Queen Duke /Duchess 
of the Seven 
Lord/Lady Mayor Warlord Marquis /Marquise 
of the Seven 
Duke/Duchess Duke/Duchess Count /Countess 
Prince /Princess Prince /Princess Viscount /Viscountess 
Marquis /Marquise Marquis /Marquise Baron/Baroness 
Count/Countess Count /Countess Lord/Lady 
Viscount/Viscountess | Viscount/Viscountess 
Baron/Baroness Baron/Baroness 
Baronet Baronet 
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| Knight | Drake Knight | | 
| Serf | Citizen | | 
| | Slave | | 
Citles in the East 
Wargus Magog Thuluvia 
Sultan Padishah Emperor /Empress 
Dey Shah Crown Prince/ 
Princess 
Bey Caliph Huangzi 
Bashaw Wizer Wang 
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Pasha Amir Gong 
Emir Sheikh Bo 
Malik Zi 
Nan 
Dai Teikoku Tartarus Lemuria 
Emperor Kha-Khan Maharaja 
Shikken IIkhan Rajah 
Shogun Orkhan Nawab 
Daimyo Khan 
Samurai 
Citles in the South 
Aethorypt Tamazgha 
High Priest Mansa 
Fan-Bearer Dyamani-tigui 
Vizier Kafo-tigui 
Viceroy Dougovu-tigui 
Scribe Kun-tigui 
Gondawanni The Sulkatta 
Emperor /Empress Warlord 
High Priest Chieftain/Chieftess 
Qore/Kandake Wiseman/Wisewoman 
Governor /Governess 


Citles in the Dorth 


Zolkia Wodenhimr Hyperborea 
Tsar High King/Queen King/Queen 
Veliky Kniaz Jarl High Sorcerer 
Kniazh Muzh Thane Thoqquan One 
Bolyar Hildingr Tsar 
Sluga Oddviti Bolyar 
Muzh Hersir Muzh 
Dvorianin Oddviti Dvorianin 
Smerd Hersir Smerd 
Kholop Kholop 
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Appendix X: Che 
Cosmic Sirugale 
& Alignment 


Peppered throughout this tome have been hints at a vast 
conflict between the forces of Chaos and the forces of Law for 
supremacy over all reality. This is not just a battle of ideals, but 
a battle for the fate of the multiverse itself. This is a conflict 

of incomprehensible power waged just beyond the senses of 
mortal men. Indeed, most mortals have no idea such conflict 
even transpires! Those few who do are often conscripted to the 
cause of Law or Chaos, or else swear fealty to one of the sides 
themselves in the hopes that they might live to see what comes 


after the dust settles and the world is born anew. 


Such characters, be they PC or NPC, will typically have an 
alignment—a simple indicator as to which side they align with in 


the Cosmic Struggle. 


The vast majority of beings in the universe are unaligned, 
lacking the intelligence and consciousness to will themselves to 
acause. Many intelligent creatures are unaligned as well, simply 
due to ignorance of the conflict, and thus cannot be aligned to 
either Law or Chaos. Wild beasts, monsters, peasants, lords, 


slaves, and kings are all likely to be unaligned. 


Those who are aware and choose to align themselves fall either 
in service of Chaos, Law, or the rare and oft unspoken-of 
Neutrality. Game Masters, at their discretion, may incorporate 
these three alignments into their games, and allow player 


characters to align themselves however they wish. 


Note that these alignment descriptions are written as general 
outlines. They are not prescriptive. Nor are they restrictive. 

A character of any alignment may behave in any fashion they 
wish, though if they actively undermine the causes of the Court 
of Chaos or the Lords of Law, their affiliations may eventually 
come under scrutiny. In most regards, alignment is simply a 


way of displaying what ‘team’ a character in on, rather than 


what behavior traits apply to them. Extreme examples of each 
alignment are given to help differentiate them. Not everyone 
from a given alignment will believe the same things or behave 


the same way. 


Chaos is by far the most common of the alignments in the 
world of Swords & Chaos, as the setting has largely been 
dominated by the Court of Chaos for some time. Dark 
sorcerers, necromancers, ghouls, demons, devils, mutants, 
secret cults, and cannibal tribes often devote themselves to the 
Court of Chaos. Chaos is governed by the idolization of pure 
creative energy, infinite potential, and the rejection of shape or 
form. Servants of Chaos reject the preconceived notions of both 
the universe and society. Honor and duty do not bind them. 


Only fear and power do. 


Law is less common than Chaos, but still has its representatives 
among sects of ancient religious orders, knightly brotherhoods, 
and rangers’ guilds. With the absence of the Lords of Law, 
there are few remaining who believe Law can be contacted, 

let alone that it still exists as a cosmic force. Law is governed 

by the idolization of structure, stability, justice, and the 
collective. Servants of Law embrace the fundamentals of our 
understanding of reality as the building blocks of the universe. 
They are bound by their words and actions, for nothing is 


greater than honor, duty, and responsibility to the cause. 


Neutrality is the rare outlier in the axis of alignment, 
representing the conscious choice to reject both Law and 
Chaos. Neutral characters recognize the inherent wickedness 
and destructive dogmatism in both philosophies. To some 
Neutral characters, total victory under Law represents the 
homogenization of the multiverse, and the stagnation of all 
existence. Conversely, total victory under Chaos represents 
raw creation, and the explosive formation, dissolution, and 
reformation of the universe in a constant loop for all eternity. 
Other Neutral characters simply dislike both options and elect 
to manage things on their own. It is rumored that the Elemental 
Princes are aligned with Neutrality, as well as a myriad of 
strange and alien gods from the vastness of the void between 


stars. 
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OGL Statement 


INTRODUCTION 


Swords & Chaos (hereinafter “the Core Rules”) is based on the System 
Reference Document v3.5 (“SRD”), which is Open Game Content. 
The text of the Open Game License itself is not Open Game Content. 
Instructions on using the License are provided within the License itself. 


Designation of Open Game Content: 


All NPC, creature, and trap statistics not already under the purview of 
Castles & Crusades are designated as Open Game Content (OGC), as 
well as spell names, generic monster names, weapon statistics, and 
other elements derived from the System Reference Document is Open 
Game Content, released under the Open Game License, Version t.0a 
(reproduced below) as described in Section 1(d) of the License. Artwork 
incorporated in this document is not Open Game Content, and remains 
the property of the copyright holder. 


Designation of Product Identity: 


Product identity is not Open Game Content. The following is designated 
as product identity pursuant to OGL vi.oa(1)(e) and (7): 


Any and all Swords & Chaos logos, identifying marks, and trade dress; all 
proper nouns, including proper monster and NPC names, geographic 
terms, artwork, maps, symbols, depictions, and illustrations, except such 
elements that are derived from the System Reference Document or Castles 
& Crusades. 


More information on the Open Game License can be found at: 
http://www. wizards.com/d20 
OPEN GAME LICENSE VERSION 1.0A 


The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved. 


1. Definitions: (a)“Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)“Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may 

be recast, transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)“Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly identified as Open 
Game Content by the Contributor, and means any work covered by this 
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License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product Identity” means 
product and product line names, logos and identifying marks including 
trade dress; artifacts; creatures; characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the owner 
of the Product Identity, and which specifically excludes the Open Game 

“ontent; (f) “Trademark” means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or its products or 
the associated products contributed to the Open Game License by the 

“ontributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise create Derivative Material of 
Open Game Content. (h) “You” or “Your” means the licensee in terms of 
this agreement. 


2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice 

to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game Content 
distributed using this License. 


3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License. 


4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty free, 
non exclusive license with the exact terms of this License to Use, the 
Open Game Content. 


5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License. 


6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder’s name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute. 


7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or coadaptability 
with any Trademark or Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does 


not constitute a challenge to the ownership of that Product Identity. The 
owner of any Product Identity used in Open Game Content shall retain all 
rights, title and interest in and to that Product Identity. 


8. Identification: Ifyou distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content. 


g. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License. 


10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute. 


ur. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so. 


12. Inability to Comply: If it is impossible for You to comply with any of 
the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected. 


13. Termination: This License will terminate automatically if You fail 
to comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach. All sublicenses shall survive the 
termination of this License. 


14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable. 


15. COPYRIGHT NOTICE 
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 


System Reference Document Copyright 2000 2003, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich 
Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, 
John D. Rateliff, Thomas Reid, James Wyatt, based on original material by 
E. Gary Gygax and Dave Arneson. 


System Reference Document 5.1 Copyright 2016, 


Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris 
Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, 
Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original 
material by E. Gary Gygax and Dave Arneson. 


Castles & Crusades Players’ Handbook 7th Printing, Copyright 2017, 
Troll Lord Games; Authors Davis Chenault and Mac Golden 


Castles & Crusades Monsters & Treasure, 5th Printing, Copyright 2019, 
Troll Lord Games; Authors Robert Doyel and Stephen Chenault 
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Swords & Chaos Copyright © 2022 Blackspire Fantasy LLC; 


Author Jeremy Daniel Farkas 
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